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Characters 


Wow. Has it really been three years since Disgaea? 

Phantom Brave and Makai Kingdom did a good job of keeping strategy fans 
sated, but let’s face it: this is what fans have really wanted to see. Disgaea 2 
returns to the basics of the first game’s tile-based combat engine, but introduces 
new play mechanics and higher-quality graphics. It’s also a truly massive game, 

with maybe twice as many levels to play and secrets to 
find as the original Disgaea. You may find yourself 
playing it for years to come. 

The only way to do justice to a game like that 
is to make a guide that’s worth buying, keep- 
ing, and using for years to come. This was an 
enormous challenge for the DoubleJump team, 

but we think we've risen to meet it. Disgaea 2 

is our biggest guide to date, with the longest 

walkthrough, most data tables, and by far 
our heftiest page count. It is 

the ultimate resource 

for knowledge about 

every level, every special 

bonus, and every detail 
of the game’s fine-tuned 
combat engine. 

Creating it is probably the big- 
gest challenge we've ever faced, 
but we don’t mind. Disgaea is 
the game that launched our 

company, and it’s near and dear 
5 to every DoubleJump heart. Disgaea 
| \ 2 is a fantastic game in its own right, too. 


We’ ve had a blast creating this guide, 
and hope it helps you have as much 
Rr fun playing Disgaea 2 as we did. 
dq al \ See you at Level 99991 
» 
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World 


Disgaea 2 takes place in Veldime, once a world of relatively ordinary humans. 
With the arrival of Overlord Zenon fifteen years ago, though, everything 
changed. Zenon cursed all the humans of Veldime, transforming them into 
monstrous demons. The transformation isn't complete yet, but things are bad 
enough that most people have forgotten what it’s like to be human. Without 
memories or morals, the altered citizens of Veldime do as they please without 
any thought for good or evil. 

While Veldime is a remote world, regular news shows on SatelliTV still keep 
the demons there and throughout the multiverse’s many netherworlds ap- 
praised of current events. With reporters stationed throughout the multiverse, 
nothing important or interesting goes unnoticed for long. A variety of suitably 
amoral and fiendish programs round out SatelliT V's broadcast schedule, 
including infernal reality TV shows, macabre game shows, and fiendishly dull 
travel programs. 


After cursing the humans there, Overlord Zenon went into hiding on Veldime. 
No one’s seen or heard of him since, despite SatelliTV’s best efforts. Countless 
Overlords and Demon Lords want to defeat Zenon to boost their own power 
levels, and Zenon’s long lifetime of battle and atrocity has made him plenty of 
other enemies. If news of Zenon’s location were ever to get out, then 
he’d promptly find himself surrounded by murderous foes from every corner of 
the multiverse. 
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As far as anyone knows, Adell is the last human left in 
Veldime. Nobody understands why he was immune to 
Zenon’s curse, but Adell’s not the type to waste time 
questioning his good fortune, and everyone else lacks 
the attention span. Adell’s devoted his life to intense 
martial arts training in preparation for the day when 


he’ll slay Zenon, breaking the curse and setting 
Veldime free, 


Don't mistake Adell 
for one of those grim, 
bound-by-destiny 
types, though. Even if 
he didn’thave a grudge 

against Zenon to nurse, Adell still probably would’ ve 

ended up as a martial artist. He's just the kind of guy 
who derives deep personal satisfaction from beating 
the living hell out of bad guys. A list of Adell’s 
hobbies would be incomplete if it didn’t include 
“violence against violators,” “fighting evil,” 
and “thumping meanies.” 
Don’t mistake Adell for a mindless combat 
wombat, either. Adell takes great pride in being 

Veldime’s last vestige of human morality, and tries 

to treat everyone he meets as fairly as possible. 

This means protecting the weak, returning every 

kindness, and most of all, never breaking a promise, 
He even promises to protect Rozalin, though he 
repeatedly professes to hate girls. 
Adell is absolutely, terrifyingly obstinate in the 
way that he sticks to his personal code of ethics 
and pursues his goals. Sometimes it feels like 
he tries to make things happen simply by sheer 
force of will, and his determination in these 
moments is absolutely indomitable. It’s a little 
scary, to be honest, and prompts more than 
one person to wonder if someone as fierce as 
wr Adell can really be human. 


Rozalin 
Rozalin is Overlord Zenon’s one and only daughter, and 
she will remind you of this as frequently as is necessary. 
Imperious and demanding, she's got the personality of a 
spoiled princess through and through. Her father loved 
her so much that he gave her-mansions, servants, and 
showered her with presents of every conceivable type. 


teke 
Her life was one of perfect EE] 
luxury until Adell’s Oe 


/ 


parents came along and ht SNS 


ruined it by summoning 
her into the outside world. 


That’s annoying enough 
by itself, but the fact that 
it was part of a scheme to kill her 
beloved father is the really ir- 
ritating part. The only proper 
reaction for a demon princess 
is, of course, to try to get Adell 
killed to break the summoning 
contract. Unfortunately, this is a 
much harder job than it should 
be. Adell’s ridiculously strong, and 
he won’t stop being so nice to 
her. It’s enough to make 
even a demon start feeling 
a little guilty. 


en, 


Zenon 


Called the “God of All Overlords,” Zenon famously slaughtered 99 rival Overlords 
in a single day during a battle that took place eighteen years ago. His power and 
cruelty is unimaginably vast, but so is the sheer amount of enemies he has. The 
moment Zenon’s location became known to any of his many rivals, he’d have a 
fight on his hands. If that information became public, he’d likely find himself at 
the center of an interplanetary war. 

Zenon has hid himself and his precious daughter Rozalin in Veldime ever since 
that terrible battle, using his curse and the destruction of the Snow Clan to 
consolidate his power over the world. Now he rules Veldime from the shadows, 
never seen by anyone. Zenon finds the world outside of his castles and mansions 
disgusting, and wants Rozalin to have absolutely no contact with it. 
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Yukimaru 

Fifteen years ago, when Zenon cursed the World, he 

also made a point of exterminating Veldime’s resident 

demon ninjas, the Snow Clan. Too bad-he missed a spot. 

Yukimaru somehow survived the destruction of the 
Snow Clan as a child, and \ 

now she’s grown | 

B up into an oddly Pi 

1e & sweet-tem- 5 A ef 
= pered ninja 

who’s out to avenge her clan's deaths at 
Zenon’s hands. 

Yukimaru doesn’t seem too confident in 
her ability to finish her mission, though, 
_and threatens to commit ritual suicide 
When basically anything goes wrong. Her 

other peculiar habit is ending almost 

every sentence with the exclamation 

“zam.” Yukimaru claims this helps a 

ninja focus the chi in her heart. She’s 
probably doing it because it’s just so 
gosh-darned cute, though. 


9 


Tink ís Rozalin’s childhood friend and most faithful 
servant. Although he is a demon, Tink once had a - 
more human-like form. A mysterious person (demon?) 
transformed him into his current frog-like body during Pr rd 
a mysterious attack on 
the mansion where he lived. Ordinarily Tink has a 
sweet, fawning personality, but proximity to sexy 
women can unleash a violent, lecherous alternate 
persona that turns his body red. 
Other characters, even Rozalin, tend 
7 to forget about Tink’s problems, like 
/Ä : wanting to change back into human 
form or being brutally murdered. Blame 
it on Tink’s total lack of charisma. He’s got two 
personalities, with hardly any good traits to be found 
in either of them. He’s the sort of guy whose very 
existence could be considered a crime. 


Etna’s struck out on her own since the original 

Disgaea, hoping to amass enough power to become 

an Overlord in her 

own right. Her chances 

of succeeding are actually 
pretty good. She’s got a 
legion of Prinnies to fight 
for her, wicked combat 

skills, and complete Ps 

disregard for other 
people’s lives and property. 


Etna’ a consummate demoness, and could 
really care less about what happens to Veldime, 
The prospect of defeating Zenon and becoming 
d an Overlord in his place is just about perfect, 
AN though. Adell and Rozalin are little more to 
\ Etna than a very convenient way of getting to 
Zenon before anyone else can find him. 


A 


À 


Axel ke! f 

Axel is that most depressingof things: a 

washed-up celebrity. Calling himself the 

“Dark Hero”, Axel was once a demon ac- 

tion hero and rock star famous in all the 

multiverse’s netherworlds. Now, he hosts 

a pitiful travel show called “Tripping With 

Axel” that nobody watches 

and nobody cares about. 
While Axel never publically breaks 

his Dark Hero persona and pretends like | 

everyone still loves him, deep down he 

knows his situation is desperate. He'd do just 

about anything to anybody to make himself famous again. 

Part of it is pure ego, of course, but Axel also just needs the 

money. Even losers and-demons can have people depending 

on them. 
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Does this kid even need an introduction? Laharl is, of 
course, the main character of the original Disgaea, 
Etna’s boss, and a royal pain in the 
butt to his enemies. Laharl isn’t sure 
where Etna’s disappeared to, but 
he’s pretty pissed off about it. 
He didn’t give her permis- 
sion to leave, let 
alone take all 
the Prinnies 
N/ lS with her! How’s an Overlord sup- 
/ 8 posed to get along without a proper 
vassal to do all of the menial labor 
5 around his castle? When Laharl finds 
out where Etna ís, he plans on showing 
up to drag her back home where she 
belongs. Sure, she won’t want to go, 
but getting to force her back kicking and 
screaming is the fun part! 


pe 


ES 


Adell’s little sister, Hanako 
honestly seems to enjoy be- 
ing a demon, and not just because 
she’s never been anything else. What 
she really wants is to bean awesome 
Demon Lord like Etna when she grows 
up. Hanako doesn’t mind Adell’s plan 
to lift the curse by defeating Zenon, 
though. It gives her lots of chances to beat 
people up. 


Adell’s little brother, Taro is as pitiful 
as Hanako is evil. Even though he 
was born under Zenon’s curse, his 
entire personality is very passive 
and.… well, cow-like. He’s easy to 
push around, and immediately buys 
into Rozalin’s assertions of total su- 
periority. He seems to have a pretty 
severe crush on Rozalin, in fact, and 
happily calls her “Princess.” 


Masked Man 
&£ Masked Woman 


“Mysterious” is about the only word you can use 
to describe these two. They're faithful servants of 
Overlord Zenon, but absolutely nothing else about 
them is known. Are they transformed humans? De- 

mons? Something else? Regardless, Zenon tasks them 
with finding Rozalin after she disappears, and these 
two are too relentless to be evaded for long. 


Director 


The Director has faithfully chronicled Axel's exploits since the days when the 
Dark Hero was on top of the world. He can tell that nobody cares about Axel any- 
more, and desperately wants to make his beloved Dark Hero famous again. It’s 
kind of hard to fix the problem when Axel won’t admit that it exists, though.… . 


Fubuki : 
This mysterious guy seems to be an- 
other survivor of the Snow Clan, but 
Yukimaru refuses to say much about ge 
him. He’s very clever, and p 
an expert in using Geo 
Panels and other tricks bim 
against his opponents. Nee : _N 
Obviously, he’s an ex- p 5 
tremely good ninja. If he 
wasn’t, then there’d 
be more to say about 
him! 


werden ven book Biogen 


Adell’s mother was probably a nice, normal homemaker at one 
point, but Zenon’s curse has left her kind of demented. She does 
the best she can‚ and occasionally remembers to do helpful 
things. One of her most helpful skills is her rather advanced 
ability to summon and control demons. It makes you wonder 
just where a housewife picks up something like that…. 


Dad \ 


, Adell’s dad was probably a pitiful, bland, useless sort of guy 
& ’ before his transformation;-and as far as that goes very little 
has changed. He’s nice enough, but the curse has completely 
ruined his memory. Of course, there are important things 
that only he knows, but he frequently doesn’t know that he 
knows them. 


Syst 


The gameplay in Disgaea 2 and Disgaea 2: Dark Hero Days is, with a few 
exceptions, basically identical to that of the original Disgaea. Players coming 
to theses games for the first time are probably going to want a full explanation 
of this very sophisticated battle engine, while veterans of Disgaea just need a 
briefing on what has been changed or altered. If you haven’t played Disgaea, 
then you should read through the entire System section before settling in with 
Disgaea 2: Dark Hero Days. If you have, then you only need to read the sections 
marked with a “NEWI” tag. There are two different types of “New!” tags used 
throughout this guide: if the section header has an orange “NEW!” in front of 
it, that section contain information on play mechanics that were absent in or 
have been significantly altered from the original Disgaea; sections and features 
which are unique to Disgaea 2: Dark Hero Days are displayed with red text and 
the “NEW!” plus sign icon shown on the left. 

As you glance through each section, keep an eye out for Formula Alert! 
boxes. Because the Disgaea engine is so sophisticated and precise, there 
are many elements of the game that can be easily predicted by plugging the 
right variables into the right formula. Think of it as an application for your 
calculator and all that stuff you learned in math class that looked pretty 
useless at the time. Some Formula Alert! boxes also contain useful tables or 
descriptions of how hidden game variables work. Even after you've internalized 
all the general advice about playing the game in the System section, you may 
want to keep the guide close at hand so you can quickly Look up the relevant 
tables and formulas. 


Adel’s hometown Holt Village fills the 
“home base” role for this game. It’s 
where you rest up, create characters, 
and customize your army between 
battles. You can also have fun talking to 
the villagers and even find a few hidden 
treasures there, if you look hard enough. 
Consult the Chests in Holt Village section 
of the Secrets & Spoilers chapter for more 
information. As for doing things in Holt, 
it’s as easy as walking up to the right 
person and saying “Hil” 


Sie makes it sound so cute! 
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C Buy at the sh 
Rank 1-38 Weapons sul OEP, 
Rare & Legendary | Steal/Bonus Gauge/Equipment Store Mystery Room 
Rank 39 Weapons All Steal/Bonus Gauge 
Steal from Item God of Legendary LV39 weapons in 
Rank 40 Weapons Legendary Land of Carnage Item World or Steal from Item God of 
LV40 weapon in any Item World 
Common Magichange with monsters wearing Common equipment 
Mesichanse Meanons Rare Magichange with monsters wearing Rare equipment 
Magichange with monsters wearing Rare or no 
Legendary 
equipment 
Supremacy All Steal from Invincible Hero in Episode 6-1 
Hol lenanus All Give Wandering Blacksmith the items he requests in 
Os. Dark Assembly, then pick up in Land of Carnage 
Niflheim All Steal from Yukimaru in Episodes 10-4 or 13-3 
Rank 1d Armer Common Buy at the shops 
Rare & Legendary | Steal/Bonus Gauge/Equipment Store Mystery Room 
Almighty Armor All Steal from Invincible Hero in Episode 6-1 
Infernal Armor AL Steal/Bonus Gauge/Equipment Store Mystery Room 
Steal from Item God in Legendary Infernal Armor in 
Super Robo Suit Legendary Land of Carnage Item World or Steal from Item God of 
Super Robo Suit in any Item World 
C Buy at the sh 
Rank 2-26 Belts meen ee 
Rare & Legendary | Steal/Bonus Gauge/Equipment Store Mystery Room 
Rank 30-39 Belts All Steal/Bonus Gauge 
Common Buy at the shops 
Rank 1-25 Shoes 
Rare & Legendary | Steal/Bonus Gauge/Equipment Store Mystery Room 
Rank 32-39 Shoes All Steal/Bonus Gauge 
Maxi Sandals All Steal from Invincible Hero in Episode 6-1 
Accelerator Legendary Clear Extra Stage 3 
Rank 2-36 Orbs All Hospital/Steal/Bonus Gauge 
Universal Orb All Steal/Bonus Gauge 
Common Buy at the shops 
kankcE 30 Glasses Rare & Legendary | Steal/Bonus Gauge/Equipment Store Mystery Room 
Rank 36-39 Glasses All Steal/Bonus Gauge 


Rank 2-36 Muscles All Hospital/Steal/Bonus Gauge 
Cosmos Muscle All Steal/Bonus Gauge 
Rank 5-25 Weights All Buy at the shops 
M-change Weight All Get charged with Magichanging Others Felony 
Weapon Scrolls Legendary Breen EMespon peleton 
Treasure Maps Legendary Steal from Pirates 
Sexy Panties Legendary Clear Extra Stage 7 
DoE ID Card Legendary Clear Extra Stage 4 
Postcard Legendary Clear Extra Stage 1 
Gao's Spirit Legendary Steal from Marjoly in Extra Stage 7 
Claudia's Charm Legendary Steal from Marjoly in Extra Stage 7 
Kitty Ears Legendary Steal from Marjoly in Extra Stage 7 
Prinny Suit Legendary Steal from Prinny Baal in Extra Stage 12 (Revisited) 
Makai Wars Legendary Clear Extra Stage 12 
Felicitation Legendary Clear Extra Stage 6 
Usagi's Journal Legendary Clear all Dark World stages in Adell Mode 
M-change Scrolls All Steal from Animal Pirates 
Rank 5-38 Emblems All Steal/Bonus Gauge 
Arcadia Legendary Steal from Zombie King in Ordeal 5 
Common Buy at the shops 
Gsm Rare & Legendary | Steal/Bonus Gauge/ Equipment Store Mystery Room 
Rank 28-39 Food Items All Steal/Bonus Gauge 
ABC Gum All Use Mint Gum 
Opened Soda All Use Unopened Soda 
Dark Assembly Items All Bonus Gauge/Bribery Speciatist Mystery Room 
Mana Potions All Magical Manager Mystery Room 
Common Buy at the shops 


Rank 2-26 Hands 


Rare & Legendary 


Bonus Gauge 


Awesome Hand All Bonus Gauge 
Mi Genes Exit All Defeat Item Boss, Item General, Item God, or Item 
God2 
Cell Phones All Bonus Gauge/Prinny Store Mystery Room 
Subpoenas All Accept from Post Officer 
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Random 


Selects random music per level 


Available from start 


BGMO1 Scent of Sinful Roses 50,000 
BGMO2 Elegant Darksters ‘05 10,000,000 
BGM03 Wonder Castle 100,000 
BGM04 Winter Field's Elegy 100,000 
BGM05 Dawn Whisper 100,000 
BGM06 Rozalin 1,000,000 
BGMO07 Lonely Rosary 1,000,000 
BGM08 Over Driver 1,000,000 
BGMO09 Brother & Sister 100,000 
BGM10 MAKAI BAND 1,000,000 
BGM11 Warmth Within My Heart 1,000,000 
BGM12 Heroic Blues 500,000 
BGM13 Dark Zone 100,000 
BGM14 Herd of the Lamb 1,000,000 
BGM15 Holy Mansion 500,000 
BGM16 So Long... 1,000,000 
BGM17 MAKAI Station 1,000,000 
BGM18 Rozalin Palace 1,000,000 
BGM19 Lahart's…. Hymn? 1,000,000 
BGM20 Akuma Drop HG 1,000,000 
BGM21 Secret Circle 10,000,000 
BGM22 Night Head 1,000,000 
BGM23 Ninja's Dance 10,000,000 
BGM24 Ist SAMURAI 100,000,000 
BGM25 Cyber Dance Available from start 
BGM26 Trance NO.4! 1,000,000 
BGM27 RPG. 1,000,000 
BGMZ8 Prinny My Love 1,000,000 
BGM29 Heavy Rotation 1,000,000 
BGM30 Visual Sensation 1,000,000 
BGM31 Daybreak Crying 1,000,000 


BGM32 God's Song 1,000,000 
BGM33 Disgaea Rhapsody 1,000,000 
BGM34 Spread your wings 10,000,000 
BGM35 Demon's Trill 1,000,000 
BGM36 The Axel Blues 10,000,000 
BGM37 Akuma Drops 10,000,000 
BGM38 Witch Hunting 100,000,000 
BGM39 Elegant Dance 1,000,000,000 
BGM40 Underworld 100,000,000 
BGM41 Great Wilder 1,000,000,000 
BGM42 Hysteric Kingdom 1,000,000,000 
BGM43 Disgaea 1,000,000,000 
BGM44 Lord Laharl's Hymn 1,000,000,000 
BGM45 The Anthem of Braves 100,000,000 
BGM46 Go Go Girl 100,000,000 
BGM47 Red Moon 100,000,000 
BGM48 Rosen Queen Netherworld Branch 1,000,000 
BGM49 March of the Planet Earth 1,000,000,000 
BGM50 Netherworld Whispers Music Box Available from start 
BGM51 Drunkards' Street 10,000,000 
BGM52 Windin’ Ridin’ 1,000,000,000 
BGM53 Little Diary 10,000,000 
BGM54 Brilliant Blue 1,000,000,000 
BGM55 Mr. Champloo 10,000,000 
BGM56 Chinese Sword 1,000,000,000 
BGM57 

SONGO1 Dear Comrade 1,000,000,000 
SONGO2 What a Beautiful Life of Mine 1,000,000,000 
SONGO3 Etna Boogie 1,000,000,000 
SONGO4 Etna Rock 1,000,000,000 
SONGO5 White Tiger 1,000,000,000 
SONG06 Let's Dance the Last Battle 1,000,000,000 
SONGO7 What You Taught Me 1,000,000,000 
SONGO8 Sinful Rose =Instr.— Enter Land of Carnage 
SONGO9 Sinful Rose 1,000,000,000 
SONG10 Twinkle #% Like a Star 1,000,000,000 
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The Dimension Guide 


Talk to Friday the Dimension Guide to leave your home base and enter a battle 
map. You'll select the location you go to from a sub-menu of possibilities. From 
Friday, you can access all of the main story maps and the various Extra Stages 
you can unlock by doing certain things in the game. Every time you advance the 
story or meet the conditions for unlocking a given Extra Stage, the new battle 
option appears on Friday’s menu. When you highlight the name of a particu- 

lar battle, a statistics sub-menu appears that tells you whether or not you’ ve 
cleared that particular fight before and what the map’s Bonus Rank value is. 

If you’ve cleared the map before, then the stat screen also records how many 
times and how many enemies you killed there. 


Dark Hospital 


Visit Tileyfa at the Dark Hospital to 
restore a character’s HP and SP to 
their maximum. The more HP and SP a 
character needs to have restored, the 
more expensive the treatment. Disgaea 
2’s currency is HL (or hell, as in “to pay” 
or “bag of”), and is only acquired as a 
reward in battle, or from selling items…. 
that are usually earned in battle. Thus, 
especially in the early parts of your 
game, you’ll want to make sure you 
don’t get your party so injured that you 
can't afford to restore them. If you do, then there’s really no choice but to start 
over and hope you don’t screw up as badly this time. 

When you’re healing your characters, you can use a 
sub-menu to heal each character individually, or you 
can just press the Square button to heal all of 
your characters at once. After you've paid to 
restore your characters, then you may find 
that the “claim prize” option at the Dark 
Hospital main menu has become selectable. 
The prize will be a particular item, 
and whatever type of item you see the 
first time is what you’ll have to settle 
for. Of course, as you spend more 
money, the items you get are progres- 
sively better. 


Yeah, she creeps us out, too. 


Generally you want to claim items as 
quïckly as they spawn, since they'll be 
more useful to you at lower levels. When 
you claim prizes, you can opt to claim 
them one at a time. You can’t change 
what type of item your prizes are (and 
they’ll usually be Orbs of some kind), but 
you can alter the item’s stats, rarity, and 
specialists by canceling out of the menu 
and then selecting “claim prize” again. 

And all it took to get them was a The item will be a little different every 

few dozen contusions! time you enter the sub-menu. If you're 

patient enough to keep entering the menu and canceling out, it's entirely pos- 

sible to keep doing this until every prize the Hospital gives you ends up being a 
Rare version of the item în question. 


If onby Adel thought 


to get insurance. 


So how much does it cost to get treat- 
ment at the Dark Hospital? 


Cost to restore HP = Total HP restored 
divided by 3 

Cost to restore SP = Total SP restored 
times 2 

Cost to resurrect a dead ally = Cost to 
restore that character’s HP + Cost to 
restore that character’s SP + (Ally’s 
Level times 30) 


Add all these costs up to determine 

the final cost. Note that early on in the 
game, you only have to pay a percent- 
age of this final cost. It’s 50% in Episode 
1, 60% in Episode 2, and so on until 
you're finally paying full price for Hospi- 
tal stays in Episode 6. 


www.doublejumpbooks.com/disgaea2 


Bormoals Alerte Kickbacks 


Prizes handed out by the Dark Hospital 
are actually predetermined. Your total 
number of ally resurrections, how much 
SP and HP was restored, and the total 
amount of money you've spent all factor 
into what prize you get. You can receive 
each prize only once. The rarity, special- 
ists, and precise stat value of each item 
are randomized. 


HP SP 
Restored | Restored 


EC EN EC EN 
uneramede _|_- [|| 
prtmace | [0 | 
nn 
nen men 
Prem Mce | [mor | 
Wottete | [0 | 
En KO 


Common Orb 
Psycho Orb 
ES Orb 1) EE 
[Bloodorb | - | - | 500 | 
L_a | 
[lmarorb | ee | 
Jtoyztorb | | [10000 | 


En Cn 


en] 
TE EN 
EEL CN EN EN 
EEEN EN EN EN 
stele a [| 
tpm | me | 
ECN CN EN EN 
EC EN EN 
mperitseal | 5 | 

oeitang [40 | 10000 | san | 
EE 
0,000 
rn EEN 
estament 10 | 


Character Creation 


Just imagine it! A piggy 
of your very own! 


To create a new character for your army 
in Disgaea 2, have a character speak 

to the Dark Secretary. Then, select a 
character to petition the Dark Assem- 
bly to create a new character. In the 
upper-right corner of the screen you’ ll 
see a counter that displays the amount 
of Mana the character has amassed by 
killing enemies and destroying objects 
on the map. 

The “cost” of the new ally you're 
about to make will be subtracted from 
the creating character’s personal store of 
Mana. This makes the creating character 
the “Master,” and the new character 
being created his or her “Student.” This 
relationship between the characters 
confers some special benefits that will 
be discussed later on. For now, we’ll just 
focus on making the new character. 


You’ll decide what your new charac- 
ter will be by selecting their class from 
the list of options currently available 
to you. This can include special classes 
you've unlocked by meeting certain 
requirements, or monster classes you’ve 
unlocked by killing that monster as an 


enemy. Each class has six “ranks,” with enhanced abilities, growth rates, and better 
stats, and leveling up a character of lower rank unlocks the higher ranks as charac- 
ter creation options. Unlike some other recent Nippon Ichi games, it isn’t inherently 
more expensive to create a higher-rank version of any given character type. 


You do pay extra for the overall quality 
of the character you’re creating. If you 
try to skimp on mana you'll create a low- 
quality character with actively poor stats, 
while spending a bit more lets you create 
a character with better inherent stats 
and some bonus points to spend on upping 
stats even more. Unfortunately, the Mana 
cost to create a character skyrockets as 
you move beyond “Average” and toward 


A piggy who. completely sucks the upper end of the scale, “Genius” 


if you make him now. 


(which costs a whopping 5000 Manal). 


Generally, it?s never worth your while to create a “Good-for-nothing” charac- 


ter. When you're just focusi 


ng on clearing the main game, it’s best to wait until 


you can spend at least 50 Mana on creating a new character. This lets you make 
“Average” characters that get three bonus points to spend on stats. Of course, if 


you can afford to create an 


even better character, then you should do it. 


Don’t worry about creating super-expensive Superior or Genius characters until 
you’ re power-leveling your way through the post-game, though. The 5000 Mana 
it takes to create a Genius is hard to come by before you get into the post-game, 
and you should really be spending it on other things early on. The Dark Assem- 
bly also has to approve the creation of such high-quality characters early in the 
game, and the earlier in the game you are the less likely you are to get approval. 


Reincarnation Basics 


Reincarnation isn’t something you have to Uff - — = Â 


worry about too much when you're play- 
ing the main game in Disgaea 2, but it’s 
something you'll want to start thinking 
about as you approach the post-game and 
start seriously exploring the Item World. 
You initiate the Reincarnation process by 
approaching the Dark Assem 
the character you want to Reincarnate, 


and then having that charac 


bly, selecting 


ter select the 


“Reincarnation” proposal. The proposal Corne back (ater. … much later. 
by itself costs 100 Mana, and there’ll be 


more Mana costs on top of t} 


hat later on. 


From there, you’ll go to what appears to be the character creation screen. The 
catch is that you're not making a new character this time; you’re re-making the 


character who selected the 


Reincarnation proposal. The reincarnated version of 


that character starts over again at level 1, but you’ll immediately note that they 
have better base stats, growth rates, and far more bonus points to spend than a 


character of their given qua 


ity level should have, 
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If you reincarnate a character from one class into another, such as reincarnat- 
ing a Healer into a Blue Mage, then you may notice that character retains some 
of their old class skills after the reincarnation. Your new Blue Mage, to continue 
the example, may have access to the Healer’s Espoîr and Heal skills on top of 
her usual class skills. Story characters like Adell and Rozalin can’t change class 
through reincarnation, but reincarnating does improve their stat growth as it 
does with other types of characters. 


What skills get inherited, and how 
many get inherited, is determined by 
the character’s quality level. A Genius 
character has a 95% chance to retain each 
skill during the Reincarnation process; a 
Distinguished character has 85%, and so 
on, until you reach the Good-for-nothing’s 
45% chance. Of course, you have to pay 
for the reincarnated character’s quality 
level, just as if you were creating a char- 
acter for the very first time. If you can 
afford Reincarnations from class to class 
long enough, it is possible to make an “ultimate character” that knows every 
major skill in the game, and may even have the stats to use them all well. 


Green Skulls casting fire magic? Madness!! 


This table shows the bonuses 
for each quality of reincarnation. 
The mana cost shown is for story _|Good-for-nothing 


characters only. See the table incompetent 1 
on page 24 for the manacost for  |Average 3 
other classes. Skilled 6 
Distinguished 8 
Genius 10 


Fighter 
Warrior 


Destroyer 
Gladiator 
Warlord 
Battle Master 
Lady Fighter 
Lady Warrior 
Valkyrie 
Minerva Lass 
Freya 

Iron Maiden 
Red Skull 
Green Skull 
Blue Skull 
Star Skull 
Prism Skull 
Galaxy Skull 
Red Mage 
Green Mage 
Blue Mage 
Star Mage 
Prism Mage 
Galaxy Mage 
Genin 
Chunin 
Jounin 


Oniwaban 
Touryou 
Shadow Master 
Hanakage 
Yukikage 
Hoshikage 
Tsukikage 
Sorakage 
Master Kunoichi 
Chaos Soldier 
Death Avenger 
Violator 

Last Battalion 
Death Army 
Omega Sentinel 
Heavy Knight 
Iron Knight 
Steel Knight 
Mythril Knight 
‘Adamant Knight 
‘Aegis Knight 
Togabito 

Yasha 

Ashura 

Rasetsu 

Bushin 

Aragami 


Kunoichi 


Armor Knight 
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Druid 
Mystic 
Sage 
Hermit 
Prophet 
Geo Master 
Ronin 
Samurai 
Bujin 
Kengou 
Kensei 


Sword Master 
Gunner 
Sniper 
Outlaw 
Hitman 
Bullseye 
Desperado 
Thief 

Rogue 


Scout 
Bandit 
Triekster 
Master Thief 
Healer 
Acolyte 


Priest 
Bishop 
Cardinal 
Saint 

Archer 
Hunter 
Shooter 

Bow Master 
Cupid 
Freischutz 
Beast Tamer 
Beast Leader 
Beast Lord 
Beast Queen 
Beast Master 
Beast Savior 
Magic Knight 
Dark Knight 
Rune Knight 
Mega Knight 
Force Knight 
Space Knight 
Ghost 
Boggart 
Specter 
Wraith 
Fiend 
Phantom 


Beast Master 


Magic Knight 


Zombie 
Ghoul 
Corpse 
Ghast 
Wight 
Zombie King 
Empusa 
Lilim 
Succubus 
Carmilla 
Hecate 
Lilith 
Nekomata 
Cait Sith 
Werecat 
Tairing 
Elbacky 
Bastet 
Dragon 
Fafnir 
Nidhogg 
Ahzi Dahaka 
Tiamat 
Bahamut 
Pvt. Prinny 
Cpt. Prinny 
Col. Prinny 
Gen. Prinny 
Prinny King 
Prinny God 
Petite Orc 
Orc Captain 
Head Orc 
Orc Master 
Orc King 
Shadow Orc 
Mothman 
Messenger 
Watcher 
Observer 
Spy 
Unknown 
Werslug 
Nodianoî 
Sea Monk 
‘Aqua Fighter 
Charybdis 
Dagon 
Alraune 
Nemophila 
Pharbitis. 
Belladonna 
Photinia 
Parthenocissus 


Winged Warrior 


Aqua Demon 


Flora Beast 
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Cu Sith 

Hell Hound 
Black Dog 
Garm 

Orthros 

Fenrir 
Marionette 
Killer Puppet 
Assassin Doll 
Death Coppelia 
Mad Jester 
Hells Crown 
White Dragon 
Dragon King 
Saint Dragon 
Heaven Dragon 
Terra Dragon 
Divine Dragon 
Wood Giant 
Tree Folk 
Forest Guardian 


Mystic Beast 


Marionette 


Haly Dragon 


Green Giant 
Gaia Titan 
Dreadnaught 
Baciel 
Gambiel 
Adnachiel 
Verchiel 
Ámbriel 
Malchidael 
Skeletal Dragon 
Death Dragon 
Curse Dragon 
Mystic Dragon 
Dark Dragon 
Hell Dragon 
Cockatrice 
Basilicrow 
Peryton 
Malphas 
Foolfool 
Abraxas 


Wood Golem 


5 
5 
E 
Ei 

ä 
u 

Ed 

Ed 


Dragon Zombie 


When reincarnating a character from one class to another, it’s best to wait un- 
til you can afford a Genius level Reincarnation. Chances are you won’t have t 
opportunity to start playing around with this until you get into the post-game. 
During the main game, if you Reincarnate at all, it will probably be Reincarnating 
characters of a given class into higher-rank versions of their original class. Then 
you can level that character up again to unlock the next rank of that class. This 
can quickly result in overwhelmingly powerful characters, since you stack the 
stat growth benefits of Reincarnation on top of the inherently superior abilities a 
higher rank of a given class tends to have. 


Even when reincarnating from one rank of a class to a higher rank, there are 
certain hidden Mana costs and hidden benefits you want to be sure you factor in 
to your decision to reincarnate. Each character gets stat growth bonuses upon 
reincarnation that are based on their stat parameters at the time of reïncarna- 
tion. After reincarnating twice, the Mana cost of the third and later reincarna- 


tions goes up dramatically. 


1 40 40 

2 50 90 

3 60 150 

4 100 250 

Li 150 400 

6 300 700 

Zi 500 1200 
8 800 2000 
9 1000 3000 
10 1000 4000 
11 1000 5000 

12 1000 6000 

13 1000 7000 

14 1000 8000 

Î5 2000 10000 
16 2000 12000 
17 2000 14000 
18 2000 16000 
19 2000 18000 
20 2000 20000 
21 5000 25000 
22 5000 30000 
23 EN 35000 
14 5000 40000 
25 5000 45000 
26 5000 50000 
27 10000 60000 
28 10000 70000 
29 10000 80000 
30 10000 90000 
EL 10000 100000 
32 20000 120000 
33 20000 140000 
34 20000 160000 
35 20000 180000 
EJ 20000 200000 
37 20000 220000 
38 20000 240000 
39 20000 260000 
40 20000 280000 


It tafkes awhile to afford a Gerius 
reincarnation, but it's so worth it. 


Likewise, you begin amassing more and more 
bonus points to spend on stats with each success- 
ful reincarnation. The amount of bonus points 
you get is a figure derived from the sum of the 
character’s levels before each reincarnation. 

If a character has reincarnated twice, once at 
level 168 and then once again at level 200, then 
on their third reincarnation that character will 
get extra bonus points based on having a “total” 
character level of 368. Whatever bonus points you 
have that are above and beyond the usual bonus 
for that level come from that character’s total 
level bonus. The maximum bonus is 200 points for 
186000 or more total character levels. Reincar- 
nation after achieving this bonus is somewhat 
pointless, as you'll never get more than 200 bonus 
points no matter how much further you increase 
your character’s total level. 
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15 100 1000 65 500 19000 115 1000 51000 
16 100 1100 66 500 19500 116 1000 52000 
17 100 1200 67 500 20000 117 1000 53000 
18 100 1300 68 500 20500 118 1000 54000 
19 100 1400 69 500 21000 119 1000 55000 
20 100 1500 70 500 21500 120 1000 56000 
21 100 1600 Kál 500 22000 121 1000 57000 
2 200 1800 7 500 22500 122 1000 58000 
23 200 2000 73 500 23000 123 1000 59000 
24 200 2200 74 500 23500 124 1000 60000 
25 200 2400 75 500 24000 125 1000 61000 
26 200 2600 76 500 24500 126 1000 62000 
21 200 2800 71 500 25000 127 1000 63000 
28 200 3000 78 500 25500 128 1000 64000 
29 200 3200 79 500 26000 129 1000 65000 
30 200 3400 80 500 26500 130 1000 66000 
31 300 3700 81 500 27000 131 1000 67000 
32 300 4000 82 500 27500 132 1000 68000 
33 300 4300 83 500 28000 133 1000 69000 
34 300 4600 84 500 28500 134 1000 70000 
35 300 4900 85 500 29000 135 1000 71000 
36 300 5200 86 500 29500 LE 1000 72000 
37 300 5500 87 500 30000 137 1000 73000 
38 300 5800 88 500 30500 138 1000 74000 
39 300 6100 89 500 31000 139 1000 75000 
40 400 6500 90 500 31500 140 1000 76000 
41 500 7000 91 500 32000 141 1000 77000 
41 500 7500 91 500 32500 142 1000 78000 
43 500 8000 93 500 33000 143 1000 79000 
44 500 8500 94 500 33500 144 1000 80000 
45 EU 9000 95 500 34000 145 1000 81000 
46 500 9500 9% 500 34500 146 1000 82000 
47 EL 10000 97 500 35000 147 1000 83000 
46 500 10500 98 500 35500 148 1000 84000 
49 500 11000 99 500 36000 149 1000 85000 
50 500 11500 100 500 36500 150 1000 86000 


88000 

90000 

92000 

94000 
155 2000 96000 
156 2000 98000 
157 2000 100000 
158 2000 102000 
159 2000 104000 
160 2000 106000 
161 2000 108000 
162 2000 110000 
163 2000 112000 
164 2000 114000 
165 2000 116000 
166 2000 118000 
167 2000 120000 
168 2000 122000 
169 2000 124000 
170 2000 126000 
171 2000 128000 
172 2000 130000 
173 2000 132000 
174 2000 134000 
175 2000 136000 
176 2000 138000 
177 2000 140000 
178 2000 142000 
179 2000 144000 
180 2000 146000 
181 2000 148000 
182 2000 150000 
183 2000 152000 
184 2000 154000 
185 2000 156000 
186 2000 158000 
187 2000 160000 
188 2000 162000 
189 2000 164000 
190 2000 166000 
191 2000 168000 
192 2000 170000 
193 2000 172000 
194 2000 174000 
195 2000 176000 
196 2000 178000 
197 2000 180000 
198 2000 182000 
199 2000 184000 
200 2000 186000 


Because of the bonus points you can amass, it’s 
usually best to get character levels as high as possi- 
ble before reincarnating. Early on in the game you'll 
usually settle for reincarnating when a character’s 
levels are in the hundreds and they’ ve amassed the 
mana cost of the reincarnation. Once you get into 
real power-leveling in the post-game, you may find 
yourself waiting until level 9999 before reincarnat- 
ing whenever possible, letting each cycle amass a 
maximum amount of Reincarnation bonuses from 
levels and stats. 

So when do 
you need to start 
Reincarnating 
characters in 
your Disgaea 2 
game? You gener- 
ally want to get 
one reincarna- 
tion for each of 
your characters 
as soon as you 
can afford it. 
There’s some variance depending on class and what 
level you’re at when you incarnate the first time, 
but around 150 Mana is a good time to start. This 
should let you reincarnate the character at Average 
quality into the next rank of their character class. 
Subsequent reincarnations can wait until a charac- 
ter can afford Distinguished or Genius Reincarna- 
tion. Once you've maxed out a generic character’s 
class ranks, start them over as a different class. For 
story characters, just reincarnate them at Genius 
level whenever you amass the Mana to pay for it, 
and keep doing that until they’ve got the maximum 
186000 character levels. 

Since you lose 5% of your weapon mastery and skill 
points in a Genius reincarnation, it's handy to know 
how many times you need to use your skills or weap- 
ons in order to gain back what you’ve lost. The tables 
on the following pages will tell you exactly that. 


This little guy is just about ripe 
for his first Reincarnation. 
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Speak to the Dark Secretary to access the Dark Assembly, the body of evil legislators that 
governs Veldime. There you spend mana to propose legislation that will be considered by 
a body of senators drawn from the Assembly’s six racial “political parties”: the Ghosts, 
the Petit Orcs, the Mothmen, the Baciels, the White Dragons, and the Wood Golems. If 
the Assembly votes to pass your proposal then you can enjoy an extremely wide variety 
of benefits, while a vote to deny your proposal means you've just wasted your mana. 
Fortunately, you can try to protect your investment when it comes to passing proposals by 
interacting with the Dark Assembly, or just beating them all senseless. 


There are a variety of factors you can try 
manipulating to your advantage to get proposals 
passed. You can rely on your fighting skills, hav- 
ing lots of items to bribe senators with, or the 
patience required to manipulate the Assembly's 
political parties into wanting to do your bidding. 
Whatever style you favor early on in the game 
is likely to be your style for the rest of the 
game. Relying on your fighting skills is the most 
reliable method, but isn't really practical when 
you're playing through most of the main sto- 
ryline. It is, however, very handy when you're 
power-leveling in the post-game. To hell with campaign reform. 


The one you'll use most frequently in the main game is bribery. After you choose a 
character to approach the Dark Assembly with a given proposal, you'll go to a special 
map where your character stands at a podium, and you can highlight the various senators 
in the stands with your cursor to see their level, how they feel about your proposal, and 
access a sub-menu that lets you see if there’s any item in your Item Bag that the senator 
wants. You can also eyeball the Dark Assembly to see how the senators feel about your 
proposal; senators that favor you glow blue, senators against you glow red, and unde- 
cided senators don't glow at all. 


To bribe a senator, just give that senator an 
item from your inventory. A dialogue box tells 
you how much the senator wants the item; obvi- 
ously, a “Must have!” item generates a positive 
reaction, while giving a senator a “Does not 
want” turns him against you. Each successful 
bribe not only makes that senator more posi- 
tively disposed toward you, but it increases the 
influence of all senators from his political party. 
Likewise, giving a senator an item he hates 
inevitably increases the influence of the faction 
that's opposed to you. Do remember, though, 

Stupid white Dragons with their that when you increase your standing with one 
stupid etftics! party, then you may automatically lose stand- 
ing with that party's rivals. So since the Wood Golems are opposed to the Baciels, then 
successfully bribing Wood Golems inclines the Baciels to oppose you. Similar relationships 
exist between the Mothmen and White Dragons, and then the Ghosts and Petit Orcs. 

How much bribing one senator affects the entire Assembly is directly related to the 
overall level of the senator you've influenced. Bribing a high-level senator successfully 
grants more of a boost than bribing a low-level senator. You can bribe senators as many 
times as you want, so there’s no reason not to keep going until you've used up everything 
of interest in your item bag. When it comes to what items you use as bribes, just stock 


your item bag with old junk items you're not using any more. The actual value, Rank, and 
rarity of items used as bribes has no effect on how much senators like them. If you can 
successfully bribe a “Legendary” senator into favoring your position, then that senator 
may use any special abilities he or she possesses to help your cause. 


There are some factors that complicate the 
bribing process, though. Some senators attend 
the Dark Assembly and promptly fall asleep. 
Asleeping senator’s vote won't matter in the 
final count, so there's no point in giving him 
a bribe. Some senators show up drunk, which 
means that they're likely to vote the opposite 
of their actual inclination. You can try giving a 
drunken senator items he would ordinarily hate 
to actually boost your influence, but there's 
only a 50% chance that will work. You're best 
off leaving a drunken senator alone. Finally, 
senators from the White Dragon party can't 


5 k Don’ fet a supporter sleep through 
be bribed at all. Trying to give them any item the Assernbly if you can help it. 
immediately results in a negative reaction that bignve 

boosts the opposition’s influence. 


In addition to outright bribery, there are a variety of items with special effects de- 
signed to help you out in getting your way in the Dark Assembly. Some you use from your 
home base, while others you use by giving them to senators as if they were bribes. There 
are a variety of cell phones that, if used from your home base, let you call up a given 
political party and automatically increase your standing with all of their members who at- 
tend the next Assembly. What party the phone affects is part of its item description. Then 
you can use Chloroform to put senators to sleep, Medicine to sober up a drunk senator, 
Hard Liquor to get a senator drunk, and Bombs to wake up sleeping senator. Finally, there 
are items like the Angel Cake that exist purely to be given to senators as bribes. Once you 
can obtain these sorts of items, you'll want to make sure you stock lots of them into your 
item bag before you try to get a proposal passed. 

If you want to try your hand at playing 
politics in the long-term, then you need to 
have Adell join the Dark Assembly to represent 
your interests directly. Then you can have 
Adell agree to listen to proposals that suit your 
own purposes, particularly when it comes to 
increasing the political influence of parties that 
tend to like your proposals better. This also 
lets you begin minimizing the influence of the 
annoyingly incorruptible White Dragons, who’LlL 
give you tons of trouble in the Assembly early 
on in your game. Once Adell is in the Assembly 

This guy hates you, but he's probably __ you can also gather bribes from other senators, 

too drunk to remember it, which allows you to get hold of some very 
powerful items at virtually no cost to yourself. You can take one bribe for every 10 points 
of influence you have with the senator making the proposal Adell is currently hearing. You 
can also bribe and use items on other senators as normal while sitting in the Assembly as 
a senator. 

Your method of last resort for influencing the Dark Assembly is brute force. When a 
vote on a proposal doesn't go your way, you'll be given the option of either giving up, 
or picking a fight with all of the senators who voted against you. If you can beat them 
all, then you'll cause your proposal to be passed through sheer force of arms. There are 


www.doublejumpbooks.com/disgaea2 


ways to make this easier. For instance, if you convinced any senator to vote for you, then 
you'll notice he remains on the Assembly floor as a friendly NPC. If you want, you can 

eliminate weaker senators who voted against you by throwing them into friendly senators 
of higher level. If you eliminate all of the Nay votes in this way, then the proposal passes. 


You still won't be able to effectively use brute force on the Assembly whenever you like 
until late in the game. Even an easy-to-beat senate is going to pit you against senators 
with levels in the 200s and 300s. Sometimes normal senators can spawn who have levels 
as high as 700, and sometimes level 1000 “Legendary” senators can spawn. If you fight 
the senate once, then chances are you'll end up fighting it again, as senators you've 
killed may hold grudges. Basically, don’t try to fight the senate until you're sure your 
army is badass enough to survive it consistently. 


Even when you've schmoozed as a senator 

_| and ptied all the available senators with bribes, 
sometimes the senate’s vote will still go against 
you. This is simply the result of random factors 
in the way the senate Al behaves. When you 

go to pass a proposal, there's a “percentage 
approval” display that shows in the menu to 
give you some idea of how easy it will be to 
get it passed, but don’t take this number as a 
guarantee. Anything from a high percentage of 
drunken senators to the sudden appearance of a 
very powerful senator who hates you can swing 
the vote. This just means you should bribe and 
use items as much as you can before starting a 
vote in the senate, because any proposal that 
isn't passed is mana that's wasted. This is particularly crippling early in the game, when 
Mana is at a premium. It definitely means you shouldn’t attempt to pass proposals before 
you have a reasonable (40% or better) chance of success. 


Now, you may be wondering, which proposals 
should you focus on passing first? Well, anything 
that adds inventory to shops or lets you create 
new types of characters should be passed as 
soon as it appears. You also want to make Adell 
a senator as soon as he has the 200 mana to in- 
vest in it and a reasonable 
chance of success. 


Ne Zei fust Glovar Aside from that, 
Be B Tunic, 


probably would have gone as well. 


ee rchrs then you really 
Ssro kie dCldCloh Eel don’t have to use 


EE 
BOUTEN ktv id en mn a 


the Dark Assembly 

I really should've passed these any more than you 

proposals a long time ago. feel like. Enhancing 

Movement and Counterattacks is useful for just about all of 
your characters, so those are good to pass once you have the 
mana and the influence for doing it. If any other propos- 
seem interesting and you have the Mana and items to spare, 
don’t hesitate to try passing it. If you have to choose between 
using Mana to pass a desired proposal in the senate or to 
reincarnate a character, give priority to the senate proposals. 
Reincarnation is more profitable to you the longer you wait, but 
many senate proposals are most useful if passed immediately. 


Dark Assembly Proposals 
| Note that this table doesn't include the proposals that open up the Extra Stages and allow 
you to recruit bonus characters. Those are covered in the Secrets & Spoilers section. 


Proposal Result Mana | Chance | Restrictions 
% Lists all senators in 
Saase he Dark fssembl, i E 
ed Creates new character. |Varies | - |- 
Character 
Delete a Character Deletes a character. hi - bd 
Change Name Change name. = 2 5 
Reincarnation Reincarnate to level 1. 100 5 5 
Reincarnate to Reincarnate to level 1 with 
‘Aton fer: Sins alanis temoved” 400 = Story Character must have 1 Felony. 
Reincarnate Reincarnate to a level 1 Prinny 
into a Prine elis il Flordesremoved: 200 Created Character must have 1 Felony. 
End Prinny Reincarnate into any Passed “Reincarnate into 
400 - HS 
Reincarnation level 1 character. 2 Prinny” proposal. 
More Expensive Increases Product Rank 10 Notrmal Can't pass if the Product Rank 
Stuff (1) in Rosenqueen shops. equals the Customer Rank. 
Lowers Product Rank 
Cheaper Stuff of merchandise in 10 High Can't pass if the Product Rank is 0 
Rosenqueen shops. 
Each time you pass 5 
; Stronger de renale 10e | Normay | You can pass this proposal a 
nemies (°2) maximum of twenty times. 
levels will go up. 
TE n Cancels one Stronger Ti wgn | Cem'tpess no “Stronger 
Enemies proposal. Enemies” proposal has passed. 
‘Able to buy Glasses at 
Eyewear Inventory |_posenqueen Armor Shops. 30 | Normal | Can only be passed once. 
‘Able to Buy Belts at 
Belt Inventory Beurre 30 | Normal | Can only be passed once. 
Able to Buy Shoes at 
Shoe Inventory Reede Armor Ships. 30 | Normal | Can only be passed once. 
l ‘Able to Buy Weights at 
Weights Inventory Blender domor shoes: 50 | Normal | Can only be passed once. 
Improve Character gains +1 to Counter 
Gobert | untitthernemtreinenmten| De | Nemt | Gnonkybepsssdonce perneamaten. 
aptove Wevarnsant. | cter ga MV OMEN Peso Onotmmu | csttonty bepet ed onoane eeanatar 
their next reincarnation. 
aken Touki | Abla:to'Grestednmorknighe: |L Ao: Nermal | Gaactsr mou party hes Spear 
Mastery level 3 or greater. 
Make à Bad Guy Able to Create Sinners. 10 || herman | amc n vo perthes 
at least 1 Felony. 
Make a Trainer | AbletoCreateBeastMasters. | 10 | Normal | Coture atleast 1 monster 
via the Base Panel. 
Make a Strange 8 
Bli Nen Able to Create Wisemen. 10 | Normal | Destroy 500 or more geo panels. 
Deen OEE RONble te create Waste Krt. |MMto Norte |, Crateteis in your pantsjhajsSword 


and Staff Mastery level 3 or greater. 
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Go! for current Cycle 


1_The Mana Cost for “More Expensive Stuff” goes up by 10 after each time it's passed. 
‘2 Enemy Levels will go up by (basic LV * 0.2) +2. The Mana Cost for “Stronger Enemies” goes up by 50 
after each time its passed. 


“3 The Triple EXP bill will effect the first target that's listed in the target window of an attack that hits 
multiple targets at once. 


Proposal Result Mana | Chance | Restrictions 
7 B Characters in your party have Fist and 
Make a Ninja Able to Create Ninja. 20 Normal Beordlateny level 5 or greater. 
er n Charact: ty have Fist and 
Make a Kuroichi Able to Create Kunoichi. 20 Normal gen 
Staff Mastery level 5 or greater. 
Make a sunset Character in your party has Gun 
kind of guy gole geste Gumen, 20 | Normal | Mastery level 5 or greater. 
Make an Eastem ene zo | norm | Crerecter in your party has Sword 
Swordsman Mastery level 5 or greater. 
Make 2 Lovely EEE eten zo | mora | Character in your party has Bow 
Hunter Mastery level 5 or greater. 
Make the Ultimate Able to Create Majin. 500 aw Becomes available after 
Warrior beating the game once. 
mere | FetEPgmhretbatle | … | vormal |:Canotybe:passstonce per battia: 
yields triple experience. 
Begin next battle with bonus 
Bonus Gauge Boost gauge already filled up a little. 50 Normal | Can only be passed once per battle. 
Can only deploy Prinnies 
Prinny Day in next battle. All Bonus 50 | Normal | Can only be passed once per battle. 
List prizes will be Items. 
B Extort HL donations 10 Very 
Raise Military Funds fee. tek 
want to become Adell becomes part of 
seni the Dark Assembly. 200 Normal | Can only be proposed by Adell. 
Iwant a stronger Increases Adell's influence 20 Nermál Adell must be a senator. You can pass 
voice as a senator by 30 points. this proposal a maximum of 3 times. ha 
Even Stronger Same effect as 5x Cannot pass if limit of 20 PR 
E fi 250+ Normal 
Enemies Stronger Enemies has been reached 
Same effect as 20x Cannot pass if limit of 20 
tenger koene Stronger Enemies hal Hera has been reached | 
Even Weaker Same effect as 5x Cannot pass if no Stronger Enemies 
eN 100 Normal 
Enemies Weaker Enemies proposals have passed 
Ten Same effect as 20x 200 | Norma, | Cennet pass if no Stronger Enemies 
Weaker Enemies proposals have passed 
Base Map Workshop |__ A Painter appears in Town 100_| Normal | Meet Painter in Item World Mystery Room | 
Increase Adds an extra Nagichange | no | | Only available to Monsters after 
Magichange Tums Tum in battle OW | unlocking Magichange 
Hardcore Teacher: 
cartes Unloek Extra Stage 13 9999 | Lew | Complete Axel Mode and play 50+ hours 
Hardcore Teacher: Recruit Champloo and clear 
ese Unlock Extra Stage 14 9999 Low 30 Dark World maps | 
Hardcore Recruit Raspberyl and have 
Teacher: Mao ESE | OCE Nd reren  e 
Boost the stats of Landof 
Walesshieland | CamagebaaltPringerd | 999 | tew | Ciearteen Stage 
of Carnage 


- 
„NEW! 


Proposals Senator Adelf Can Vote On. 
As with the other table, this list doesn’t include the proposals that unlock Extra Stages and 
allow you to recruit new allies. Those proposals are covered in the Secrets and Spoilers 
section. To vote on these proposals, have Adell approach the Dark Assembly and pick the 
“Attend a Dark Assembly” option. 


Proposal Requester Result Chance | Appearance Conditions 
Make Adell Donate Rozalin Reduces HL to 0. Normal | Have 1 million or more HL 
Automatically 
Put me in, dood Prinny becomes Normal | Have at least 3 Prinnies in your party 
Prinny Day. 
Let's Be Prism Red appears Use the Prism Ranger cell phone 3 or 
Friends (°1) hed in Holt Village, ol more times on at least a 2Znd Cycle. 
Let's Be Friends | Prism Blue | FrsmBlueappears | ow | pass Prism Red's “Let's Be Friends”. 
in Holt Village. 
Prism Yellow 
Let's Be Friends |Prism Yellow appears in Low Pass Prism Blue's “Let's Be Friends”. 
Holt Village. 
8 : From Green Pass Prism Yellow’ 
Let's Be Friends |Prism Green appears in Low < 
“Let's Be Friends”. 
Holt Village. 
4 A brsmiurle Pass Prism Green's “Let's 
Let's Be Friends |Prism Purple appears in Low 5 
5 Be Friends”. 
Holt Village. 
Be the main Game Over R E 
hater 25 Etna dosse High | Etna is in the party. 
Be the main Game Over £ De 
rn Flonne ee High | Flonne is ín the party. 
Be the main Game Over 5 
TR Laharl ef High | Laharl is in the party. 
Priere appears 
Spee Piere, |orändomtonDark | Low (SempieteEtrastege 6, 
Black Gate Fallen Maiden! 
World maps. 
Il want more voice Senat Gie Low ze 
Catnap | influence doubles. 
liäntirora soie Senator Petit Orc Party's Lai a 
OrcHead influence doubles. 
White Dragon 
’ Senator 5 
1 want more voice Party's influence Low | - 
Decency 
doubles, 
PS Mothman Party's ek 
Flaps influence doubles. 
1 t ë Senator Wood Golem Party's L - 
want more VOIE |_ Hotshot | influence doubles. | 
he ait : Senator Baciel Party's í . 
want more VOIE |__winou__ | influence doubles. | _°“ 


“1 Prism Red's Propasal to “Let's Be Friends”: Your can talk to him and the other Prism Rangers between Epi- 
sodes like the other villagers. For maxirnum comedy value, be sure to play Extra Stage 2 on your first cycle. 

“2 If the ‘Be the main character’ propcsals are rejected, you”ll receive one of the following: an Elder 
Spear from Etna, a Divine Staff from Flonne, and an Infernal Sword from Laharl. 
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Proposal Requester Result Chance | Appearance Conditions 


…__ | Give the Wanderi 
Il want weapon Wandering ede 


pads Blacksmith Blacksmith a Normal | Have a Gold Bar in item bag. 
Gold Bar. 
Oek sondering (ee tie Wandering Passed “| want weapon parts”, and 
7 5 Blacksmith a Low PR 
parts again Blacksmith e have Slimy Membrane in item bag. 
Slime Juice. 
5 Give the Wand 
| want more Wandering ae WAS Passed “| want weapon parts again”, 
e Blacksmith a Low a 
weapon parts | Blacksmith Een and have Gungnir in item bag. 


Funds to Fight Must be in Episode 2 only, 


Kotaro Give Kotaro 100 HL. Low 


Zenon 1 must have at least 100 HL. 
Funds to Fight Give Kotaro Mister Ehud 3, "Fünds 
Ee Kotaro on Low | to Fight Zenon 1” passed, and 
É have at least 1000 HL. 
Funds to Fight Give Kotaro Ht De ih itsode 4, "Funcs 
Kotaro 5000 HL Low to Fight Zenon 2” passed, and 
7 have at least 5000 HL. 
Funds to Fight Give Kotaro Must ben Episode 5, Eind 
eN Kotaro td Low _ | to Fight Zenon 3” passed, and 
d 8 have at least 10,000 HL. 
Funds to Fight Give Kotaro bnn de 
Eee Kotaro Eodoort Low _ | to Fight Zenon 4” passed, and 
d have at least 50,000 HL. 
Funds to Fight Give Kotaro MEOT EERE 
nd Kotaro zooo Low _ | to Fight Zenon 5” passed, and 
L have at least 100,000 HL. 
Funds to Fight Give Kotaro ee 
zend Kotaro soc SER Low _ | Fight Zenon 6” passed, and have 
2 at least have 500,000 HL. 
Funds to Fight Give Kotaro 1 Must bene sode Eb nds 
Zenon 8 Kotaro million HL Low to Fight Zenon 7” passed, and 
have at least 1 million HL. 
Funds to Fight Give Kotaro 5 Aaen ode deg Finds 
Ne Kotaro bren Low _ | to Fight Zenon 8” passed, and 
have at least 5 million HL. 
EE. Give Kotaro 10 Must be in Episode 11, “Funds 
den 5 Kotaro | million HL. Receive | Low | to Fight Zenon 9” passed, and 
en an Exodus have at least 10 million HL. 
| WATEREN wers | SL Clear Extra Stage 7 
yours your group 
Fighting Tough Friere Priere will join your enne Shase 6 
Guys group 
TW bring you sag | Aterwiliemvour| en 
down! group 
ome OC Vine be = Available from start 
castle Infinite Loop 
: Watch PV for 
Wee Lj Aramis _ | Prinny: Canl Really | _ - Available from start 
É Be the Hero? 
Peek into Torou Watch PV for Musou 
len Kagami ad = Available from start 


Proposal Requester Result Chance T Appearance Conditions 
Request Watch PV f F 
cal Oe | Kagome alen Available from start 
support Hayarigami 
Watch PV for ï 5 
Request support | Kagome Dt Pass “Request more support 
Recruiting Watch PV for 5 
en Mao en 5 Available from start 
You know you EE Zetta will join your À Clear Extra Stage 11 | 
need me group. 
My Comradal | prismred | Per Redwiljem | Pass Prism Purple "Lets Be Friends 
your group and clear Extra Stage 2 
Lets Fight Gordon | Gerdon will join E EEE 
Together your group 
Be main character |_Champloo Game Over E Recruit Champloo | 
Be the main 
ee Raspberyl Game Over Recruit Raspberyl | 
Be diemen Mao Game Over Recruit Mao | 
character 
Pink wilt join your EE 
Mr. Axel's LOVE Pink group in the Land 5 SCE KEIN EEDE STARE 
after clearning Axel Node 
of Carnage 
Celebrity ete eem Join Recruit Axel in the Land of Carnage 
5 Actress you group in the - 
experience after clearning Axel Node 
Land of Carnage 
: Meneer Mal Recruit Axel in the Land of Carnage 
More excitement | MainCharB | your group in the 8 
after clearning Axel Node 
Land of Carnage 
T want to be sag | Asser willaszume E Recruit Asagi and increase her level 
human Be human form to 2000+ in monster form 
T love monsters nsagj | Asser willasume Recruit Asagi and increase her level 
better ae monster form to 2000+ in human form 
3 EE Clear Extra Stage 5 and in next 
Maan entosonl| Als | remt = playthrough pass "1 want to see the 


your group 


ending” 
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When ordinary people achieve something extraordinary, they get a medal or a plaque. A 
demon’s extraordinary achievements are rewarded with a trip to the Dark Court and the 
ever-lasting fame of a Felony attached to their criminal record. A character with Felonies 
has that fact, and how many Felonies she or he has, immediately stamped over his or her 
character portrait. Felonies are persistent and remain with the character every time he 
or she reincarnates, unless you pay extra mana for a special reincarnation. 

So what benefits do you get from having Felonies? 
Characters with Felonies have more influence with the 
Dark Assembly, as Senator or when making proposals. 
They gain EXP faster, at the rate of 1% per Felony. 
When dealing with the Rosenqueen shops, an item's 
price drops 1% per Felony on the person with the most 
Felonies in your party, and sale price increases by 1%. 
You can alter item price to a maximum of 33% this way. 
Acharacter can gain EXP benefits fram up to 300 Felo- 
nies, and EXP benefits of having had a Felony persist 
even if you wipe a character’s criminal record clean via 
a special or Prinny reincarnation. Acharacter’s Gross 
Criminal Record can be viewed in the status menu. 


When you think you're ready to get a Felony, just go to Kemru the Post Officer and ask 
for a Subpoena for a given character. You'll be a given a list of crimes that your character 
can be charged with. Pick the one you like, and then a Subpoena for that crime appears 
in your item bag or warehouse (depending). To get the Felony, take the Subpoena to 
Vene the Item Worlder, and go into the Subpoena’s Item World. Progress through it until 
you find a special kind of exit gate called a Court Gate. The Bailiff's level should tell you 
where the Court Gate is going to appear, but for each Felony it'll fall within a range of 
options appropriate to how valuable that Felony is. Consult the Formula Alert! table for 
this section to see exactly which floors you'll find Bailiffs on for which Felonies. 

Entering this gate takes you to the Dark Court, 
where Judge Prinny will award your character so 
many Felonies and some other prize like HL or an 
item. The Felony is attached to whichever individual 
character enters the Court Gate, and that doesn't 
necessarily have to be the character who received 
the Subpoena. You can use this to your advantage if 
you want to quickly attach tons of Felonies to a weak 
character so they can level up faster. If you're feeling 
really criminal, try throwing a tower of characters 
onto the Court Gate. They’ll all get Felonies this way. 

The Bailiff is a Specialist like all the others that you 
‘find inside items, and you should note he starts out as 
a subdued Specialist. If you want, you can move him out of the Subpoena and into a dif- 
ferent, more useful Item before you go to get your Felony. Consult the Item World section 
for details if this sounds a little confusing to you. Note that after you get your Felony, the 
Baiiff is “consumed” and disappears. 


You, sir, are a stinking munchkin. 


Good job! 


I's like getting a traffic tichet, 
but with more killing people. 


The following table lists all the charges a given character can possibly get a subpoena for. 
Note that no character can take a subpoena for the same charge twice in the same rein- 
carnation, but you can reset the list for a given character by having them Reincarnate. 


et Court Gate pn #of 
Charge Conditions Floor Prize Felonies 
High LV LV 20+ 6,8, 12, 14 50000 HL 2 
High HP HP 500+ 6,8, 12, 14 50000 HL 2 
High SP SP 250+ 6,8, 12, 14 50000 HL 2 
High ATK ATK 200+ 6,8, 12, 14 50000 HL ) 
High DEF DEF 200+ 6,8, 12, 14 50000 HL 2 
High INT INT 200+ 6,8, 12, 14 50000 HL 2 
High RES RES 200+ 6,8, 12, 14 50000 HL 2 
High HIT HIT 200+ 6,8, 12, 14 50000 HL 2 
High SPD SPD 200+ 6,8, 12, 14 50000 HL 2 
Too high LV LV 200+ 16, 18, 22, 24 2 mil HL 6 
Too high HP HP 5000+ 16, 18, 22, 24 2 mil HL 6 
Too high SP SP 2500+ 16, 18, 22, 24 2 mil HL 6 
Too high ATK ATK 2000+ 16, 18, 22, 24 2 mil HL 6 
Too high DEF DEF 2000+ 16, 18, 22, 24 2 mil HL 6 
Too high INT INT 2000+ 16, 18, 22, 24 2 mil HL 6 
Too high RES RES 2000+ 16, 18, 22, 24 2 mil HL 6 
Too high HIT HIT 2000+ 16, 18, 22, 24 2 mil HL 6 
Too high SPD SPD 2000+ 16, 18, 22, 24 2 mil HL 6 
Way too high LV LV 2000+ 36, 38, 42, 44 500 mil HL 10 
Way too high HP HP 50000+ 36, 38, 42, 44 500 mil HL 10 
Way too high SP SP 25000+ 36, 38, 42, 44 500 mil HL 10 
Way too high ATK ATK 20000+ 36, 38, 42, 44 500 mil HL 10 
Way too high DEF DEF 20000+ 36, 38, 42, 44 500 mil HL 10 
Way too high INT INT 20000+ 36, 38, 42, 44 500 mil HL 10 
Way too high RES RES 20000+ 36, 38, 42, 44 500 mil HL 10 
Way too high HIT HIT 20000+ 36, 38, 42, 44 500 mil HL 10 
Way too high SPD SPD 20000+ 36, 38, 42, 44 500 mil HL 10 
Reincarnating Reincarnate 10+ times 36, 38, 42, 44 | Red Moon Bow 16 
Too many murders Defeat 100+ Enemies 16, 18, 22, 24 Immortal Pill ) 
Being a loser Get killed 20+ times 16, 18, 22, 24 Spirit Muscle 2 
Friendly Fire Kill 20+ allies 16, 18, 22, 24 The Heretic 2 
Team Attacking Participate in 100+ Team Attacks 16, 18, 22, 24 Gank 6 
Comboing (°1) Participate in 100+ Combo Attacls | 16,18,22,24 | Demon Smasher 4 
Stack Attacking Participate in 100+ Tower Attacks 16, 18, 22, 24 Tower Shield 6 
Pitching Prinnies Throw 20+ Prinnies 16, 18, 22, 24 Prinny Staff 3 
Geo vandalism Color Change 500+ Geo Panels 16, 18, 22, 24 Astral Orb r 
Excessive force Deal 1000- damage in one hit 16, 18, 22, 24 Spirit Belt GE! 
Liking guys Have 10+ male Pupils 16, 18, 22, 24 500 Mana 2 
Liking girls Have 10+ female Pupils 16, 18, 22, 24 500 Mana Z 
Being a breeder Have 10+ monster Pupils 16, 18, 22, 24 500 Mana 2 
Corrupting the Youth Human Pupil at Lv 100+ 16, 18, 22, 24 5000 Mana 4 
\legal Breeding Monster Pupil at Lv 100+ 16, 18, 22, 24 5000 Mana 6 
Mastering Knuckles Have Level 15+ Fist Mastery 56, 58, 62, 64 Scroll: Fist 12 
Mastering Swords Have Level 15+ Sword Mastery 56, 58, 62, 64 Scroll: Sword 12 
Mastering Spears Have Level 15+ Spear Mastery 56, 58,62,64 |_ Scroll: Spear 12 
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… Court Gate mn f#of 
Charge Conditions Ela Prize Felonisr 
Mastering Bows Have Level 15+ Bow Mastery 56, 58, 62, 64 Scroll; Bow 12 
Mastering Guns Have Level 15+ Gun Mastery 56, 58, 62, 64 Scroll: Gun 12 
Mastering Axes Have Level 15+ Axe Mastery 56, 58, 62, 64 Scroll: Axe 12 
Mastering Staves Have Level 15+ Staff Mastery 56, 58, 62, 64 Scroll: Staff 12 
Mastering fire magic Have Level 15+ sum in allFire Magic | 56, 58, 62, 64 Exodus 12 
Mastering wind magic Have Level 15+ sum in all Wind Magic | 56, 58, 62, 64 Exodus 12 
Mastering water magic Have Level 15+ sum in all Ice Magic 56, 58, 62, 64 Exodus 12 
Mastering star magic Have Level 15+ sum in all Star Magic | 56, 58, 62, 64 Exodus 12 
Mastering healing magic | Have Level 15+ sum in all Heal Magic | 56, 58, 62, 64 Universal Orb 12 


1 Only those who execute subsequent attacks after the initial attack are counted. 


This set of felonies are listed as “Everybody” crimes, achieved by the player. They apply 
to your entire game and can only be acquired once per game. They do not refresh when 


you start a new cycle. 


, Court Gate n Hof 
Charge Conditions Ean Prize Eûner 
Your Existence Clear Stage 3-3 4 Dark Rosary 1 
2nd round of playing See the ending once 36, 38, 41, 44 Noble Rose 10 
Playing too much Play time clock at 100+ Hours 12, 14, 16, 18 Sundae 10 
Being too rich Have 100+ million HL 12, 14, 16, 18 10000 Mana 10 
Mastering Classes Unlock all 39 classes 12, 14, 16, 18 Twilight 10 
Political Unrest Pass 30* Proposals by force 12,14, 16,18 |_ Veggie Burger 10 
Kidnapping Capture 15+ Monsters 12, 14, 16,18 |__ The Demon 10 
Tele fraud Use 30+ Defender of Earth Cell Phones | 12, 14, 16, 18 Laser Blade 10 
Tele fraud Use 30+ Prism Ranger Cell Phones 12, 14, 16, 18 Prism Cannon 10 
Tele fraud Use 30+ Dark Hero Cell Phones 12, 14, 16, 18 Macho Fist 10 
Murdering Baal Defeat Baal in Extra Stage 12 12, 14, 16, 18 Arcadia 10 


There are two different kinds of Rosenqueen 
shops. The first type includes the three stores 
(Armor, Weapons, and Items) that you find in 
Holt Village. Their selection constantly changes 
and improves as you buy and sell items, thereby 
increasing your Customer Rank. If you don’t see 
something you want there, then just close out 
of the menu and open it again to see a slightly 
different selection of merchandise. The Rank 

z of the merchandise is always the same, thoush. 
sying Ien Your maximum Customer Rank is 12, which al- 
lows you to purchase items of up to Rank 38 in 
quality. Some kinds of merchandise only become 
available in the main Rosenqueen shops after 
passing proposals at the Dark Assembly, and you can also influence overall item quality 
by passing proposals. Increasing your Customer Rank unlocks more proposals to pass for 
increasing item quality. 

The second type of shop is encountered inside the Item World, by entering Mystery 
Gates. In every Mystery Gate, there is a random chance of a random type of shop being 
inside. These shops tend to sell very rare and high-quality items, and each can be ap- 
proached only once. After you close out of the shop’s menu, you can never buy from that 
store again, and after you leave the Mystery Gate that store ceases to exist. These shops 
represent very rare opportunities to obtain things that you ordinarily can't buy at all, 
like Rare (Rarity 8-31) or Legendary (Rarity 0-7) items and special Cell Phones, and you 
should shop in them whenever you are lucky enough to encounter one. Buying items in 
the “Mystery Shops” does contribute to your overall Rosenqueen Customer Rank, and your 
Customer Rank does influence how good the stuff you find in Mystery Shops is. 


As in most Nippon Ichi strategy games, just because two items have the same name 
doesn't mean their stats will be exactly the same. One item may be better or worse than 
the other because of the Specialists that live inside of it. This factors in to the item's 
price, even if the Specialists aren't necessarily useful to that particular item. There are, 
after all, ways for you to move them into an item where they would be useful. Consult 
the Item World section for details. 


Once purchased, you can store items either in 
your Item Bag, with 24 slots, or the Ware- 
house, with 512 slots. Items ín your Item Bag 
can be accessed in battle, while items in your 
Warehouse cannot. You want to make sure ev- 
erything you might want to use during a fight is 
in your Item Bag before you head into a battle 
map. Annoyingly, you can only equip new items 
or weapons from your Item Bag, so be sure 
to leave space for that, too. You can use the 
square button to automatically send inventory 
items to the Warehouse or Item Bag, but there's 
no way to easily move around items en masse. This Gladiator would be better 
This means you need to manage your inventory off int a weapon. 
carefully, and be sure to use the triangle button to organize things regularly. 


T can pass 3 more “More Expensive Stuff” 
proposals at this Customer Rank. 
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Want to figure out how much something you want is likely to cost, or just where those 
numbers in the Rosenqueen stores are coming from? Look no further. Item prices in shops 
are influenced by the following factors. 


- Rare Items (Flashing Green) increase the Item's Base Price by 50% 

- Legendary Items (Flashing Gold) increase the item's Base Price by 100% 

- For every level an item gains from the Item World, add 5% to the Store 
price of the item. 

- Each unsubdued Specialist adds 5% to the Store price of the 
item. 

- Each subdued Specialist adds 10% to the Store price of the 
item. 

- Base selling price of an item is 50% of the buying price 

- Each Felony on the character in your party with the most 
Felonies gives a 1% discount, up to 33%. 

- Each Felony on the character in your party with the most 
Felonies gives a 1% bonus to selling price, up to 33%. 


So, for buying items, the equation for price is: 


Buying Price = Base Price (as listed in Item Data 
Table) * Rarity * (1 + Unsubdued * 0.05) 


Rarity should be interpreted as a 1 for 
Normal items, 1.5 for Rare items, and 2 for 
Legendary items. 


To factor in your Discount from Felonies, use the 
following formula: 


Discount = Buying Price * (1 - (Total Felonies/100)) 


Since there is no discount after 33%, never use a figure 
greater than 33 for Total Felonies. Even if you have 
more, they don’t count. 

The equation for how much HL you can make by selling 
items is: 


Selling Price = 0.5 * Base Price * Rarity * [1 + (Level ” 
0.05) + (Unsubdued *0.05) + (Subdued * 0.10)] 


Then, to calculate your Selling Bonus from 
Felonies: 


Selling Bonus = Selling Price * (1 + (Total 
Felonies/100)) 


sum Buying Price and Discount to get the 

item’s price at a Rosenqueen shop, and sum 

selling Price and Selling Bonus to find out how 
much you can sell a given item for. N 


NEW! Battle Basics 


The heart of Disgaea 2, like any strategy RPG, is combat. After you're done watching 
the cut-scenes and preparing yourself for battle, then it's time to pick a location and go 
kill something in it. There are battle maps generated by the main storytine’s demands, 
in Item Worlds, and by fulfilling a wide variety of other requirements. Once you're on a 
battlefield, though, the goal is always the same: find some way to wipe out the enemy. 

The actual steps involved in attacking enemies should be pretty familiar to anyone 
who's ever played any Nippon Ichi games or any other turn-based strategy RPGs. On your 
turn, you can opt to move each unit once, have it perform one particular activity, or do 
nothing at all. Your turn ends when you select “End Tum” from the main menu. Then the 
enemy forces get a chance to move and attack your own forces before their turn ends, 
and so on. Battles end when you've killed every enemy on the map, or when the enemy 
has killed ten of your characters. You can only field ten characters in any battle, and can- 
not field fresh characters to replace ones that have died. 

Once you've killed all the enemies, then you go to the post-battle screen. There you 
receive a sum of HL as a reward for your victory, as well as items, money, and bonus HL 
from the Bonus List. How much is determined by how much you managed to fillup the 
Bonus Gauge during the course of your battle. You can check the Bonus List from the 
“Bonus” entry in the main menu. If you see any 
particularly good items there, then you’ll want 
to make special efforts to fill up the 
Bonus Gauge. 

The quality of the items, EXP bonuses, and HL 
bonuses you get from a given map is determined 
by its Bonus Rank. Story maps state this explic- 
itly in the stats for that battle, while for Item 
Worlds and Extra Stages you may find yourself 
guessing based on what the Bonus List shows. 
Some items can only be acquired from Bonus 
Lists of a certain rank. 


Not bad, but no must-haves here, either. 


Bora Alerts Prôze Levels 


Prize Level Chart 

This chart sums up why the Bonus List gives you whatever you get after a battle is over. 
When you check the Bonus breakdown for each level in the walkthrough, it lists what 
possible range of Prize Levels your prize can come from. Generally what Prize Levels you 
can get out of a map is roughly related to the overall Bonus Rank described for the map. In 
Item World, if there are EXP or HL rewards in the Bonus List, then you can use this chart to 
figure out roughly what Prize Level the other prizes you're getting are at. 


Lvl. Exp Bonus HL Bonus Item Lvt. Exp Bonus HL Bonus Item 
1 7 30 R.1 1 12 50 Re 152 
3 25 100 R.2-3 4 50 200 R.3-4 
Ei 87 350 R.3-5 6 137 550 R.4-6 
7 200 800 R5=7 8 275 1100 R.5-8 
9 375 1500 R.6-9 10 500 2000 R. 7-10 
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Lvl. [_ Exp Bonus HL Bonus Item Lvt. [_Exp Bonus HL Bonus Item 
1 625 2500 R.7-t | [12 750 3000 R. 8-12 
13 1000 4000 R.9-13 | [14 1250 5000 R. 9-14 
15 1750 7000 R.10-15 | [16 2500 10000 R. 11-16 
17 3750 15000 R.1117 | [18 5000 20000 R. 12-18 
19 6250 25000 R.13-19_| [20 7500 30000 R. 13-20 
2 10000 40000 R.14-21 | [22 12500 50000 R. 15-22 
23 15000 60000 R.15-23 | [24 17500 70000 R. 16-24 
25 20000 80000 R.17-25 | [26 20000 100000 R. 17-26 
27 Er 120000 R.18-27 | [28 37500 150000 R. 19-28 
29 EI 200000 R.19-29 | [30 62500 250000 R. 20-30 
31 75000 300000 R.21-31 | [32 87500 350000 R. 21-32 
33 100000 400000 R.2233 | [34 112500 450000 R. 23-34 
35 125000 500000 R.23-35 | [36 137500 550000 R. 24-36 
37 150000 600000 R.25-37 | [38 162500 650000 R. 25-38 
39 175000 700000 R.26-39 | [40 182500 750000 R. 27-39 
4 200000 EM R.27-39 | |42 212500 850000 R. 28-39 
EE 225000 900000 R.29-39 | [44 237500 950000 R. 29-39 
45 250000 1000000 R.30-39 | [46 275000 1100000 R. 31-39 
47 300000 1200000 R.31-39 | |48 325000 ET R. 32-39 
E 350000 1400000 R.33-39 | [50 375000 1500000 R. 33-39 

« - 

Moving & Attacking 

Moving characters in a grid-based map like Disgaea 2’s is pretty straightforward. 

Note that you can freely choose to move before or after performing another ac- 

tion in a round, but can only move once. What can be tricky is taking the height 


of terrain into account. Each character has a JM stat that indicates how high 
they can jump, in DM. The “DM” number in the upper-right hand of the screen 
denotes the altitude of the tile your character is currently on. If you are on a 25 
DM tile and want to move to a 50 DM tile, then the character has to have a JM of 
at least 25. You can move to lower tiles regardless of high, but cannot ever move 
into O DM spaces (essentially, bottomless pits). A character’s class determines 
their innate JM stat, and you can boost JM by equipping items like Shoes. 


Aside from terraîn height issues, there 
are other obstacles that can block a 
character when moving. Characters can 
move past allied characters freely, but 
cannot move past Geo Symbols, enemies, 
or Chests. The only way to move in a 
situation like this is to destroy the object 
in your path, or to pick it up and throw 
it somewhere else. You can also try other 
ways of getting past an obstacle, like 
having one character pick up another 
and then throw it over the object. Some 


Not even a strong jumper Gike Adelf 
is getting up there alone. 


characters, like Tink and Winged Warriors, are denoted as fliers and so can pass 
obstacles more easily than ground-bound characters. 


In addition to moving, each character 
can perform one other action per round, 
They can use a normal attack, use a Spe- 
cial, Lift or Throw something, or use an 
Item. The most common activity you’ll 
have characters doing besides moving on 
Wi Ì most turns is using their normal attack. 
en REN This attack has no cost and its range var- 

an ies on the character type. 


TE En : A melee character using a Fist, Sword, 
Adell's not getting any farther until or Axe can attack anything on an adja- 
fie punches tfie crap out of ris guy. cent square. A character that’s using a 


Gun weapon, like Rozalin or a Gunner, can attack anything in a straight line from 
his or her current position, over a distance of so many tiles. Spear users can at- 
tack anything for a distance of at least two tiles in any direction, and Bow users 
can attack anything within a distance of at least 3 tiles. By improving a charac- 
ter’s skill with a long-range weapon like a Gun, Spear, or Bow, they’ll eventually 
gain the ability to attack over even greater distances. Some monster classes, like 
the Mothman, also have long-range attack abilities, but most monsters are melee 
attackers. The relative height of an attacker and their target can effect whether 
or not you can use a normal attack. Generally long-range weapons can attack 
targets in very high or very low places better than melee techniques can. 

Melee attackers can never enhance ii 
their normal attack range but as a trade- 
off, they tend to do more damage per 
strike than long-range attackers. A strong 
army is goîng to include a balanced mix 
of melee attackers (for raw power) and 
long-range attackers (for sniping). Ideally 
you’ ll have one of each of the six main 
weapon types represented with your 
human characters. Most monster classes 
are melee attackers, so compensate for PE et ocdin aE 
this in your army’s design by making sure offeharmcters across bottomless pits. 
there are enough long-range attackers 
to back them up. Most stages let you field an army of up to ten characters, so 
a perfect balance would use five dedicated melee attackers and five dedicated 
long-range attackers. You should generally consider a magic-using character 
wielding a Staff a long-range character. Even though Staves grant a normal at- 
tack at melee range, a character using a Staff is presumably going to be focusing 
on sniping with magic spells. 
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Yes, it is actually possible to predict how much attack damage you can do in Disgaea 2 
before you make the attack.… sort of. The following technique can let you predict damage 
against an enemy, provided that enemy has a DEF and RES of 0. Of course, no enemy really 
has DEF and RES that low, so you should assume you'll actually do much less damage than 
this formula predicts. 


Damage Formula 


S= ATK staves, axes, spears, swords, monster weapons 
HIT guns 
(ATK + SPD) / 2 fists 
(ATK + HIT) /2 bows 
INT magic spells 
) weapon/class skills can be almost anything, check the skill table 


CRIT = 0.5 for criticals, 1.0 + Lover bonus for male warriors, 0 for non-crits 

COMBO = bonus based on number of consecutive attacks without moving, 4.75 max 

POS = 1.0 from front, 1.2 from side, 1.4 from back (only affects normal attacks) 

BONUS = class-specific damage bonus (e.g. Succubus against male humans does 25% + 
Lover bonus extra) 

PWR = each skill/spell has a power factor (e.g. 0.3 for Tera Fire) 


STAFF = increases by +3% (0.03) for each level of staff mastery, to a max of +100% (1.0) at 
level 34 


SKILL = damage goes up with the skill level. Calculate SKILL using the following formulas. 


For Weapon and Class Skills: 
1 + Skill Power 

Determine the Skill Power at the appropriate Level by using the following formulas. 
From Skill Lv O- 1 Formula: (Skill Lv“10)/90 
From Skill Lv 2-21 Formula: 10/90 + (Skill Lv - 1) * 3/90 
From Skill Lv 22 - 91 Formula: 70/90 + (Skill Lv - 21) * 2/90 
From Skill Lv 92 - 97 Formula: 210/90 + (Skill Lv - 91) * 5/90 
From Skill Lv 98 - 99 Formula: 235/90 + (Skill Lv - 97) * 10/90 


For Magic Skills: 
1 + Magic Power 

Determine the Magic Power at the appropriate Level by using the following formulas. 
From Skill Lv 0 - 1 Formula: (Skill Lv * 10}/100 
From Skill Lv 2-21 Formula: 10/100 + (Skill Lv - 1) * 3/100 
From Skill Lv 22 - 91 Formula: 70/100 + (Skill Lv - 21) * 2/100 
From Skill Lv 92 - 97 Formula: 210/100 + (Skill Lv - 91) * 5/100 
From Skill Lv 98 - 99 Formula: 235/100 + (Skill Lv - 97) * 10/100 


Note that 1.0 occurs at skill level 0 for weapon/class skills and at skill level 1 for magic. 


TELEM = target CELEM = caster Target 
elemental affinity elemental affinity -99 -50 0 Ei 99 
99 1:99 99 1.99 -99 | 0.199 | 0150 | 0.100 | 0.050 | 0.010 
-50 1.50 50 1.50 Fi -50 | 0.995 | 0.750 | 0.500 | 0.250 | 0.050 
0 1.00 0 1.00 El 0 1.990 | 1.500 | 1.000 | 0.500 | 0.100 
50 0.50 -50 0.50 Sf so | 2.985 | 2.250 | 1.500 | 0.750 | 0.150 
99 0.10 -99 0.10 99 | 3.960 | 2985 | 1.990 | 0.995 | 0.199 


Normal attacks: 
BASE = (S/ 3) * (1 + CRIT + COMBO) * POS * BONUS 
Special attacks (weapons and class-specific): 
BASE =0.45*S* (1 + CRIT + COMBO + PWR) * SKILL * BONUS * TELEM 
Magie spells: 
BASE = (S/ 3) * (1+ CRIT + COMBO + PWR + STAFF) * SKILL * BONUS * TELEM * CELEM 


DMG = BASE * (100 to 120% in 1% increments) 


Example 1: 


Adell attacks a higher level 
enemy from behind with a 
fist weapon 

ATK = 2000 

SPD = 1000 

(ATK + SPD) / 2 = 1500 

Adell damage bonus against 
higher level enemies = 1.25 


BASE = (1500 /3)*(1+0+0)* 
1.4* 1.25 


=875 
Multiply by 100 to 120%: 


DMG =875 to 1050 


No SP cost is too great wfien it comes 


to having giant stugs electrocute people. 


Example 2: 
Space Knight attacks in place for 256 turns, then casts 
level 99 Tera Wind and crits 
INT = 40,000,000 
Staff Mastery = 255 
Space Knight Wind affinity = 99 
Target wind affinity = -99 
Rune Knight elemental damage bonus = 1.25 
Rune Knight Lover =+25 
Total elemental damage bonus = 1.5 


BA: 


E=(40,000,000/ 3) *(1+0.5+4.75+0.3+ 1) * 
3.5 


ln en ER ECE 
= 2,092,912,850 
Multiply by 100 to 120%: 


DMG =2,092,912,850 to 2,511,495,420 


Magic spells and other special abilities in 
Disgaea 2 are accessed using the Special com- 
mand. Any move performed with the Special 
command consumes so much SP, noted in 
the ability’s description. Using Special moves 
slowly powers them up over time, usually re- 
sulting in the move doing more damage. Some 
moves, particularly the elemental spells and 
healing, gain more effective range as they 
level up. Each Special move has unique prop- 
erties, such as its effective area, effective 
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height, elemental damage type, and what stat it draws damage power from. Some 
Specials can damage multiple targets at once, including allies if you don’t position 
your characters carefully. 

Finally, there are a handful of Specials that actually result in moving the position 
of the attacker or target. These moves can be enormously beneficial if you use them 
properly, but can also be difficult to use in cramped battlefields. While you can opt 
to do a Special move that damages your own characters, you can't use one that 
would move a character into an obstructed square, or a square that is too high or 
too low. Play around with new Specials as your characters get them to learn their 
individual traits. Remember that when you're using a Special, the blue tiles highlight 
the area where damage will be dealt, and the yellow tiles indicate areas your char- 
acter needs to be able to move freely during the course of an attack. If you select 
the Special command before Moving on a turn, then you can hold down the square 
button and fine-tune your character’s positioning before executing the attack. 

The mechanics that determine the effec- 
tive area of your spells and skills are unique. 
As your spell-casting characters level up and 
equip ever-more powerful Staves, they’ ll 
begin to develop new effect fields that they 
can cast their magic in. Choosing to have 
a spell effect more tiles causes its cost to 
increase dramatically, so you should only use 
effect areas that are as big as the current 
task requires. The spells don’t do any more - 
damage to individual objects just because How many guys do you want 
you're casting them over more tiles, but they to blow up today? 
do consume more SP. How much more depends on how proficient your spellcaster is. 

Also bear in mind that three of the four spell families (Fire, Wind, and Ice) have 
an elemental type associated with them, which enemies might be vulnerable to or 
might resist. You can check the enemy’s profile to see how they react to different 
sorts of magic. The fourth family, Star, is only resisted by the enemy’s RES stat. This 
makes it the most useful in the long run, but never hesitate to exploit an enemy’s 
elemental vulnerabilities to squeeze more damage out of an attack. Generally, each 
“color” of magic-user only learns one family of spells, but you can use clever rein- 
carnation to stack different spell types onto a single character. This results in a more 
versatile and powerful mage. 

Some attacks, primarily Specials, can inflict 
negative status aïlments on characters in ad- 
dition to damaging them. Most status ailments 
go away after so many turns--usually three 
or so--but surviving those turns can be rather 
difficult. All status ailments disappear after a 
stage is cleared. There are in all five different 
kinds of negative status effects, and they can 
all be erased by the Espoir spell. 


No moving for you! 


Poison: Inflicts 20% of that character’s max HP 
as damage per turn. 

Sleep: The character cannot move or take any 
actions, and any attacks that hit them will 
be critical hits. The character awakens after 
being attacked once. 

Amnesia: Character cannot use Specials. 

Paralysis: Character cannot move or attack 
normally, and SPD rating becomes 1. Charac- 
ter can still use Specials normally. 

Depraved: Decreases all of a character’s stats 
by 20%. This character does not gain experi- 
ence from destroying objects or defeating 
enemies while Depraved. 


Nobody expects the ol’ tongue 
in the back. 


Unlike some other recent Nip- 
pon Ichi games, attacks do not 
automatically connect in Disgaea 
2. Instead, there is a percentage chance that the attack will connect, displayed 
when you select your target. There is always a 1% chance an attack will miss, no 
matter what your level is. Otherwise, your character’s chance of successfully hit- 
ting an enemy increases as his or her HIT stat improves. Generally, more power- 
ful enemies are harder to hit from the front. If you attack enemies from the side 
or back, then you’ll notice that your accuracy improves. You can use this to let 
even low-level characters score successful hits by backstabbing an enemy, and 
your enemies can do the same to you. Forget Adell’s talk about fighting battles 
head-on; punching guys in the kidneys is where it's at in a Disgaea 2 fight. 

Characters like Adell who focus primarily on Fist weapons and close-range 
attacking receive a special bonus: the ability to Counter. Each character has a 
Counter stat, and for most characters it'll be 0. Characters that use Fists get 
a +2 bonus to Counter right off the bat, and most classes that can use Fists 
effectively get some innate Counters. Every time a character with Counters is at- 
tacked by the enemy, there is a random chance that she or he will retaliate with 
a normal attack of his or her own after the enemy’s attack. If the enemy has 
Counter levels, then he may Counter-Counter; if you still have counter levels, 
you can Counter-Counter-Counter; and so on until nobody has Counter levels 
left, or someone flubs their Counter chance. You can even Counter while using 
long-range weapons like Bows and Spears, but Counter levels only activate when 

„ being attacked from 1-tile range. Enemies 
‚_can Counter you on your round, too, so keep 
this in mind. 
There are some hidden benefits to 

| just standing on one tile and repeatedly 
‚_punching, stabbing, zapping, blasting, or 

| whatever else it is that character class 

| does to enemies. Repeating one move on 
\_aà given tile grants a Chain Combo Bonus. 

+ The bonus starts with +10% to your dam- 


nn 
I shouldve seen that one coming. 
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age output, and just gets Borms Alertls Chiate Como Boovses 


more powerful every time Each consecutive attack you make while stationary 
you successfully repeat the adds a percentage bonus to overall damage. Here's 
move from your tile, up to how to calculate the percentage bonus you're getting. 
a maximum of a whopping Your first 11 consecutive attacks each add a 10% dam- 
475%. Moving breaks the age bonus, to a maximum of 100%. 


Your next 10 consecutive attacks add a 5% damage 
bonus, to a maximum of 150%. 

Your next 30 consecutive attacks add a 3% damage 
bonus, to a maximum of 240%. 


bonus, but Warping or being 
thrown by another character 
does not. Disgaea 2 is no 
fighting game, so you should 
never be afraid to make like bonus, to a maximum of 300% 

a turtle and stay put. Your next 175 consecutive attacks add a 1% damage 

If you don’t feel like at- bonus, to an absolute maximum of 475%. 
tacking or doing any Lifting 
or Throwing on your turn, then you can 
use an Item instead. Most Items that you 
can use in combat grant some benefit, like 
restoring HP or SP, and will then disappear. 
It helps to keep some restorative one-use 
items in your Item Bag in case something 
happens to your Healer on a long dungeon 
crawl. The most important consumable Item 
in Disgaea 2, though, is the Cell Phone. 
There's a bewildering array of phones 
at your disposal, but the ones you use in I mean, they are good guys. They're 
combat usually summon allies to the field obligated to show up. 
to help you out in a fight. These allies vary 
by type of phone, and arrive at a random 
level, They act as friendly NPCs, moving 
and attacking your enemies on their own. 
Fans of Disgaea can see some familiar faces 
this way. 

The other way you use Items on the 
battlefield is as equipment. This works the 
same way in Disgaea 2 as it does in, well, 
basically every other RPG. Put Items on a 
character; watch him or her kick more ass. 
The longer a character uses a given type of 
equipment, the better they’ll get at using it. Likewise, characters get better at 
using their equipment as they level up. The only exception to this rule is weap- 
ons for humanoid characters, where the character’s Weapon Mastery levels will 
determine what kind of stat boosts the character can get from their weapon. 
Interestingly, if all of a character’s equipment shares the same Rarity value, 
then that character receives extra stat benefits from all of his or 
her equipment. 


Your next 30 consecutive attacks add a 2% damage 


How can I hit three guys at once? 
Weapon Mastery! 


To calculate general Level Bonus: 


From Levels 

From Levels 100- 500: (2+(CharLv- 
100)/200) 

From Levels 500-2000: (4+(CharLv- 
500)/500) 

From Levels 2000-9999: (7+ (CharLv- 
2000)/1000) 


A humanoid character's Equip Bonus 


for their weapons is based on their 
Weapon Mastery levels. Each level 
of Weapon Mastery enhances the 
weapon'’s stat boosts by 5%. This is 
called the Mastery Bonus. 

Therefore, to figure out a 
character’s stat boosts from equip- 
ping certain items, use the following 
formulas: 


Human Weapons = Stat * Mastery 
Bonus * Equip Aptitude 

Everything Else = Stat * Level Bonus * 
Eguip Aptitude 


Go to a character’s Status screen 
to see their Equip Aptitude percent- 
ages. Be sure to convert them to the 
appropriate decimal values before 
putting them into the formula. For 
example, a character with a 90% 
Equip Aptitude for a given stat gets a 
„9 value plugged into the formula. 

If more than one item a character 
is equipped with has the same rarity 
value, than that character qualifies 
for a Rarity Bonus. You can calculate 
the Rarity Bonus as follows, 


Rarity Bonus = Total Stat * Rarity 
Match% * Level Bonus 
* Equip Aptitude 
Rarity Match%: A value determined 
by how many items on equipment on 
the character have matching rarity. 
Two matches is a 10% value, three 
matches are 20%, four matches are 
30%. Convert these percentages into 
decimals before plugging them into 
the formula. 


1- 100: (1*Charlv/100) 


… peat, T woulds’t worry much about 
an axe-toting Thief. 
Gaining Weapon Mastery is a simple 
matter of using an item repeatedly, and 
eventually lets the character unlock more 
Specials and better stat boosts while us- 
ing that type of weapon. Your maximum 
Weapon Mastery level for any character 
is 255. Staves don’t teach Specials as 
Weapon Mastery for them increases, but 
instead they confer bonuses to spell-cast- 
ing power, range, and target area. Weapon 
Mastery increases more quickly the more a 
given class is suited to a type of weapon, 
increasing most quickly at S-rank. 


The number of points and total points needed to reach a given weapon mastery level L 
are given by these formulas: 


L <= 20: 
L * 100 


increment = 
total = 100" L" (L+1)/2 


L> 20: 


increment = 2000 


total = 21000 + 2000 * (L-20) 


After level 21, the total increases at a rate of 2000 per level. 


The number of points and total points needed to reach a given skill level L are given by 


these formulas: 


For example, the following tables illustrate the results you should get from your 
calculations up to Lvl 21 but you can calculate them all the way up to Lvl 99. 


increment 
total 


E50, 


50" L*(Lr1)/2 


Experience Eaperience 
WM Lv! | Increment | Total Skill Lvl | Increment | Total 
0 0 0 0 0 0 
1 100 100 1 50 50 
1 200 300 1 100 150 
3 300 600 3 150 300 
4 400 1000 4 200 500 
5 500 1500 5 250 150 
6 soo| 2100 é 300_| 1050 
1 700 2800 1 350 1400 
t too_|_3600 ï 400__| 1800 
9 900 4500 9 450 2250 
1o_| to | 5500 10 soo| 2750 
un 1100 6600 u 550 3300 
12 1200_| 7800 12 soo| 3900 
13 1300 9100 13 650 4550 
14 1400 10500 14 700 5250 
15 1500 12000 15 750 6000 
16 1600 13600 16 800 6800 
17 1700 15300 17 850 7650 
18 1800 17100 18 900 8550 
19 1900 19000 19 950 9500 
20 2000 21000 20 1000 10500 
Pil 2000 23000 Pil 1050 11550 
EN ete | ete ete [ee | ee 


You can get some interesting combat benefits out of the Master/Student relation- 
ships that result from one character creating another out of his or her personal store 
of Mana. Masters gain stat bonuses whenever their highest-level student gaïns levels, 
equal to about 10% of the student’s stats. You lose the bonus after Reincarnating. 
Characters can also learn spells by standing next to a spell-casting pupil and casting 
the spell frequently enough to level it up once. After that, the spell is yours to keep 
and can even survive Reincarnation. This is the only way to teach magic to story. 
characters like Rozalin and Etna, and can be very useful. 

Fo = ed — Another character trait that you can get 
oe ‘ mk ‚interesting use out of on the battlefield is 
the ability to do Team Attacks. Team Attacks 
IK can be initiated by any character attacking 
p } from 1-tile range, and can include up to four 
6 characters. The supporters must be standing 
adjacent to the initiating attacker, and total 
r q damage from the Team Attack will be greater 
| PAL DAMAGE | than all four characters using their normal 

S attacks on that enemy. Experience and Mana 
from a successful kill is divided up among all 
of the characters who participate in a Team Attack, so they can be a useful way of 
helping level up characters that tend to lag behind on their own. Characters can join 
in a Team Attack even if they've already moved and performed another action that 
turn. You can even move a character, have it join a Team Attack, and then cancel 
the move by pressing circle. This lets you effectively move and attack twice with the 
same character in one turn. Killing enemies with Team Attacks also fills your Bonus 
Gauge more quickly than just executing normal attacks. 

Characters can also assist each other, and earn you more loot, by performing 
actions in combos. These are different than the chain combos discussed earlier, and 
have appeared in only slightly different form in many Nippon Ichi strategy games. 
Normally when you assign a character to attack, you have to go to the main combat 
menu and select the Execute option to make the attack option. If you assign several 
character actions and then hit Execute, all of the actions will be taken as part of a 
long combo. 

While it is easy to end up accidentally screwing up an action when you do this, 
it also dramatically increases the value of your actions when it comes to pumping 
up the Bonus Gauge. Setting up combos and then Executing all of your moves at 
once also trains you think more carefully about how you're using your character’s 
abilities. It’s a good habit to get into, so you should use attack combos whenever 
you can. Remember that even non-damaging actions like using Items, healing, and 
buffing stats can count as a hit in a combo, although if they end the combo you lose 
a lot of its benefit to filling the Bonus Gauge. 
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Bormuls Alertls Combos ant tie Bonus Gauge 


Filling the Bonus Gauge 
Every action you take on the field has a certain point value when it comes to filling up the 
Bonus Gauge. The Gauge gains a level every 100 points, to a maximum of 900 points. 


One way to build the Gauge is by destroying Geo Panels. Use the following formula to 
calculate how many Bonus Gauge points Geo Panel destruction will give you. 


Geo Change= Color + (Clear Bonus*Chain*18) 


Color: Number of panels you destroyed. Represented onscreen during a Geo Panel de- 
struction sequence as “Color”. 


Chain: Number of panel colors destroyed in a single sequence. Represented onscreen dur- 
ing a Geo Panel destruction sequence as “Chain”. 


Clear Bonus: 1 if you got a Geo Explosion and cleared all panels, 0 otherwise. 


The main way to build the Bonus Gauge is through attacks. Every attack increases the 
Gauge by 4 points. The final blow of a combo attack determines what its value to the Bo- 
nus Gauge will be. Attacking allies is worth O points. Hitting an ally during a combo means 
the combo will be worth only 4 points. If you kill an enemy with a Bow and it drops a 
Treasure Chest, then you get no points for killing the enemy until the Chest is destroyed. 


Point multipliers for successful attack actions are as follows. Remember that if the last 
action in a chain is a non-attack action like healing or a buff, then you get no points for 
that combo. 


Single Attack: x1 (x6 if a kill) 
Combo Count 1: x3 (x11 if a kill) 
Combo Count 2: x6 (x19 if a kill) 
Combo Count 3: x8 (X27 if a kill) 
Combo Count 4: x15 (x39 if a kill) 
Combo Count 5: x21 51 if a kill) 
Combo Count 6: x28 (x66 if a kill) 
Combo Count 7: x38 (x83 if a kill) 
Combo Count 8: x45 (x103 if a kill) 
Combo Count 9: x55 (x123 if a kill) 
Combo Count 10: x66 (x146 if a kill) 
Combo Count 11: x78 (x171 if a kill) 
Combo Count 12: x91 (x198 if a kill) 
Combo Count 13: x105 (x225 if a kill) 
Combo Count 14: x120 

Combo Count 15: x136 

Combo Count 16: x153 

Combo Count 17: x171 

Combo Count 18: x190 

Combo Count 19: x210 

Combo Count 20: x225 


The multiplier ends at x225 because that ee 
gives a full 900 points. 


@ 


Monster Type 


Hanako 


Undead 
Succubus 


Winged Warrior 
Aqua Daemon 
Flora Beast 
Mystic Beast 
Marionette 
Holy Dragon 
Wood Golem 
Rifle Demon 
Dragon Zombie 


Deathsaber 
Entei 
Robot 


Ed 


Gordon 
NN 
Raspberyl 
Prism Red 


Kurtis 


Marjoly 
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You cant add vip to two monsters to a 


fumars through magichar 


ing a number of benefits. 


ain- 


Monster Weapon Type Monster Weapon Type 


Spirit Staff | Roc Axe | 
Undead Gun Deathsaber Fist 
Succubus Spear | | Entei Axe 
Felynn Sword | Í Robot Fist | 
Dragon Spear Í Mid-Boss Sword | 
Prinny Gun Í Gordon Sword 
Orc Axe Í Raspberyl Sword 
Winged Warrior Bow | Í Prism Red Sword 
Aqua Deamon Staff Í Tink Spear 
Flora Beast Spear Í Zetta Bow 
Mystic Beast Sword | Í Hanako Gun 
Marionette Bow || Kurtis (Gun 
Holy Dragon Bow | Asagi Gun 
Wood Golem Fist | | Taro Axe 
Rifle Demon Gun Priere Axe 
Dragon Zombie Axe 


Toorosdls Alertls Magfefienge Weapon Borus 


Just like normal weapons, Magichange weapons equipped to a human gain benefits from 
stat multipliers like Weapon Mastery and Character Equip Aptitudes. However, these ben- 
efits are somewhat smaller than if you were to equip a normal weapon. 


The formula for all weapons when equipped to a human is; 


Weapon stat * Mastery 
Bonus * Equip Aptitude = Total sum you'll receive from the weapon for that one stat. 


For normal weapons, each weapon level yields +5%, up to 1275% once you reach level 255. 
(There is an additional initial 100%, so the max is actually 1375%.) 


For magichange, however, each weapon level yields only +1% for a max of 255% at level 
255. However, you still get the initial 100%, for a max of 355%. 


When applying percentage values to the above formula, make sure you convert them back 
to decimals. 1375% to 13.75, 355% to 3.55, and say, an aptitude of 120% on a character 
would become 1.2. 


This may make it seem like magichange weapons are vastly weaker than regular weapons, 
but it is quite the contrary. Normal weapons tend to have somewhat fixed stat values, and 
even perfecting the best weapons in the game will result in a weapon that has maybe a 
few hundred thousand points to its main attack stat, and a few ten thousand to all the 
rest. Monsters can have hundreds of thousands--even millions--to their stats. 


Figuring out a monster 's stats as a would-be-weapon is easy enough. You could simply 
magichange the monster to a human and look at its stats through the “equip” option in 
battle. As previously mentioned, a monster initially yields 30% of its stats as a weapon and 
an additional 2% per point of lover. (which maxes at 50%), if you want to keep everything 
in similar decimals, you can do the following. 


Where “x” = the stat you wish to figure out the percentage for. This number will be the 
starting value that you initially see on the monster’s screen. Keep in mind that you only 
want to use the monster’s “naked” stats. Magichange stats are not based off of any 
equipped items. 


x* „3 = Initial weapon stat 
x*(L*.02)= Stat you will receive from lover 


Or, you can forgo that if you have a maxed lover, and use the following: 
Xx * „8 = Total monster initial value and lover bonus. 


These will tell you the stat which you can plug into “weapon stat” in the first formula. 
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Magichange2 is a new ability designed tô enhance your Magichange experience. Another 
monster can Magichange into an already Ma8ichanged monster, allowing the user to 
utilize all of the third monster 's skills.” Using Magichange? reduces the Magichange tum 
eeunt by f, so you'll have a very limited number of chances to use it in battle. As soon as 
the final magichange turn is over, both monsters involved with Magichange? are removed 
from battle. The human stays, but you'll lose 2 in-battle character slots 


Despite these drawbacks, the benefits to Magichange? are very worthwhile. It’s a great 
way to gain EXP, Mana, and Felonies for three units at once. The Character Bonus of 

the third monster also carries over for the duration of the Magichange. As always, 
Magichanged monsters will perish if their user is killed in battle 

In order to be granted the right to use Magichange2, you'll first have to find Mao's Mystery 
Room in the Item World. He will unlock the hidden potential within whichever monster 
you present him, and mark them accordingly. You can only present him with one monster 
per visit, so creating an army of MagichangeZ-ready monsters will be time-consuming 


NEW! Lifting & Throwing 


This is such a powerful mechanic in Disgaea 2 that it really needs to be discussed in a 
special section all its own. You can do some truly mind-blowing things if you Learn how to 
use these commands efficiently. At its most basic, though, the Lift and Throw commands 
are most useful for moving characters around the map more quickly than is possible by 
just using the Move command. Only humanoid characters can use the Lift command, 
though. Monster classes can be Thrown, but can’t Lift. Be careful when throwing Prinnies 
around, since they explode upon landing and damage everything within a two-tile radius. 
Prinnies caught in a Prinny explosion sympathetically explode, so you can set off some 
huge chain reactions this way. 


Each character can Lift any character stand- 
qâ m ing on a tile adjacent to them, and then Throw 
WEE | that character for a distance determined by 

| their class traits. The character who got thrown 
can then take any actions remaining to them 

on the turn, including moving and attacking. 
You can even throw a character into the waiting 
arms of someone else, who can throw that char- 
acter again, and so on and so on until someone 
throws the character onto an empty tile. You 
can throw characters over obstacles, sometimes 
upwards onto higher terrain, and over bottom- 
nger. less pits that otherwise can't be crossed. 


Adell is a champion character 


You're not just limited to one character picking up another, either. A character that is 
lifting someone can be lifted yet again by someone else. If at least nine of the ten char- 
acters you've deployed for the battle are humanoids, then you can build a gigantic totem 
pole of all ten characters! Once you've got the tower built, you can begin flinging people 
across the map, or use the tower attack command. Tower Attacks are essentially a type 
of on-command team-up move that allow all the characters in the tower work together 
to damage enemies. How much range a Tower Attack has is a number of tiles equal to 
the total number of characters in the tower minus one. So a tower of three characters 
attacks over two tile range, and so on. You can also use towers defensively; enemies can 
only attack the character at the bottom of the tower. So if whoever is on the bottom has 
huge DEF and RES, the enemy is going to left pretty frustrated. 


You can also throw enemies around just as easily as your characters, or just pick them 
up to hold them hostage. If you don't throw an 
enemy at the end of your turn, they'll damage 
you, but also won't be able to move around and 
damage anybody else on the enemy tum. By 
throwing you can manage where enemies are in 
relation to your own units, especially vulnerable 
ones like Healers and Mages, far better than 
you can by just moving your own characters 
around. In theory, enemies could do this to each 
other and your own units, too, but in practice 
they never really do, If they did this game 
would go from “moderately difficult” to “hates 
you and flames your Live journal.” 


Ithink {save this guy for (ater. 
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The most infamous use of throwing enemies around remains unchanged from Disgaea: 
if you throw an enemy into another enemy, the two enemies will fuse together into a 
single, new enemy with the experience levels of both original enemies combined. For 
example, if you throw a level 40 enemy into a level 40 enemy, then you're left with a 
new level 80 enemy. If you fuse enemies of two different types this way, then the final 
enemy takes on the class of whichever enemy was the highest level before the fusion. If 
both enemies have the same levels, then the new enemy takes on the form of the enemy 
who is being tossed. This is great way to amp up the experience yield from a map, since 
killing one level 80 enemy is worth more than two level 40 kills. Just be careful with 
fusing enemies, or you'll end up making something you can't actually kill by accident. It's 
exponentially harder to damage and kill that level 80 enemy than it would be to take on 
the two level 405. 


There are a few final, sneaky uses of Lifting 
you should know about. One is the ability to 
throw diagonally. This is best done with the 
analog stick, by quickly pressing in a diagonal 
direction and hitting the Throw command. If 
you're fast enough, you'll get a diagonal throw 
that propels the tossed character or 
ce ie j, ä | object over huge distances. 

td EE Weaaen) You can also cancel Lifts 

Be dardaaa bake ed by pressing the circle 

{Otter ) button, just like you 

can cancel Moves. So 

She started this map at level 8. Then you can do sneaky 
came the monster-flinging. stuff like pick up an 

obstacle, let some characters pass by, and then cancel the Lift 

to let the character do something else. 


Perhaps the sneakiest use of Lifting is to capture enemies 
by picking them up and chucking them into your Base Panel. 
You can't do this with humanoids, since they instantly kill 
everyone else and destroy the Base Panel, but throwing 
monsters in triggers a battle sequence much like the Facil- 
ity battles from Makai Kingdom. If the characters still inside 
the Base Panel have a combined level greater than the Pp’, 
enemy you tossed in, and the level of the monster you 4 
are trying to capture is no greater than the main charac- Í 
ter (Adell or Axel, depending on which mode you 
are playing), then they beat and capture the 
enemy. After the battle, you get to add 
that monster and all of his stuff to your 
party. The actual monsters you get this 
way are usually inferior to what you can 
create yourself by making a character, but 
it’s a completely awesome way to steal a 
monster’s equipment. 


NEW! Geo Effects 


zi 
“lem General 


This is the awesome kind of Geo Effect. 


Certain maps are covered in colored tiles that 
alter your character in some pretty strange 
ways. They can grant bonus, penalties, or oth- 
erwise alter the way the game's physics usually 
work. These alterations are called Geo Effects, 
the slowing tiles are called Geo Panels, and the 
little pyramid-shaped objects that generate the 
effects are called Geo Symbols. They can make 
fights harder, easier, or just turn them into a 
maddening puzzle-solving experience. Knowing 
how to react to them properly is the difference 
between defeat and victory on several maps. 
Geo Panels are harmless and irrelevant to the 


course of a battle, unless there’s a Geo Symbol on them that is generating a Geo Effect 
of some kind. Regardless of a Geo Symbol’s color, when it is sitting on a tile of a certain 
color, then every other tile of that color on the map shares the Geo Symbol’s stated Ef- 
fect. It’s important to highlight all the Geo Symbols on a map first thing when you notice 
it's covered in Geo Panels, so you can see what Effects are in play and where they're 
coming from. Also note which Geo Symbols are a solid color, and which are translucent. 


If you attack a solid-colored Geo Symbol when it’s sitting on a Panel that's the same color 


A view of exploding panels. 


ing the different types of Geo Symbols on a map 
can let you completely destroy the Panels on it 
in a single chain with a bit of luck. 


Changing a Panel's color or destroying it 
damages every object standing on the Panel 
at the time of the change. In particular, it in- 
stantly destroys any other Geo Symbols sitting 
on the affected Panels. If those Geo Symbols 
are of a different color than the Panels are 
changing to, then destroying them sets off an- 
other color-change reaction. You can use this to 
set up chains by arranging Geo Symbols so that 
each color change destroys a Symbol of another Get rid of annoyù 
color, which destroys another Symbol of an- mkenis 


as the Symbol itself is, then the Symbol gets 
destroyed and the Effect is cancelled. If you 
destroy a solid-colored Geo Symbol that's on a 
differently colored Panel, then things get inter- 
esting. Destroying the Symbol not only nullifies 
the Effect it was projecting, but also changes 
the color of all of the Panels that Symbol af- 
fected to whatever the Symbol’s color was, For 
example, destroying a solid blue Geo Symbol 
on a yellow Geo Panel turns all of the Panels in 
question blue. Finally, if you destroy a translu- 
cent Geo Symbol on a Panel, then it “nullifies” 
allof the Panels of that color group on the map, 
effectively destroying them. Carefully position- 


ne time! 


other color, and so on until you've wiped out all of the Panels or Symbols on a map. It 
also damages enemies, which is useful. On the downside, it destroys Chests (making you 
lose the items inside), and can damage or kill your characters. 
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How much damage will be done to an object standing on a panel that's being destroyed or 
color-changed? Use the following formula. 


Geo Chain Damage = Chain“(Level of Symbol Destroyed * 2 + 3) 


Chain is the total number of panel colors changed in a Geo Panel destruction sequence. 
The value is displayed onscreen during the sequence. To use this formula properly, try to 
estimate how many chains a sequence will have. You'll have to use it to calculate damage 
for each panel group destroyed in the chain individually. Later destruction chains, obvi- 
ously, are going to do more damage. 


Still, it's worth the effort and risk to set up reactions that destroy as many Panels as 
possible, because Panel changing and destruction grants your Bonus Gauge an enormous 
boost. There is no faster way to fill it up. Sometimes this does mean having to choose 
between a beneficial effect like Mana +100% and bumping your Bonus Gauge, though, so 
you may want to check your Bonus List before 
making your decision. If the List is offering 
R crappy items, then you might as well keep the 
positive Geo Panel effects instead. 

There isn't much else you need to know about 
Geo Panels for playing the maps in the main 
story. Keep an eye out for a special type of Geo 
Symbol called a Geo Monster that moves around 
on the enemy turn, and can even attack if you 
corner it. In the Item World, the Wiseman class 
can use a special ability to “shuffle” the Geo 

s Panels on a particular map, which can make 
Agh! They're moving now! things easier or harder on you depending on 
how nasty the map was to begin with. Disgaea 
veterans need to keep in mind that some Geo Panel tricks from the last game have been 
taken out for Disgaea 2. You can no longer throw enemies onto Geo Symbols to destroy 
them, or vice-versa. 


The following list sums up all of the various Geo Effects you can run across in the game. 
Most of the effects are very straightforward, but some are hard to understand instantly. 


Damage: Deals damage each turn, based on the listed percentage of the object's total HP. 
This effect does not damage Geo Symbols. 

Ally Damage: Damages characters in your party each turn, based on the listed percentage 
of the object’s total HP. 


Heal: Restores the listed percentage of an object's total HP each turn. This effect does 
not restore Geo Symbol HP. 


EXP: Boosts EXP gained by destroying objects on the Geo Panel by the listed percentage. 
HL: Boosts HL gained by destroying objects on the Geo Panel by the listed percentage. 
Mana: Boosts Mana gained by destroying objects on the Geo Panel by the listed percentage. 
ATK: ATK stat increases or decreases by the stated percentage. 


DEF: DEF stat increases or decreases by the stated percentage. 

Fire Resistance: Fire resistance stat increases or decreases by the stated percentage. 
Wind Resistance: Wind resistance stat increases or decreases by the stated percentage. 
Water Resistance: Water resistance stat increases or decreases by the stated percentage. 


Move: Character on panel’s movement increases or decreases by the stated number 
of tiles. 


Attack: When the character uses a normal attack or Special, they immediately repeat the 
action by the stated number of times. Each Special used on an Attack panel consumes 


SP normally. 


Evade: Accuracy of all attacks targeting an object on an Evade tile is halved. No attack 


will have more than a 50% chance of hitting. 


Invincible: An object on this panel cannot be damaged. Allies can receive negative status 
effects while standing on an Invincible panel, but enemies are completely immune. 


Critical: Any object on a Critical panel takes damage equivalent to their total HP when 


hit by an attack. 


Warp: Character randomly warps to another Warp tile each turn. This does not effect 


Geo Symbols. 
Silence: “Special” battle commands cannot 
be used. 
No Close Attack: Allies or enemies 
on this panel cannot attack 
characters on adjacent tiles. 


No Ranged Attack: Allies on enemies = 
on this panel can only attack dE 


characters on adjacent tiles. 

No Tower Attack: Your char- 
acters cannot use Tower 
Attacks while standing on 
this panel. 

No Entry: This panel cannot be entered or 
passed by any object. 

No Lifting: You cannot lift objects on a No 
Lifting panel. 


No Color Change: You cannot change the color of these 
panels unless you destroy the No Color Change Geo Symbol 


creating the effect. 


Reverse Damage: Damage is reversed. Attacks heal objects, 
while healing magic damages objects. If you are holding an 
enemy at the end of your turn while standing on a Reverse 


Damage panel, you'll still take damage. 


Disperse Damage: When an object on a Disperse Damage tile 
is damaged or destroyed, that damage is divided up among 
the total number of other objects on the Disperse Damage 


tiles, and each object dealt an equal share. 


Enemy Boost (%): ATK, DEF, and evasion ability of enemies on these 


panels is boosted by the listed percentage. 


Enemy Boost (X): ATK, DEF, and evasion of enemies on these panels 


is multiplied by the listed factor. 
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Clone: Each turn, one copy is created of a character or enemy standing on a Clone tile. 
One copy is created for each color group of panels under the Clone effect, and each 
group of tiles can generate only one Clone per turn. Which character or enemy is 
cloned is selected randomly. All Clones are enemies. You can't steal from Clones. 


Encroach: A panel color area affected by encroach expands outward, geometrically, at 
the rate of one tile per turn. The Geo Symbol casting the Encroach effect acts as the 
effect’'s center. 

Enemy Level-Up: Enemies on this panel color gain levels each turn. The total number of 
levels gained is the listed percentage of their total levels at the time they're standing 
on the panels. 

Fusion: Each turn, one enemy standing on a Fusion panel combines with one other 
enemy standing on the same panel color group, as if a character had thrown one of the 
enemies at the other. Which enemy fuses with which other enemy is chosen random ly. 
There must be two or more enemies standing on the group of Fusion panels to activate 
the effect. 

Stage Clear: If an ally is standing on this panel when the turn ends, the stage is automati- 
cally cleared. 

Game Over: If an enemy is standing on this panel when the turn ends, your game is 
automatically over. 


Disgaea 2 rewards you for doing things 
successfully in a lot of different ways. 
You get HL, EXP, and Mana from defeat- 
ing enemies, and then more rewards 
from the Bonus List at the end of a 
stage if you’ve pumped up your Bonus 
Gauge. Going into Item World not only 
powers up the Item you’re in, but lets 
you gain even more items, HL, EXP, and 
Mana from battles where you’re at it. If 

DAS veil be tie most awesome you ever significantly lack for resources 

Broadsword ever when I'm done. in Disgaea 2, it's because you're doing 
something wrong. Especially after the first few levels, you should have plenty of 
money and items at your disposal. Mana is the only resource that is consistently 
and at all hard to come by. 

Many stages have Chests in them that you can attack to gain items, bonus EXP, 
and HL. One of the basic traits of the Bow weapon type is a random chance of 
making defeated enemies turn into Chests when defeated by normal attacks. 
Destroying Chests is as simple as reducing the Chest’s HP to 0. Enemies try to 
destroy Chests before you to take the items away, so sometimes you have to rush 
across a stage. It’s most worth it for Chests that contain high-rarity items. Gen- 
erally, brown chests always contain Normal items, blue ones contain Rare items, 
and green ones contain Legendary items. 


In addition to earning loot fairly, by 
beating on all that opposes you like it 
was some sort of fleshy pinata, you can 
also just outright steal things you want. 
Stealing has always been an important 
mechanic in Nippon Ichi strategy games, 
but in Disgaea 2 it's extremely impor- 
tant. Stealing is the only way to acquire 
a lot of the best items in the game, but 

‚__attempting to steal things is harder and 
more expensive than it is in just about 
any other game. Disgaea 2 is definitely 

not the massive festival of petty larceny that Makai Kingdom was. 

As a trade-off, though, Thieves can steal all kinds of things in Disgaea 2. 
They can steal stats, as in Disgaea, but they can also opt to steal HL and EXP 
directly from enemies. They can use certain of their class’s Special skills to 
inflict status aïlments by stealing abstract concepts, like Health and Conscious- 
ness. Naturally, the best items in the game can only be acquired by Stealing 
them from enemies. While you can easily clear the main game without ever 
stealing anything, you will have a much easier time if you raid enemies as 
much as you can. It’s also good practice for the post-game, where Stealing 
becomes an essential mechanic. 


That’s one item gone for good. 


You steal by standing on a square adjacent to an enemy and using a Hand 
Item. An ordinary character can opt to 
steal any of the character’s equipment, f nn 
while a Thief can do that or opt to steal La ze 
one “quality.” Stealing qualities lets you 
take values like stats, HL, and EXP. What 
quality you can take from an enemy is 
randomly determined, and you can never 
steal more than one type of quality. While 
any character can use Hands to steal, only 
members of the Thief class are going to 
be particularly good at it. Most characters > 
can only attain, at most, a 50% hit rate 
with a Hand, while Thieves can max out 
at 99%. Your chances of stealing are based on the quality of the Hand you’re us- 
ing, the stats and level of the target, and the HIT stat and overall power level of 
the character doing the stealing. 


This Thief could stand to be leveled up 
a bit before starting her ganking career. 
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Borerle Alert 113 Class EXP Valnes 


This is a table that'll help you calculate the values for EXP yielded by defeated enemies 
or stolen by Thieves, as outlined below. They also indicate, roughly, how much. EXP it 

takes to level up a given class relative to other classes, although that's easy enough to 
figure out on your own. Refer back to this table when solving the equations listed in an 
upcoming Formula Alert! box. 


ml 
d- NEW! 


Borms. Alert 2Js Wiel Paraaneters 


This is another table of values you'll be using for solving the equations in the next Alert! 
box. They indicate the how much EXP and HL-yielding potential a given sort of object or 


Name / Class Exp | [Name / Class Exp | [Name / Class Exp | [Name / Class Er 
Tink, Taro, Felynn 4 | [ore 3_| [Warrior 4 
Hanako, Raspberyl, | 3 Flora Beast 4 | [Prinny 3 Winged Warrior 3 
and 2:Pounder: Geo Symbol 6 | [Rie Demon 5_| [Wiseman 5 
Reen Unique | 5 | Fumner 6_| [Roc 4} [Witch 4 

Holy Dragon 5_| | Samurai 6 _| [Wood Golem 5 
Aqua Demon 4_| [Kunoichi 6 _| [Sinner 5_| (Deattsabsr 4 
Archer 6 Magic Knight 5 Spirit 3 Entei 6 
‘Armor Knight 5_| [Magician 4_| |succubus 4 | [Celestial Host 5 
Beast Tamer E Majin ki Thief 4 Lady Samurai 6 
Cleric 4_| | Marionette 3_| | Treasure Chest 6 | [Robot 5 
Dragon 5_| | Mystic Beast 4_| [Undead 3 en 
Dragon Zombie 5_| [Ninja 6 | [Valkyrie 4 


enemy has. 
Class / Name Yield | | Class / Name Yield | | Class / Name Yield | | Class / Name Yield 
‘Aqua Demons Beast Master Ed Felynns Entei 
Werslug 17 Beast Savior 42 Nekomata 17 Ifrit 48 
Vodianoi 22 Cait Sith 22 Satana Eal 
Clerics 7 
Sea Monk 27 Healer 45 Werecat 27 Marid 60 
‘Aqua Fighter 32 eolyie zo| Ceirne 32 | [Flamberg 66 | 
Charybdis 37 prist | [Ebel 37 | (Set ZE 
Dagon 41 Bishop ET Bastet 42 Agni 7 | 
Archers Cardinal EE] Flora Beasts Celestial Host 
Archer 15 Saint 40 Alraune LE Angel 15 
Hunter 20 Dragons Nemophila 20 Angel Cadet 20 
Shooter 25 Dragon ET Pharbitis 25 Soldier 25 
Bow Master 30 Fafnir EL Belladonna EI Crusader EI 
Cupid 5 | hide zo | [Pretrie 35 | (Avenger ET 
Freischutz 40 Az Dahake 25 Parthenocissus 40 Paladin 40 
Armor Knights Tiamat 50 Robot Lady Samurai 
Heavy Knight 25 | [Bahamut 55_| (CopyRobot 20} [Exorcst 17_| 
Iron Knight 30 Dinne [Android 15_| [Diabolst 2 
Steel Knight EI Skelet Dragen zo| [Opoe 35 Holy Fencer 27 
Mythril Knight 40 Death Dragon 35 Homunculus 35 Battle Maiden 32 
Adämant Knight 45 Curse Dragon PT Bioroid 35 Ravage Princess 37 
Aegis Knight 50 Mystic Dragon 45 Gene Lich 35 Blade Master 42 
Beast Masters Dark Dragon EN Uniques 
Beast Tamer 17 Hell Dragon 55 Champloo 10 
Beast Leader 22 Mao 10 
Beast Lord Pij Raspberyl 10 
Beast Queen 31 {PringerXGo! __|_99 


Class 7 Name _ [Yield] [Class7 Name _ [Yield] [Class7 Name Yield] [Class 7 Name _ | Yield 
Gunners Mystic Beasts Kersei 37_| [Old Man Geo EE 
Gunner 15 | |CuSith 17_| [Sword Master 42_| [Priem Ranger 10 
Sniper 20 | [Hel Hound 22 Prism Ranger 15 
Sinners : 
Outlaw 25 | [BlackDog EN ken | Seren 50 
Hitman 30) [Germ zj nj Eer 50 
Bullseye 35 Orthros 37 tatara 27 Story PCs” 10 
Desperado 40_| [Fenrir | haer zz | [Undereatedable | 20 
Holy Dragons Kn Beh EE Simens) El 
White Dragon —_|_15 | [Genin 15 | [Aragami 42 En 
Dragon King [_z0 | |Chunin 20 TE Valkyries 
Saint Dragon 25 | |Jeunin DIE fen È z | [ed Fiehter 17 
Heaven Dragon 30 | |Oniwaban EN re gj | [edy Warrier 22 
Terra Dragen 35 | [Touryou 5 | en zj elerie 77 
Divine Dragon 40_| [Shadow Master | 40 Te a zy | Minerva lass 32 
poen 0 Sede laster SS fra EE 
Kunoicht Objects Fiend 32 en 7 5 
Hanakage 15 | | Geo Symbols 5 Phantom 37 | een 
Yukikage | [Chess 5 EEn Warriors 
Hoshikage 25 Fighter 17 
= Orcs Empusà 15 
Trukikage 30 > 7 Warrior 22 
Petite Orc 17) [Lim 20 
Eg 5 - Destroyer 77 
- Orc Captain 22 | [Succubus 5 
Master Kuncichi_|_ 40 - Gladiator Er 
Head Orc 27 | [Carmia 0 | ed 5 
Magic Knights Orc Master 32 | [Hecate 35_| Fate Vat zi 
Nagic Knight 15 | [Orc King 37 | [oúth 40 sr 
Dark Knight Z0_| |Shadow Orc 4 TEE Winged Warriors 
Rune Knight E - - Mothman 12 
Prinnies Thief IE 
ega Knight EN - Messenger 17 
: Pvt. Prinny 15 | [Rogue 20 
Force Knight 35 - Watcher 2 
EK | LCP Primy 20 | [scout 5 ke 5 
een Col. Prinny 25 | [Bandit 0} aks 5 
Magicians Gen. Prinny 30 Trickster 35 E m7 
Red Skul 1Z_| [Prinny King 3_| [Master Thief 40 EE 
Green Skull 12 Prinny God 40 Wiseman 
Undead 
Blue Skull 1Z Druid 1Z 
Rifle Demons Zombie 20 
Star Skull Elen Nn zo| oet 17 
Prism Skull 27 Sage 22 
edel zj [Eembiel 45_| [Corpse EN E 
en ‘Adnachiel 50 | |Ghast 35 EE E 5 
Majin Verchiel 55 | |Wieht 40 Ee 7 5 
Chaos Soldier 45_| [Ambriel 60 | | Zombie King 55 is 
Death Avenger 50_| [Melchideel 65 Hue Witches 
Volator 55 ki Red age 1Z 
Rocs 12-Pounder LE 
Last Battalion 60 Green Mage 12 
Cockatrice 17 _| [Axel (Ept) EL 
Death Army 65 - Blue Mage 1Z 
Basilicrow 22 | [Axel (Eo2) 32 
Omega Sentinel 70 Star Mage 17 
Peryton 27 | [Axel Ep4) B nm 5 
Narionettes Malphas 32 | | Axel (E57) 37 EE ien En 
Warionette 15_| |Foolfool 37 | [Bash En gage 
Killer Puppet 20 | |Abraxas a | |Etenor 35 Wood Golems 
Assassin Doll 25 En Etna (Ep3) 90 Wood Giant 35 
Death Coppelia_| 30 | om mj Eems 69) BO | [Tree Fok 40 
Mad Jester 35 Kanu 27 Fubuki (Ep10) 40 Forest Guardian 45 
Hells Crown, 0 am zj [en eed) 50 | [Green Grant EI 
En Le ij | [Eert Foe) 90 | [Gaia Titan EE 
lk Kurtis (NPC) 10_| [Dreadnaught 50 


*_Any unique character in your party, whether it's a story character like Adell or a bonus recruitable like Axel. 
Prism Rangers are YP 10 when summoned as allies, and YP 15 when fought as enemies. 
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Borsa Alert 30 PAAE 1006 


Now that you've got all the info you need for it, it's time to present you with the absolute 
heaviest crunch the Basics section has to offer you. Listed here are all the formulas and 
tables that effect the Rewards you get via stealing, killing enemies, and the Bonus Gauge. 
If you ever want to know what your chances are of getting a certain kind of good stuff 
from a given activity, look no further. 

We'll start with the most basic way to earn good stuff in any given RPG: destroying 
things. Rewards for defeating enemies and destroying objects like Geo Symbols and Chests 
are determined as follows: 


EXP = trunc (Next*5/Class Exp*0.02'YP+6) * Land of Carnage * x3 Exp * Boss Bonus * Geo 
Bonus * Felony Bonus * Wild Groom Bonus 

trunc: Mathematical function. Drop all decimals and treat the product as a whole number. 

Next: The Exp to Next Level Value displayed on the Weapon Mastery window of the 
enemy. 

Class Exp: The target’s value from the Class 
Exp Table. 

YP: The target's Yield Parameter 
from the Yield Table. 

Land of Carnage: This value is 
2 if you're initiating a battle from 
the Land of Carnage, 1 if you're 
not. 

x3 Exp: Is this kill going to be influ- 
enced by the Triple EXP proposal? 

Its value is 3 if so, and 1 if not. 

Boss Bonus: For a target designated 
as a Boss, there's an extra modifier 
that boosts yield. Figuring it out ex- 
actly can be tricky; it'll be either 1.5, 
2, or 2.5. For most bosses in the stages 
covered by the various walkthroughs, the 
value is 1.5. In the Item World, Pirates 
and Item Generals get the 1.5 Bonus, 
Item Kings get the 2 bonus, and Item 
Gods get the 2.5 bonus. The bonus 
for fighting Baal is 2.5, and for Prinny 
Baal is 4.5. 

Geo Bonus: Any Geo Panel EXP +0% 
effects affecting the kill. Start with this 
value as a 1, convert the percentages to 
decimal values, and then sum those values together. 
So EXP + 50% becomes a 1.5 modifier value. 


Felony Bonus: This value starts at 1, and add .01 to 
it for every Felony the character has ever had. The 
maximum value is 4, for a character who has had 300 
Felonies. 


Wild Groom: This is a Beast Master ability that can effect monster characters. It adds a 
50% bonus to total EXP yield from a kill. For a monster affected by Wild Groom, this 
value is 1.5. Otherwise it's a 1. 


NOTE: If you're calculating EXP yield for a level 9999 target, then you need to alter 
the formula slightly. Drop the (Next*5/ClassExp) part of the equation and instead 
substitute the value 15,249,545. Level 9999 characters have a 0 in their Next box, so 
using this hidden value is really the only way to calculate their EXP yield. 


HL = (((EnemylLv+2)"2 + Enemylv + 2) * 10 * YP * Boss Bonus) mod 2°32 / 100 * Geo Bonus 
* Specialist Bonus 


Mod is a mathematical function. If you calculator doesn't handle it automatically, then do 
the following. 
1: Divide by the value to the right 


2: Subtract all the whole numbers from the above answer, so that you're left with only 
the decimals. 


3: Multiply the above answer by the value on the right. 


Example of the mod function: 
After all those calculations are done you are 
left with 5,000,000,000. 
Divide by 2'32 leaves 1.164153218. 


Subtract to leave just the decimals 
0164153218. 


Multiply by 2°32 gives the answer 705,032,704. 


Geo Bonus: Any Geo Panel HL +xx% effects 
affecting the kill. Start with this value as 1, 
convert the percentages to decimal values, 
and then sum those values together. So HL + 
50% becomes a 1.5 modifier value. 


Specialist Bonus: If there is a Broker spe- 
cialist in any of the equipment that the 
character killing the target is currently 
using, then add a 1% bonus to total yield 
for every level the Broker has. If there are 
multiple brokers in a characters equip- 
ment, then sum their total levels together 
to get the bonus percentage. As with other 
modifiers based on percentage values, assume 
the Specialist Bonus value starts as a 1. Convert any 
percentage bonus into decimal values and then add 
those to the base value to get your total value. If you 
have a level 20 Broker in your equipment, for example, 
then the Special Bonus final value should be a 1.2. The 
highest possible bonus value is 4, from a 300% specialist 
bonus. 
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Mana = Enemylv * Geo Bonus * Specialist Bonus * Wild Groom 

Geo Bonus: Any Geo Panel Mana +»x% effects affecting the kill. Start with this value as a 
1, convert the percentages to decimal values, and then sum those values together. So 
Mana + 50% becomes a 1.5 modifier value. 


Specialist Bonus: If there is a Manager specialist in any of the equipment the character 
killing the target is currently using, then add a 1% bonus to total yield for every level 
the Manager has. If there are multiple managers in a character’s equipment, then sum 
their total levels together to get the bonus percentage. As with other modifiers based 
on percentage values, assume the Specialist Bonus value starts as a 1. Convert any 
percentage bonus into decimal values and then add those to the base value to get your | 
total value. If you have a level 20 Manager in your equipment, for example, then the 
Special Bonus final value should be a 1.2. The highest possible bonus value is 4, from a 
300% specialist bonus. 

Wild Groom: This is a Beast Master ability that can effect monster characters. It adds a 
50% bonus to total Mana yield from a kill. For a monster affected by Wild Groom, this 
value is 1.5. Otherwise it's a 1. 


With the formulas for the honest (if violent) way to earn loot out of the way, now it's time 
to move on to the patently dishonest way: stealing, Since any steal attempt uses 

up a turn, it’s important to know what your chances for success are before you try to 
steal something. 


If a Thief is Stealing Stats: 
Steal Stat%= Thief Level * 2 + Hit Stat of Hand - Enemy Level 
The value of the stat you can steal can be no more than the Thief’s own base stat. 
If a Thief is Stealing EXP: 
EXP Stolen = (Next*(5/Class Exp)*0.02'YP+6)/2 
If a Thief is Stealing HL: 
HL Stolen = (((EnemyLv+2)’2 + EnemyLv+ 2) * YP/10)/2 


If a Thief is Stealing an Ttem: 
Steal Item%= ThiefLv*(Direction+2*Love/100) + 25 + Hit Stat of Hand - EnemyLv - 
Rank*3 - Rarity 
Direction: The Direction modifier is 1 if stealing from the front, 1.1 if stealing from the 
side, and 1.2 if stealing from the back. 


Love: If a Thief has a Thief Lover specialist in any of her equipment, then add 1 point to 
this value for each level of that specialist. The base value of this modifier is 0. 


Rank: Rank value of item you are trying to steal. 
Rarity: This value is a 0 for normal items, 10 for rare items, 30 for legendary items, and 
100 for rarity 0 items. 
When a non-Thief character uses a Hand to Steal: 


Steal Item% = CharacterLv * Direction + Hit Stat of Hand/2 - EnemyLv - Rank”3 - Rarity 


Item Wor 


Every item has a randomly generated dungeon inside it, which is one of the rea- 
sons why this game is so potentially massive. If you're only interested in the main 
story, you just need to enter an Item World once when the story calls for it, then 
you can safely ignore it. The main purpose of the Item World is to power-level your 
items, so only serious players need to spend any real time in it. 


To enter an Item World, talk to the 
Item Worlder and select an item 
from your Item Bag. 


There are two ways to clear a floor 
in the Item World. Either kill all the 
enemies, or skip as much of the 
combat as you like and just enter 
the Dimensional Gate to the next 
floor. Gates appear as red portals. 
Sometimes the portals are guarded 
by an enemy, so you must defeat it 
or move it with a knockback skill to 


Jump directly to the next floor by entering reed 
enter the portal. portals. Kill or frock guardians out of the way. 


Item Rarity 


All items have a rarity value from O Valve | ___ Clas | Floors | 
to 255. This number determines the 
item’s rarity class and the number of 831 | Rare | 60 | 
floors in its Item World. 


Rare items have a 25% bonus to stats above normal 
mene items, and legendary items have a 50% bonus. If a 
character equips items with matching rarity values, an 
additional stat bonus is applied to the items based on 
A items | 0 how many matching items they have equipped. 


Item 
Enemy L 


& 
evels 


Each item has a rank from 1 to 40, with 


powerful 


higher ranks being more powerful. Ranks 
aren’t displayed in-game, but you can find 
charts with item ranks beginning on page 708. 
Rank affects how difficult items are to steal, 
and in the Item World, rank determines how 


the enemies are, 


base level (see table) 


floor 


20 if im Land of Carnage, 0 im the normal werld 


number of Stronger Enemy bills passed (max 20) 


Mean enemy level (equal to creasure chest and Geo 
Symbol levels) in normal item worlds with 0 Stronger 
Enemy bills passed 


Kjjen 
8 
E 
5 
N 
A 
É 


Enemies Hls passed 


ESE SERNSE 


se Teva wi 


Bose Tevat withrno Stronger Ener 


Actual enemy levels will be +/-15% of the 
mean, in one-percent increments. For 
example, if the mean level is 2000, the 
possible enemy levels are 1700 to 


2300 in increments of 20. 


Exceptions include: 


Gatekeeper level 113 

Item General level [KEES 
Item King level 114472 
Item God level EERS 


El 

_ | Mean enemy level taking stronger enemy bills end Ee 

— | Land of Carnage bonus into acccunt En 

trunc truncate to an integral value (e.g. trunc(5.6) =5)) EH 
El 

35 

A=B*(10+(F-1) + trunc(S*(F-4)/ 109) / 10 5 

LEAF (+ N°02+S)+N" 24510 EE 

30 

40 


Tora RBmecoec 

Item Bosses 
Floors with a number divisible by 10 are 
boss floors. You don’t have to kill the boss 
of a given floor; you can still progress to 
the next floor by simply entering the red 
portal. If you do kill a boss, the item’s 


Englenaartz iem Ged 


E ereen ezraaTn als 
satswleeta PSA dl 
EE HE dta En î 4 
to | Temoenent | Poost. In fact, de in 
tem General vou can eene Item Gods are some of the most powerful 


[30 | ltemkne _ | doublebonus — enemies in the gamme, but they often have great 
if you kill each items for you to steal. 

|_50 [| __ItemGeneral | boss twice. To 

[60 | Itemkng | do this, kill the boss once but don’t enter the exit por- 
tal. Warp back to town with a Mr. Gency Exit. Re-enter 


L_80 | emGerernl | the item, kill the boss again, and complete the floor. 
Lj kemkne _ Y (auting Item Kings or Item Gods increases the maximum 


population of your item by 1. 
7 Gua Tien Wa (dl 
ng Item World 


The first prize on the Bonus List of a Ze 
boss floor is always a Mr. Gency Exit. EETTK 


These items can be used at any time to 
warp back to the village. You can then 
re-enter the Item World right where you 
left off. You also get a chance for a free 
warp home after clearing a boss floor. 


Afvays carry at least one of these aptly 
named items in your bag. 


Treasure chests appear randomly in 

the Item World. Brown chests usually 
contain normal items, blue ones contain 
rare items, and legendary items can be 
found in green chests. Chests may also 
contain HL or EXP. To obtain the prizes in 
treasure chests, just destroy the chests 
before the local enemies can. erna 


ur 6s0nstoson 
Er iaaersaan 
4e oe 


Chests like tfiese are a good source of 
rare/legendary items, 
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Mystery Rooms 


Each floor in the Item World, other than the boss floors, may contain a green 
portal which will take you to one of several Mystery Rooms. Once you are 


finished in the mystery room, talk to the Dimensional Keeper. You’ll return to the 
same floor that you entered from, but it’ll feature a different layout. 


|_Descri 


Seven Monsters 


Defeat them in 2 turns, and the item level will increase by 3 


Treasure Guardian 


Choose to fight him and loot his treasure 


Free Treasure 


Some unguarded treasure chests for the taking 


Orc Pirates 


Treasure chests and hints about the pirates 


Hospital 


Recover HP/SP or resurrect, just like a normal hospital 


Bribery Specialist 


Sells items useful in the Dark Assembly 


Magical Manager 


Sells Mana Potions 


Equipment Shop 


Way sell rare/legendary items 


Prinny Store Sells various cellphones 
Department Store ___| Includes a Bribery Specialist, Magic Manager, Equipment Shop, and Prinny St 
Scroll Shop Sells weapon scrolls 
Collector Adds a Collector specialist to your item 
Fortune Teller Gives you luck: good (-3 item levels), great (+10), bad (-3), or worst (9) 
Empusa Extra bonus gauge in exchange for 10000 HL or half HP from all your characters 


Lone Hunter 


Treasure chests and hints about the Land of Carnag: 


You can only use-the shops once, with the exception of the Music Shop. As soon 
as you exit the shop screen, most dealers will end their business with you until 
your next Mystery Room visit. Keeping talking to them, and a few shopkeepers 
will even get agitated enough to challenge you to battle after closing up shop. 
The Cellphone Shop Prinny, Department Store Girl, and Fortune Teller are all 
cruisin’ for a bruisin’. Emerge victorious in a retail rumble against the Fortune 
Teller to gaîn a +3LV bonus to your item. 


Beware of the following limitations on Mystery Room appearances. If you see a 
green portal on a particular floor, you won't see another one for at least three 
floors. Also, if you exit the Item World with a Mr. Gency Exit, you won't see a 
Mystery Gate for at least one floor once you warp back in. 


NEW 


5 sf) 
Docente — Norma verleynofshape. 

whenever you can, tfie defeat them, so corne prepared. _ but annoy the Archer too much 
rare shops and otfier bo- and they will attack, 
nuses are well worth it. 


nen oe 


Innocent T 


After clearing a boss floor, half the time you'll be presented with a choice to 
continue in the Item World or return to Holt Village, and half the time you’ll enter 


the Innocent Town. 


_____|talwayscontains: | 
-|ADimensionalkeeper | 
EEE 4 
e[mesirechsse 
RS 


EE | 
times to he a free item) 

-|itemAssemdy_____________ | 
_-_|some familiar faces {rom Disgaea | 


| Special events (see Specialists section 
ES 


Axel (find him five times to get a 
free item 


eem zer holen 
[Atte more HP gown | 20 |X | 2 | | 
Atie moreSPgronth | 0 fx | x || 
[Alte more Ark growth | 20} x | x || 
[Atie more ber growtn [20 fx | ox || 
Alte more Nt gront [20 | xfx || 
Aiie more Res gromt | 20 | > | || 
Alte more HT gront | 0 fx [ox | | 
[Alittle more SPO growth | 20} xx || 
[vore te grown [aol x [xx 
hore SP gouth [af x [xl | 
oreat gou eed 
more ber grown [af x Tx |l 
noren gown | 20 | | <f| 
more Res growtn [of x ||| 
more HT gronth | 200 | | || 
[more spo grown — [of xx || 
rene Amp 0 
increase Novement Abi | sto | | 
AT 
increese counter taco | so} x ||| 
increese orieattete — |oo} | || 
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al Kol Kol bal Kal Kell Kolt ECM Kol Ea kol Roll El Kal Eelt Kol kad 


He's stingy with fis bonus 
can only use hi 


three tires in a 


legendary item. 


The Item Assembly is a 
special assembly, where 
you can submit propos- 
als for modifying the 
item you currently in- 
habit. You can pass only 
one proposal per visit to 
the Innocent Town. In 
addition, there is a limit 
to how many total pro- 
posals you can pass per 
item (3 for legendary, 2 
for rare, 1 for normal). 
Once you’ ve reached 
the proposal limit, you 
can no longer visit the 
Innocent Town in that 
item. In fact, just see- 
ing the Item Assembly 
chicken counts, whether 
you utilize it or not. 
Talk to the Dimensional 
Keeper to exit back to 
the village or advance 
to the next floor. 
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Kill specia, 
you and they will double in power. 


sts to make them submit to 


Each item has a population of special- 
ists. These are residents of the item who 
give it special effects or 
increased stats. The initial 
maximum population of 
the item is determined by 
the item’s rarity class: 


[tee [5] 
Ltegendary[s | 


To increase the item’s 

maximum population, kill Item Kings or 
Item Gods, or pass the Increase Popula- 
tion Level bill in the Item Assembly. 


The maximum population 


[ämctevelfTpe Iet 
any item can have is 8 ie en 
residents. Most specialists 19998 [Gtadintor loereases AIK 
start out bad (as exhibited ie 
by their angry red faces), ei 
so you need to kill them to Toon | Coach, Increasss SPD. 
make them submit. They En TEE 
will appear on a random 109 |Herd Worker Iperen AKINT 
19998 | Sprinter Incraasss AIK + SPD 
floor as a neutral enemy. 19998 [Musclemar Increases AK + HP. 
1000 [Nard E TP 
Once you kill a specialist, ij 
its level will double. You Tov |Arnemt A Poon artec Wopon 
or Anner Ae Earaet affect to wenpon 
can then move them around 100 [adds Daprara effact to wenpon 
5 F 100 [Adds Slaap affect to weapon 
to other items and combine Ln A ra efen 
them to build even more Tol Criicalhit chance ireraased 
powerful specialists, If you En er 
see a specialist but clear Loo Jm Rane 
E Ee . 100 [Prarmacist [Poison resistance 
the floor without killing it, 100 [Psychctogist Forget resistance 
or an enemy kills it, you or | scchal Worker Domes: 
may still encounter it on a 100 [Aeronaut. Wind resistance, increases Wind spall damage 
at Tor Copie Tee resistance, hereases Ice spell damage: 
ater floor. 100 [Firefgnter a ras crzoses Fira spell domage 
* 100 [Mediator Allows two other specialists to have a child 
Note De ie are Rn 100 [Teacher Increases another specialists lavel by 5% 
several specialists with the 
p e 1900 |Armsmaster sad by 1% per level 
same function as Collector 300 5 by {B per laval 


but with different names. 


300 


mies by 1% par level 


300 


Skil/Magic mastery axperience ircraased by 1% per level 


These include Connoisseur, 


Antique Collector, and Ad- 


venturer. They can still be 


combined together. 


Too | Cale” Trereases rarity number by level 

Ae Ineraasas stats by 13 par point, and special affect on most 
kl hei classes (see page 615) 

er [Baur Lara indicates on which Toor the Prinny Courts lecated 


This is a good source of Professionals, 
one of the best specialists to put on your 
weapons. 


Most specialists can be found on items purchased 
at the store. Here’s where to find the rarer ones: 


Professional Master Bow, Hell Strike, and 7 Year Kill 
Mediator Only found on Rare/Legendary items 
Teacher Only found on Legendary items 
Collector Obtain from the Mystery Room, or create using a Mediator 
Sniper Create using a Mediator 

Hard Worker Create using a Mediator 

Sprinter Create using a Mediator 
Muscleman Create using a Mediator 

Nerd Create using a Mediator 

Patient Create using a Mediator 

Bailiff. Only found on subpoenas 

Use the same equipment for several battles 


Put a Mediator and two other special- 
ists (all submitted) on an item, and 
enter the Innocent Town. You may see an 
event where the specialists get married 
and produce a new specialist. Talk to 

the Mediator to start the event. This is 
the only way to obtain specialists who 
increase two stats. Even if the Mediator’s 
level is 100, the marriage may not occur, 
so be sure to exit with a Mr. Gency Exit 
and save before entering the Innocent Town. The level of the child produced is 
determined by the rank of the item it is born into. Thus, in general, it’s best to 
use Mediators on rank 40 items. Many combinations of specialists can produce 
two possible outcomes, so just reset if you don't get the outcome you like. 


How romantic. Now give me your Gaby. 
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Useful cambinations are highlighted 


ERI LNE NE 
Teachers 


Put a Teacher and another specialist 
(both submitted) on an item. An event 
may occur in the Innocent Town where 
the Teacher powers up the other special- 
ist by 5%. As with Mediators, the level 

of the Teacher determines the chance 
the even will occur, but be sure to save. 
Teachers are very handy for creating 


Lig Mafes building really powerful specialists 
maxed stat specialists (see page 601). enen 


Lovers 


Each class has an associated Lover specialist. Getting Lovers to appear can be 
frustrating, but it’s well worth the effort. Put some equipment on a character, 
and use the character in at least 35 battles without changing his equipment. 
After that point, each battle has a small chance to make a Lover appear on one 
of the items. If you change equipment, the counter will 
reset. The character must be alive on the map at 
the end for the battle to count. The level of the 
Lover is determined by the rarity class of the 
item it appears on (3 for Legendary, 2 for Rare, 
1 for Normal). Thus, you need to create at 
least 5 Lovers to reach the maximum level 
of 25. Lovers increase an item’s stats by 
1% per level, and have special 
effects depending on the 
Lover’s class (see page 
615). For example, giving 
a Skull an item with 

a Skull Lover 25 will 
increase the Skull’s 

stats by 25% and give 

an extra 25% magic 
EXP. Note that 
the Lover types 
must match the 
class. Giv- 
ing a Majin a 
Skull Lover 
won’t have 
any effect. 


If you commit a crime (see page 49), you 
can obtain a subpoena from the Post 
Officer. The subpoena will have a Bailiff 
specialist. The level of the Bailiff tells 
you on which floor of the subpoena’s 
Item World you can find the entrance 

to Prinny Court. The Bailiffs are already 
submitted, so you can move them to Throw a tower of characters into these 
other items as long as they don’t already and they will all receive the convictions. 
have Bailiffs on them. You can then find a Prinny Court inside the new item. This 
is a smart thing to do since leveling subpoenas doesn't make you more powerful, 
but you can stick the Bailiff on a sword and power it up at the same time you're 
pursuing your convictions. You can also place Bailiffs on items in which you’ ve 
already visited Prinny Court. As long as the Bailiff’s level is higher than the cur- 
rent floor in the item, you will be able to visit Prinny Court agaîn. This is a very 
efficient way to earn convictions. 


Often, you’ll want to quickly zip through the floors 
of an Item World. Tink, Winged Warriors, and Holy 2 
Dragons have the ability to fly through enemies and Ge Ees 
geosymbols. Tink and Winged Warriors can both reach EE eed pretty 

ä 5 4 far away, but Winged Warriors 
a MV of 31, but Winged Warriors are ideal because with the right gear can cross 
they have an extra 10 JM. nearly three times that distance. 


4 


To create a character that’s 
well-suited to clearing an 

Item World’s floors as fast as 
possible, follow these steps: 


te a Winged Warrior (+6 MV) 

Have it pass the Increase Movement proposal (+1 MV 

Make a wezpon with three Movement proposals passed (+3 MV) 

„ [Make three Accelerators with three Movement proposals passed (+18 MV) 
Equip one of the items with a +25 Winged Warrior Lover (+2 MV) 

Equip a weight and then remove it to bring its HP to 25% (+1 MV 
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Now you should have a Winged Warrior with 31 MV 
and 125 JM. If the portal to the next floor is un- 
guarded, you can simply fly right to it. For guarded 
portals, make a Wiseman and give him a Fist 
weapon and three Accelerators with all the Move- 
Á ment proposals passed. Use one of the appropriate 
nnn Fist abilities to knock the gatekeepers away, then 
Wieemerdi iep Se move your Winged Warrior to the portal. Wisemen 
gaps Úke these, which is handy Ë 2 Tk: 
for fioec Ma EE also have a nifty Geo Warp ability, which is helpful 
in tem World. when crossing gaps or getting a little extra move- 
ment range. 


term World 
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On random non-boss floors you can en- 
counter pirates. The pirates can appear 
at the end of the first, second, or third 
enemy turn; note that the pirates will 
not appear if you simply go to the exit 
portal on your first turn, since they'll 
never have the chance. Each group of 
pirates has a lead pirate who carries a 
Treasure Map. TO obtain it, kill the lead 
pirate with a direct damage attack; 
otherwise, it won’t count. So don’t 
throw the Prinny Pirate and expect to 
get a Treasure Map. 


she afways carries legerida 
her blind before killis 
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If yowre inn a hurry to reach the next item 
boss, killthe leader and use the Hyper 
Dimensional Gate. 
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Numbers in (} indicate the Laval multiplier of the pirates. 


“Does nat carry a Treasure Mep, and only appears in the Land 
of Carnage. 


If you manage to find all sixteen Trea- 
sure Maps, you will be able to access 
the Land of Carnage, where you can 


find the rank 40 weapons. Each time you find a Treasure Map, equip it to one of 
your characters; you can just leave them in the base panel afterwards to enjoy 
the Treasure Map’s effects. It will make the pirates come after you more often. 
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=_|{ for Normal, 1.25 for Rare, 1.5 for Legenden) 

= [base stat of the item not including ror ity bonus (e-g. base ATK for Yoshitsuna is 4000) 
= [item level (max 200) 

= [1+0.05*I 

= [Uit Bis positive, LiFB is negative, or Oif Bis 0 

‘current Low stat up bills + 2 * current High stat up bills 

total Low stat up bills + 2 * total High stat up bills 

defeated boss counter 

= [001 for generals, 0.02 for kings, 0.02 for gods 


le || So |z| |-|ele 


Each time you defeat a boss, do the following: 


=== 
1. | inerement G byg*10 
2. | Increment G again by a value that depends on how you exit the boss floor and whether vos pass à bilLin the Innocent Tonn: 
IF you exit normally and pass a High stat up bill, add “(P+ 2) 
IF you exit normally and pass a Lowr stat up bill, add g*(P + 1) 
IF you exit normally and don”t pass any stat up bilis, add g*P 
1f you exit with a Mr. Gency Exit, add g* P 
[key | 


specialists of the corresponding stat present on the item during boss kills (note that specialists that raise two stats 
such as Snipers don’t contribute to this bonus) 


specialists present for General kils are worth 3 
specielists present for King kills are worth 6 
‘specialists present for God kills are worth 9 


stat=(B*(R+G)+5)* (1 +0.05*PT)'L+N 


Leveling up items has been made easier 
in with the help of a familiar item from 
Disgaea 3. Starting at item stage depth 
21, a blue level sphere can randomly 
appear. To reap the benefits of this item, 
simply have one of your characters hold 
this when you clear the stage, Your item 
will gain a +SLV boost. The bonus won’t Ko ronken Wiee 
take effect if you@xit the stage through elearing an item world floor 
a Mystery Room warp or by. using a Mr. gets you an easy +5 levels. 
Gency Bite 


Battlefield ‘Techmriques 


We've given you all the basic information we can, so here are some final tips we 
gathered up based on the hundreds of hours we've spent with the game. Some 
are ways to make your game much easier, some are style ideas, and some are 
just interesting things you might want to try sometime. If nothing else, read- 
ing through this section should give you some ideas about what you’d like your 
Disgaea 2 game to be like. 


Be a Munchkin 


The most basic answer to 90% of the prob- 
lems you're confronted with in Disgaea 

2 is “powerlevel.” With sufficient time 
and patience, you can power-up just 
about any combination of characters until 
they're tough enough to beat whatever 
you're interested in beating. Just be sure 

to use all the resources the game gives 

you when it comes to powerleveling. EEE iteehe 
Just leveling up won’ t cut it. You need ween" aurea Sane om ome ur 
to make sure you’re properly exploiting 

Felonies, reincarnation, creating Students, and your equipment, too. 


Be a Patient Munchkin 


The answer to the 10% of problems in 
Disgaea 2 that can’t be solved by power- 
leveling is simple patience. Don’t panic 
when faced with a seemingly impossible 
task. There’s some way to get it done; 
you just need to think with a cool head N “ nl IE ij 
until the best way possible presents itself. 
Likewise, if you want something that the 
random number generator is just not giv- 
ing you, keep at it. Eventually you’ ll find 
the Mystery Gate or rare item drop you're 
after, and in the meantime you’re amassing other valuable resources. Getting 
impatient can lead to you blowing your cool and making all sorts of bad deci- 
sions, so try to remember not to let the game get under your skin. 
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Take a Hatchet To Your Darlings 


It's easy to get attached to the little guys 
you make to fight for you. Still, don’t 
keep character classes around from the 
early game based on pure sentimental 
value. This just holds you back. Some 
character classes are flat-out better than 
others, and there’s no need to stick with 
a character who’s doing a job badly when 
you could reïncarnate them into some- 
thing better. As more powerful character 
classes become available to you, be sure 
to include them ín your army, and don’t hesitate to phase out classes that have 
been made obsolete. 


Humans Only, Please 


Magic users are an important part of your 
army, but avoid using monster classes as 
your primary attack casters. Even though 
there are monster magic-using classes é 
that have some cool-seeming special Donasies 
abilities, like the Spirit’s SP regeneration, id 
their versatility is miserably lacking next 
to a human caster equipped with a high- 
level Staff and a ton of spells learned 
from Reincarnation. One or two monster 
casters is the most that a balanced army 
should bother with. 


Violence Isn’t Everything 


There's more to making a strong party 
than just tossing a bunch of characters 
with high damage-dealing stats together. 
You absolutely need to make sure you 
have certain support characters on hand. 
ACleric and a Thief are completely indis- 
pensable, and you want a Beast Master if 
You plan on using any significant number 
of monster classes. Remember that any- 
thing that equips monster-type weapons 
counts as a monster, so a Beast Master 
can buff Taro and Hanako just as well as your Dragons. 
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Be Invincible 


Invincibility Geo Effect Panels seem 
annoying as hell when you first begin 
encountering them, but later on in the 


game they're a godsend. They enable all 
kinds of degenerate farming strategies. 
For instance, put characters on adjacent 


Invincibility tiles and have them begin 


beating on each other. You won’t do any 


damage, but every successful blow raises 


Weapon Mastery! Likewise, you can arti 


ificially inflate your combo counts, and 


the points you get from the Bonus Gauge for a kill, by having Invincible char- 
acters beat on each other before ending the combo by having someone kill an 
enemy. Keep thinking and you can probably come up with even more interesting 


things to do with Invincibility panels. 


Reverse Damage For Mana Bonanza 
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While the Cleric is an indispensable sup- 
port character, it's also very hard for her 
to amass Mana since she’s usually not in 
a position to get kills. This can give you a 
hard time reincarnating her, which in turn 
makes her stats lag behind the rest of 
your party, which in turn makes her kind 
of bad at her job. So when you run across 
a map with tons of Reverse Damage tiles, 
take advantage of it. On these floors your 
Cleric becomes a tiny death goddess, 


nearly impossible to hurt but able to waste pretty much everything else with one 
shot. Letting her solo maps like this is one of the best ways to build up her Mana. 


Three Times Faster? 


The Triple EXP proposal you can pass in 
the Dark Assembly isn’t really all that 


useful because of the strict limitations on 
how it works. It triples the first EXP gain 
on next map. However, killing multiple 
characters at once doesn’t give you triple 
EXP for all of them; only the first in the 
group. Merging multiple enemies into 

one and killing it doesn't work either. We 


EI 


ij EE 
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think this is because the act of merging gives the triple EXP gain to the enemy 
instead of you. So it’s not worth the trouble it takes to pass the proposal. 
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Aggravate Your Assault 
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Felonies are the key to breaking Disgaea Ee oriens adf NL 
2 wide open, because of the cumulative simto sanjtdenans wOrlens ill 


EXP bonuses Felonies give you. When 
you're sure you want to take a character 
into the crunchiest bits of the post-game 
with you, work on getting them to 300 


„Piaanne 


ed 
Felonies as quick as you can. Reincarnate rl 
them whenever you hit 99 to help you zi 
keep track of how many Felonies they Ee 
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actually have. Once you have 300, then you’ll have a character that’s capable 
of gaining thousands of levels ín nearly no time at all, just from the massive EXP 
bonuses they're getting. 


Orcs Kick Ass 


In most RPGs, Orcs are crappy fleshbags 
that exist to be beaten into money and 
experience points. In Disgaea 2, the Orc 
is one of the most powerful attackers 

in the game. The secret to his awesome 
power is a combination of his own innate 
abilities and the fact that Beast Masters 
can use their monster-boosting powers to 
buff him up further. Orcs can amass the 
ability to damage much faster than other 
ATK-dependant classes that are available 
to you from the same point in the game, so make one of these little guys and get 
to work reincarnating him as soon as you can. You also want a Beast Master to 
buff him up as soon as she’s available, too. 


In and Out 


One interesting thing about your Base 
Panel: whenever a character goes into 

it, it doesn't consume their move- 

ment for the turn. You can use the Base 
Panel to boost a character’s mobility to 

a ridiculous extent by having them hop 

in with one move, then hop back out and 
move their full range of tiles. This can get 
wonderfully abusive with highly mobile 
characters like Tink and Ninja. 


Badstats of Doom 


Poison and Sleep are negative status 
effects that are useless in most RPGs. 
This ís really not the case în Disgaea 2, 
though. Poison can easily eat away 60% 

of an enemy’s HP, and Sleep works so fre- 
quently that it's very effective as a way 
of immobilizing enemies. A great leveling- 
up tactic is to fuse all the monsters on 

a map together, poison the result, and 
then put it to sleep. Then you can kill the 
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enemy more or less at your leisure, and give the kill to almost anyone you want. 


Tftrow Before the Move 


a DEN 


Always throw a character that hasn’t 
moved yet, especially when you want 
them to attack something from far away. 
This is invaluable in the Item World if you 
want to knock those pesky Gate Keepers 
off of the entrance to the next floor, and 
get to it quickly. It’s also useful when 
you want to cover long distances and 
don’t want to try your luck with Diagonal 


Throwing. 


Critical Level Up Technique 


The Critical Geo Effect is a wonder to 
behold. Any enemy that’s standing on 

it, even one at Level 9999, can be killed 
instantly regardless of their stats. A hit 
from behind has an 80% chance of suc- 
ceeding, so if you want some fast levels, 
fly through the Item World until you come 
across a floor that has this Geo Effect in 
place. 


The Fist is Mighter than the Sword 


While Swords rely on brute strength to 
get the job done, Fists can be just as 
powerful for a variety of reasons. They 
increase SPD, which is crucial in evading 
attacks, so a character will last longer 
in the battlefield. They also increase the 
number of counters, and their skills can 
move enemies and objects around that 
can't be lifted. The best of these skills 
is Rising Dragon, because it can move 
nearly anything that’s stuck în a corner 
that nothing else can move. These are the reasons why Adell is a fist specialist; 
they’re much more useful than swords. 
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We Don’t Mean to Weight you Down 


Weights seem rather an odd Item to equip 
to your characters. Why on earth would 
anyone want to set their current HP to 
25% of their max for such a mediocre stat 
boost? The big reason ís that it gives you 
access to a character’s trait that is acti- 
vated when their HP is low. A character 
can die really easily like this, but this is 
not so with the Ninja. At low HP, its eva- 
sion gets a massive boost. Equip a Ninja 
with a Fist, some Shoes, and a Weight to 
make him virtually invincible. 


I Can Fly! 


While most characters can be obstructed 
wherever they walk by objects or en- 
emies, there are a few — three, actu- 
ally — monsters that can fly. This flying 
capability enables them to simply ignore 
anything in their path as they can move 
right through a bunch of characters that 
are in their way. Tink, Winged Warriors, 
and Holy Dragons are the only characters 
that can fly, so you'll want to enlist their 
help in maps where a lot of enemies are 
bloeking your way to something important. 


Lift and Cancel 


Do you need to get that Healer of yours 
somewhere important fast, but her path 
is blocked? Order all your characters to 
lft up any obstructions in her path so that 


she can move to her destination. Once 
EE Red she has arrived, cancel all the lifting 
xDark Ars 5 hee ú 
EA Oerd your characters did and it will be like she 


(Other) 


walked through those obstructions. 


The Pole Vault 


Spears aren’t that great as an offensive 
weapon, but they can be very useful as a Accu e 5 
defensive weapon and for getting out of Zooneldark 8 
tight spaces. Most spear skills will vault 
the character to a new location after be- 
ing used. In places where there are small 
gaps in the map you can use spear skills 
to get across them and move away to 
safety. The best of these skills is Asteroid 
Drop, because it hits all surrounding 
enemies, and then catapults you three 
panels în any direction you choose to get away from them. 


Tower Tfirowing 


This technique returns from Disgaea. You 
can get a character across the map in a 
single turn by lifting up a bunch of them, 
and then throwing them in sequence one 
after the other. The art to Tower Throw- 
ing is knowing how far each of those char- 
acters can throw. 

That way 
you can 
plan 

on who 
should be throwing whom, and how far, to 
cover the most distance with the fewest num- 
ber of characters. Don’t just mindlessly create 
a tower for the sake of moving one character, 
because those characters that were part of the 
tower are going to be left vulnerable to enemy 
attacks. 


Full Army 10 90 150 250 330 
Main Char 15 150 250 400 550 
Solo 25 200 400 650 900 


Rewards: Total amount of Experience, Hell, and Mana that can be gotten on the stage. The 
totals exclude all Geo Panel effects present on the map, as well as all non-essential targets. 
Stats: Suggested stats for you to aim for when challenging the current stage according to 
the playing style explained in the walkthrough. These stats listed are an aggregate average 
of attack and defense power of all the characters that will be participating in the battle 
before they're deployed, 

Full Army Normal map clearance, using any and allof the ten characters that you can 
deploy. 

Main Char Abbreviation for Main Characters Only in using the story characters to clear the 
map. 

Solo Clearing the stage using only a single character wherever it's possible. 

# Bills: Notes how many “Make Enemies Stronger” proposals have been passed. As these 
proposals are passed, the levels of all opponents increase. The amount of Experience, Hell, 
and Mana you get from them will go up accordingly, as will their stats, so you'll need to be 
stronger to get those rewards. 


_ Walkthrough Target Data List Key 


TARGET LIST EQUIPMENT 
Class Te 


Name 
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Map Name: Name of the map, as well as any important notes relating to 
its appearance or disappearance from the Dimension Guide's list. 


Bonuses: Bonus Gauge Information 
Gauge: Numbers indicate the inclusive Bonus Gauge levels. 


Prize Lv: Numbers indicate the prize you will receive at those Bonus Gauge levels if the 
level is achieved. Higher numbers have better rewards. 


Target List: Target information, on all available objects on the map. Shaded entries indi- 
cate that defeating the target is not essential to clearing the map. 
Level: The level of the target 
Class: The Class of the target as listed in its status window 
Tag: Various targets have differing properties about them, and as such have various tags to 
explain them 
Symbol: Denotes that the target is a Geo Symbol. The color of the lettering denotes the 
color of the symbol. Black lettering means that the symbol is a Null Symbol. 
Panel: Denotes that an immovable object is resting on a Geo Panel. The color of the let- 
tering denotes the color of the panel. 
Chest: Denotes that the target is a Treasure Chest 
First Visit: Denotes that the target only appears on the first visit to the map. 
Next Visits: Denotes that the target will appear from the second visit onwards. 
Move Self: Indicates that the Geo Symbol will move 
every turn. 
00% Gain: Denotes that this target will yield 
an additional amount Exp and HL, that is 
greater than expected. This has already been 
factored into its rewards total. 
Neutral: Denotes that the character is neutral. 
Neutral characters are allies that are con- 
trolled by the Al and move between yours and 
the enemies’ turns. 
Nut: Denotes how many of those identical targets 
are on the map. 
Rewards: This column lists the amount of 
Experience, Hell and Mana you get from de- 
feating each one these targets. 
Amount: The numerical amount gained. 
Gain: What you'll earn from defeat- 
ing the enemy. You’ll always 
receive three things: Experi- 
ence (Exp), Money (Hell), and 
Mana. 
Equifpment: Lists the weapons 
and accessories that the target has 
equipped. 
Type: The classification of the item 
that is equipped. 
Name: The name of the item that is 
equipped. 


Ovrain Walkthrough J 


This stage serves as an 
introduction to moving 
and attacking. Practice 
maneuvering the characters 
that are given to you so you 
can remember the different 
attack ranges for each of 

the different weapons. You 
should also try to set up 
Team and Combo attacks 

to defeat all the Prinnies. 
The Prinnies are generally 
harmless unless they get to 
your Healer or Skull, so keep 
those characters protected 
by using Adell and the Fighter 
to impede your opponents. 


„Rewards- 


10,152 
135 


FullArmy 
Main Char 
Solo 


Ls your attacks 


ô For some flasfiy effects, try out 
on a single enemy. 


some Team Attacks. 


| Melee: Go up and attack the first Prinny so that the 
others move in and surround you. Fist experts, such as 
Adell, will be handy because of their counterattacks. 

|Ranged: Fire shots from bows or guns at maximum 

| range and only deal with one Prinny at a time. Equip 
the Imperial Seal for an easier time. 

‚Magic: Equipping the Imperial Seal is a must. If things 

\__aren’t going your way, don’t hesitate to use one of the 
healing items you start the game with. 


Main Cftaracters Only 
With Adell and Rozalin tag teaming, this should be a snap. 
Just use Combos to take down one Prinny each turn with 
Adell out in front to take the hits. 


This map will introduce 
you to lifting and throw- 
ing, so take some time to 
experiment and memorize 
each of the characters’ dif- 
erent throwing ranges. Your 
opponents are pretty far away 
from the base panel, so lift a 
character that hasn’t moved 
from the Base and throw it. 
That way, they can still move 
after beïng thrown. Another 
thing to try out on this map 
are Tower Attacks, as they 
have a slight range depending 
upon how high the Tower is. 


mn 
(en 


Throw characters to reach enemies 
that are out of range… 


or build a Tower and attack 
the enemy. 


Rv Le ort’t iN eed iN ojStinking | Avril! 

í Solo 

| Melee: Draw in as many Prinnies as you want to yourself. | 
If a sword user has learned Blade Rush, it can be quite 

|_effective. 

|Ranged: Plan where you want to be after you make your , 

|__move for the next attack, to avoid taking unnecessary 
damage. Equipping the Imperial Seal can help, though 

{__with a bit of luck you might not need it. 

| Magic: Blast the Prinnies from as far back as you can. 

Thankfully, if things aren’t looking good you can toss a 

Prinny to even the odds. 


Main Cfiaracters Only 
Just have Rozalin throw Adell near the Prinnies and let 
him go to work. Rozalin should be used to support Adell 
with Combo attacks to defeat one Prinny each turn. 


Oran Walkthrough J 


This map will serve as an 
introduction to Geo Panels. 
In front of the Base Panel is 

a thick patch of blue panels 
that have an Enemy Boost 
+50% effect on them; behind 
that is an equally thick patch 
of Red Panels with the Exp 
+50% effect. Obviously the 
best thing to do is to get as 
many characters onto the red 
panels and lure the Prinnies 
towards them. You’ll want to 
return the characters that did 
the throwing back to the Base 
Panel on the next turn, so the 
two Prinnies placed on the 
blue panels will head towards 
the characters on the red panels. 


5 es 
TOTALDAMAGE 20 


ard use your skills to rack 
up extra Exp. 


Throw characters onto those red 
panels to (ure the Prinnies... 


1 Pvt. Prinny 
1_Mana 
7 
1 NE Symbol __x1 | 6 B 
Panel 1_Mana 
1 bp 
1 Exp+50% _ Symbol x1 | 6 Hell 
de 


| Melee: Melee characters are strong enough that they can 
walk through those blue panels and onto the red ones. | 

| They'll take a beating, but they can handle it. | 

|Ranged: Rozalin and your Healer don’t have the move- | 
ment range to get to those red panels in short order. 

| However, they can hang back and lure the Prinnies off 

\_ the blue panels without any problems. 

Magic: You'll definitely want the Imperial Seal equipped 
to deal with the Prinnies. Like ranged characters, the 
Red Skull doesn’t have the movement or the endurance 
to make it across to the red panels. Hang back and lure 
the Prinnies off the blue panels. 


Main Characters: 
If Rozalin has the Imperial Seal, Adell can throw her 
onto the red panels. On the next turn, he can move 
next to her, so they can defeat all the Prinnies for extra 
experience. 


Ovrain Walkthrough J 


This is the last tutorial 

stage, and it introduces 

you to manipulating Geo 
Effects by lifting, throwing, 
and destroying Geo Symbols. 
There are three symbols 

on this map, and two of 

them aren’t on panels. 

Astray yellow symbol is 
sitting on a blue panel, so 
let’s clear this stage in one 
turn by destroying the Geo 
Panels. Use somebody with a 
Throwing Range of 3 to get 
the yellow symbol onto the 
red panels, and then have 
Adell toss the blue symbol 
onto the red panels. Now have 
one character toss another one near the null symbol and throw that onto the 
blue panels. 

Finally, send someone who can inflict at least 10 damage to destroy the blue 
symbol. This starts the chain reaction and wipes the Prinnies off the map. 


EE 
927 
945 


15 Bills || +20 Bills | 


4 


Flip the Nuff symbol onto 


5) watch the Prinnies pop after you set 
the blue panels, and… 


off the chain reaction. 


TARGET LIST NARDS 
fag [Gan 


lass LE 
10 Ep 
1 Pvt. Prinny x3 18 Hell 
1__Mana 
7__bp 

Enemy Boost __ 

1 EVE xl 6 Hell 
2 Panel 1_Mana 
7 Exp 
1 Silence Symbol x1 6 Hell 
1__Mana 
1 bp 
1 Ep +50% Symbol _ xl Hell 


Solo 
Melee: Make your way to the Exp +50% symbol on the 
‚edge of the map and throw it onto the red panels. Now 
you can freely dispatch the three Prinnies for extra 
experience. 

Ranged: It’s best to ignore the Exp +50% symbol and 
instead destroy the Enemy Boost +50% symbol. This’ 
spark a brief Geo Chain, and soften up the two Prinnies 
standing on those panels. Afterwards, just stand still 
and attack. 

Magic: A magic-user soloing this map can follow the 
same strategy as a ranged attacker. The only thing to 
worry about is that you’ll definitely need the Imperial 
Seal in case you come across fire-resistant Prinnies. 


Main Cfiaracters Only 
Have Rozalin throw Adell close to the Exp +50% symbol, 
and then have Adell throw it onto the red panels. Now 
move both characters onto the red panels to lure in the 
Prinnies. 


Main Walkthrough _J} 


This is the first real map… 
but it’s completely optional. 
Nevertheless, this is a nice and 
easy place to get brand new 
characters up to speed quickly. 
There are a couple of ways 
to go about this battle. One 
way is to destroy the null 
symbol to damage everything 
on the map and make things 
easier to kill. On the other 
hand, you can let the Orcs 
move off the aqua panels and 
take advantage of the Heal 
20% effect. Be aware that 
Ghosts can afflict characters 
with paralysis, which isn’t 
too restricting for characters that don’t move very much in a turn, but 
it's absolutely nasty against Fist users since it cuts their power in half. Try 
throwing one of these monsters into your Base Panel after you've gained a 
few levels. 


Characters will recover HP every You can also try destroying the 
turn on those Aqua Panels. to make the enemies easier to kill. 


TARGET LI 8 EQUIPMENT 
il das | Tag [Num in | Name 


1 _ Petite Orc 


Heal 20% Symbol xl 
anel 


WepDort't pNeedsNoyStinking PArrity! Bj 


í Solo 

| Melee: You'll want to get to the Heal 20% panels quickly. 
By simply standing on them you can deal with the 

| constant barrage of attacks easily. Blade Slash and 

| 

| 

| 

| 

| 


counterattacks can quickly thin out the crowd. 


|Ranged: Your best recourse is to destroy the Geo Symbol 
to make all the monsters easier to kill. Standing still 
and pelting them with shots from guns and bows will 
make quick work of them. 

Magic: You can now finally create Ice and Wind mages. 
Take a look at all the elemental resistances of the en- 
emies and pick a magic user that is least impaired 
by the enemy’s resistance. Don't forget the Impe- 
rial Seal if it's a new magic user. 


Main Characters Only 
Have Adell move up close to deal with the Orcs, while 
Rozalin takes care of the Ghosts as they try to paralyze 
Adell. Keep Adell on the recovery panels and you should 
be fine. 


Ovrain Walkthrousf, J 


Well now, this is 
a surprise; there’s an 

Enemy Boost +50% effect 
covering the main battle 
area. You can do away with 
this effect easily by throwing 
a character towards that 
symbol and destroying it. If 
you're feeling sadistic, you 
can pick up and toss a Prinny 
into this group to defeat 
them all ín one shot. You 
won’t get anything for doing 
that, though, aside from 
seeing demonic penguins 
explode in a chain reaction. 
You may have picked up some 
weapon skills while fighting 
your way through the Tutorial 
Maps. Now would be a good 
time to test them out. 


Ü Select hrawring range & drection 


Get Adelf befiind those Prinnies so he can When all you've got is a magic 
throw their leader for a quick victory. user; place them here. 


TARGET LIST EQUIPMENT 
Lb a: ae Amt] Gain | D | __Name 

10 Exp 
1 Pvt. Prinny x4 18 Hell 
1__ Mana 

15 Exp [ Monster Wpn [Paw Glove] 
2 Pvt. Prinny x1 30 Hell 
2 _Mana 
7 Exp 
1 B Symbol _x1 | 6 _ Hel 
ú Panel 1__Mana 


Melee: Make a mad dash to the null symbol to destroy it. 
Unless you're using the same melee character for all 
the maps, you might not withstand the onslaught from | 
all those Prinnies. Í 

|Ranged: Use hit and run tactics, with the primary goal 
of getting to that null symbol and destroying it. If it 
doesn't look possible, throw a Prinny to cause a chain 
reaction. 

Magic: Something to think about: enemies can’t move 
over the Base Panel. If you're standing either to the 
left of the Base on this map, only one Prinny can attack 
you at a time. 


Main Chiaracters Only 


Have Adell throw Rozalin towards the null symbol so that 
she can destroy it. With the Prinnies weakened, Adell and 
Rozalin should easily be able to clear the map. 


This is a good map for 
level-building, with one 
catch: the enemies are spread 
out over the map, which 
makes the battle progress 
quite slowly. Throw the nearby 
symbol that is thoughtfully 
placed in front of the Base 
Panel onto the nearby blue 
panel to produce an Exp 
+50% effect, then chuck some 
characters across the gap that’s 
near the Base Panel onto the 
blue panels. This’ll draw the Orcs 
towards that location so they're worth more 
experience. Try to avoid moving next to 
panels that have no Geo Effects, as the Al 
might move off the blue panels in a bid to 
attack you. 

Don’t worry too much about the chest way 
over there. It'll always be here when you return. 


Throw Adelf here so hie can keep the 


Orcs busy on those Geo Panels. 


Exp 
Petite Orc Hell 
2 Mana 
21 Exp | Monster Wpn [Paw Glove] 
3 _ Mothman x1 | 36 Hell 
3 _Mana 
1 be 
1 Treasure Chest x1 6 Hell 
1_Mana 
1 _ bp 
1 Exp +50% Symbol x1 6 Hell 
1 _Mana 
EET ET —enn, BONUSES_ 
we Don’t pNeed$NoyStinking PP nn 
SZ 0 1 
Ap nh Bt & 
Solo | -8 3 
Melee: It's a waste of time to bother with the symbol, 9 4 


because the enemies will block your path to the field of (| 

Blue Panels. Just clear this map with assorted attacks Ì 
and skills. | 

Ranged: There's a path that’s only one panel wide that 
the enemies have to traverse to reach you. Therefore, 
you can easily weaken the Orcs by sniping at them as 
they cross the path 

Magic: Toss the symbol onto the panels. The objective 
here, however is not to get extra experience. Instead, 
it’s to soften up some of the Orcs with a Geo Chain. 
You'll have to wait a while so that a few are on the 
panels. 


Main Chiaracters Only 
This map seems tailor-made for two people, Have Adell 
throw the symbol onto that lone blue panel near the Base. 
Then, have Rozalin throw Adell onto the field of Blue Pan- 
els to lure those Orcs to him for extra experience. 
8 5 dek 
E 


As far as stages that end 
an Episode, it’s about what 
you’d expect: a slightly 
steep difficulty curve, but 
ultimately very easy. As 

a group, just hang back 
near the base panel and let 
the soldiers come at you in 
waves. Axel will just sit around 
and wait for you until you get 
close to him. When you get 

to Axel, be careful not to get 
into a fistfight with him, as 
he’ll beat you soundly. Instead, 
just use any skills you've 

picked up so that he can't use 
counterattacks. Any way you look 
at it, it’s probably best to let Adell 
deal with Axel 


116,080 
41972 
375 


If the Healer iet fealing, she should 


Counter, counter, and more counters. 


be Te instead. Be sure Adell is fully healed each round. 
Exp Fist Te Gloves] 
2 Fighter x1 34 Hell 
2 __Mana 
16 Ep Sword [Lazy Sword] 
2 Fighter x2 | 34 Hell 
2 __Mana 
28 Exp Spear [Replica Spear] 
3 Lady Fighter x2 51 Hell 
3 __ Mana 
25 Exp Staff [Training Staff] 
3 Healer xl | 45 Hell Orb [Common Orb] 
3 __ Mana 
69 Exp Fist [Double Stap] 
4 __DarkHero FirstVisit xl | 126 Hell 
4 _Mana 
31 Exp Staff [Training Staff] 
4 Green Skull Next Visits x1 | 50 Hell Orb [Common Orb] 


Melee: Stand near the Base Panel and build up consecutive attack 


bonuses to deal with the Fighters out in front. Many of the enemies 
here won't advance until you get within their attacking range. 
Leave Axel until last. 

Ranged: Bow and gun skills can pack quite a punch here, and can 
easily kill the Fighters in one hit. Stay near the Base Panel and pelt 
the enemies from afar. 

Magic: Well, what do you know? The Base Panel is stuck in a comer 
with just one open panel to its left. Park your mage here and let the 
Fighters come to him. It's easier to deal with them one at a time. 


Main Characters Only 
There's nothing really all that dangerous here. However, that 
Healer can be quite a pain, so have Rozalin deal with her before she 
becomes a problem. Keep Adell next to Rozalin as you fight to take 
advantage of her special Class Trait. 


It's quite a long 
way to those Geo 

Panels in the middle of this hallway. 
Getting a character to those panels 
will ensure victory as they afford a 
50% boost to their defensive stats. 
Throw a couple Fighters towards 
those panels so that they can deal 
with the Marionettes easily while 

the rest of your characters run to 
join in the fun. You might also want 
to employ the use of monsters and 

a Beast Tamer. Monsters get a boost 
to their stats when standing next to a 
Beast Tamer, so if you put each of the four 
monsters you're able to create on those Geo 
Panels with the Beast Tamer in the middle of the 
formation, equipped with a spear, it'll be very 
difficult for any of those characters to be killed. 


Oceupy these Green Panels and stand 


Have the four monsters 
your ground. Beast Tamer for an impressive defense. 


surround the 


4 __Marionette x4 | 63 Hell 
4 _Mana 

44 Exp | Monster Wpn [The Weak] 

5: Ghost x2 67 _ Hell Orb [Common Orb] 
5 __Mana 
12 Bp 
3 _ DEF +50% Symbol _x1 | 15 Hell 
Panel 3 __Mana 


Solo 

| Melee: A piece of cake since the enemies won't move 
unless you get close, and they'll start moving if you're 
standing on a Geo Panel closest to them. 

Ranged: Just stand on the Geo Panels and you'll be fine. / 
You’llonly ever have to deal with two enemies at once | 
if you stand still. 

‚Magic: Standing on those Geo Panels will ensure your | 

survival, though getting to them takes a while. A magic 

user should be able to quickly dispatch the Marionettes 
before they inflict any serious damage. 


Main Cfiaracters Only 
Have Adell throw Rozalin ahead. That way she can snipe 
the Marionettes before they even get close to her. Adell 
can watch her back if she goes after the Marionettes to 
the left or right. 


There’s only one 

enemy here, but it’s 

actually a boss with almost 

200 HP. The really annoying thing about this 
battle is that there’s a Warp and an Enemy 
Boost +50% effect covering the whole field, 
which means after every turn both you and 
the monster will be scattered around the 
map. The first order of business is to go 
after the Chests for some extra loot. Next 
up, if you luck out and get a character 


near those Symbols, destroy them. The 
Enemy Boost symbol should be top priority 
over the Warp symbol. Once the symbols 
are destroyed, the battle will be easier 

to handle. Gang up on Tink and he’ll be 
defeated in a few rounds. 


BONUSES 


Full Army 
‚ Main Char 


Destroy the Warp symbol last These Chests warp around the map, 
you appear near it. so try to get to them before Tink does. 


REWARDS 
|. Ga _ Type [ 
Exp |[ Monster Wpn 


[Goblin Claw] 


Hell Armor [unic] 
5__Mana 
37 bp 
4 Marionette NextVisits x3 | 63 Hell Armor [unic] 
4 _Mana 
Exp | Monster Wpn [The Rotten] 
4 Ghost Next Visits x3 50 Hell Orb [Common Orb] 
4 Mana 
First Visit 12 Ep 
3 Warp Symbol _x1 | 15 Hell 
Panel 3 _Mana 
First Visit 12 Ep 
3 _ Treasure Chest x2 | 15 Hell 
Panel 3 _Mana 
12 Ep 
z EemBoot smbol x1 [15 Hel 
SE Panel 3 __Mana 


Solo 
| Melee: Ignore the Chests and just focus on attacking Tink with skills. Don’t get into 
\_a counterattack war with him or you’ll probably lose. Destroy any symbol that you 

appear next to. 


Ranged: You won't be able to plan on having much space between you and Tink. 
Thankfully you'll have an easier time getting within attack range of those symbols. 
Just use basic hit-and-run tactics for an assured victory. 

Magic: This is probably the worst situation for a magic user to be in at this early 
stage of the game. Take note that there’s never a Geo Panel under the base, so 
a magic user can stay in one spot and hit Tink with a spell if he winds up nearby. 
You'll definitely need the consecutive attack bonuses. 


Main Cfiaracters Only 
This isn't too bad. Have Adell throw Rozalin towards the Symbol before she moves so that 
she can move into a position to destroy the Warp symbol first, followed by the Enemy 
Boost symbol. Tink shouldn’t be too difficult to handle now with those symbols destroyed. 


This is an ambush. 

Six enemies have 

you în a pincer formation, 

while an Enemy Boost +50% effect is covering 
the whole map. That Enemy Boost symbol 

is a pain because destroying it on the first 
turn takes two characters: one to throw, 
and one to attack. You might have a few 
area-effect attacks under your belt at this 
point, so make the most of it by throwing 
enemies into arranged patterns, so you can 
execute combos and area-effect attacks. 
You could also use magic users to try and kill 
these monsters by exploiting their elemental 
weaknesses. Back the spellcasters up with 
melee fighters to finish off the stragglers. 
Another way of dealing with these enemies 
is to toss them into the Base Panel for a 
quick capture. 


TOTALDAMAGENS3:7 


Throw the nearby enemies into a group Smash that Enemy Boost symbol 
so that you can hit all of them. with impurity. 


EQUIPMENT 

_ Type JE ne: me 

Monster Wpn [Goblin Claw] 

Armor [unic] 
5__Mana 
3 Ep 

4 Marionette NextVisits x3 | 63 Hell Armor [unic] 
4 _Mana 

p | Monster Wpn [The Rotten] 

4 Ghost Next Visits x3 50 Hell Orb [Common Orb] 
4 Mana 
First Visit 12 Ep 
3 Warp Symbol __x1 | 15 Hell 
Panel 3 _Mana 
First Visit 12 Ep 
3 _ Treasure Chest x2 | 15 Hell 
Panel 3 _Mana 
12 Ep 
z EemBoot smbol x1 [15 Hel 
EE Panel 3 __Mana 


Í Solo 

| Melee: Be sure you have a really high defense or a lot of HP before dealing with 

\_this group. It’s best to kill the Ghosts first, as they're easy to beat, and they can 
become really annoying if you leave them be. 

Ranged: Ranged characters may as well be melee ones in this fight since all the 
enemies are in your face. A ranged character tends to be more resistant to magical 
attacks than physical ones, so get rid of the Marionettes ASAP. 

Magic: You will definitely need a nicely leveled-up Imperial Seal, or something else that 
can increase your spellcaster's HP and Defense by a substantial amount. Take out the 
Marionettes first before the Ghosts, as they're the most deadly enemies here. 


Main Characters Only 
The good news is you now have a new character; unfortunately, he’s not much 
help here. However he’s better than nothing, and you'll need all the help you can 
get. Throw your newfound character over to that Geo Symbol and destroy it to 
make life easier. 


Even though there are a lot 
of enemies here, you can take 

them all on systematically because 

they won't move unless you're inside their 
move and attack range. Send a couple 
characters far to the right or left, 
but not in both directions, to 
lure the Thieves down from 
their perch. Once that side 
is clear, repeat the tactic 
on your other flank. 

That’s four enemies 
down, but now comes the 
tricky part. Those Lady 
Fighters and the Thieves 
behind them will attack as 
one whole group if you get close. The best thing to do is defeat those three 
female Fighters before you end your turn. Rozalin’s Rose Thorns is perfect, 
as is a Moth Man’s Hell Pollen. Use both those skills and increase the damage 
by using combo attacks on those fighters to easily dispatch them. Now you 
just need to deal with those three Thieves, and they’re a snap to beat. 


196,102 
64,248 
615 


Full Army 
Main Char 
{Solo 


Check each enerty's move and attack range 
of their weapon before trying to lure them in. 


Use muttiple target skills to get rid 
of those Lady Fighters. 


EQUIPMENT 
Tran nanne 


x4 


Exp [Wooden Bow] 
4 Thief x3 | 63 Hell 
4 _Mana 
60 Axe [Iron Axe] 


| 
| 


| 


Solo 

Melee: Pretty easy really: move to the left, defeat the 
Thieves, then move to the right and defeat two more. 
Now advance, to carefully draw the attention of one 
Fighter at a time. 

Ranged: In such a wide-open arena, it’s quite easy 
to fire at maximum range and only draw one or two 
enemies to your position. 


Magic: Make sure your magic user has built up their 
spells to hit things from four or more panels away and 
can hit at least three targets. At that distance you 
should be moderately safe and be able to severely 
damage if not defeat any enemy here in one shot. 


Main Characters Only 
As much of a pincushion as Adell is, he can’t stand up to 
those six enemies out in front. Go after the Fighters as a 
group of three, and don’t send Adell in alone. 


This is really bad. 
There are huge swaths of green 
panels that cover the area and they 
have DEF +50%, Enemy Boost +50%, and 
Move-1 effects. What this means is that 
even though the enemy’s movements 
are restricted a little, they’re 
very hard to kill. However, 
there’s a really dirty trick 
you can do to dramatically 
turn the tables. 
All the symbols are sit- 
ting behind Axel, and there 
aren’t any Geo Panels next 
to them. Get a character 
over to those symbols and 
destroy one of them, and 
you’ll be perfectly safe. The symbol you’ll really want to destroy is the red 
one; if you remember the order in which color chains start destroying sym- 
bols, the red one will give you the longest chain, and thus the most damage 
to everything else on the map. The trick is to arrange your throws so that 
none of your characters are standing on green panels when the chain starts. 
Have one character who can throw up to 4 panels pick up Rozalin from 
the Base Panel, then have another character pick them up in line with the 
Red symbol and start throwing. Move Rozalin so that she’s not standing on 
the green panels when she sets off the chain. This should make Axel and 
that lone Fighter easy to handle now. 


-Rewards- 


| Full Army 
Main Char 150 
Solo 200 


and let the ensuing Geo Chain 


wipe out almost all your opponents. 


TARGET LIST S EQUIPMENT 
{ | n pe_ ] _ Name _ 
44 Exp Staff [Wooden Staff] 
5 Red Skull x2 | 67 Hell Orb [Common Orb] 
5_Mana 
44 Ep Staff [Wooden Staff] 
5 __Blwe Skull xl | 67 Hell Orb [Common Orb] 
5 _Mana 
44 Bp Staff [Wooden Staff] 
5 Green Skull x1 67 Hell Orb [Common Orb] 
5 Mana 
60 Exp Sword [Broadsword] 
5 Lady Fighter x2 | 95 Hell 
5 __Mana 
76 EXp Sword [Broadsword] 
5 Warrior x1 |123 Hell Muscle [Brawny Muscle] 
5 __Mana 
153 Exp Fist [Knuckles] 
6 DarkHero FirstVisitt xt [230 Hell Valuable [Imperial Seal] 
6 _ Mana 
54 Ep Gun [Handgun] 
5 Thief Next Visits x2 | 84 Hell Glasses [Glasses] 
5 __Mana 
First Visit 12 Bp 
3 DEF +50% Symbol xl | 15 Hell 
Panel 3 Mana 
First Visit 2 Bp 
3 Ene Symbol xt | 15 Helt 
Panel 3 __Mana 
3 Move -1 Symbol x1 15 Hell 
Panel 3 Mana 


Melee: This is very difficult, but it's not so bad if you stay on a Green Panel that is 
flanked by ones that don’t have a Geo Effect. The goal is to lure the enemiesoff of © 
the Green Panels to deal with them. 

Ranged: Stay near the Base Panel and lure enemies to you while attacking and re- 
treating back to the Base Panel. The Base Panel is the only place that isn't adjacent | 
to any Geo Effects. | 

Magic: Try not to move off the Base Panel if you can help it. Getting caught with a 
Movement of 2 while being surrounded by Boosted enemies is not fun. 


Main Characters Only 
| Draw enemies to that empty line of Geo Panels past the first field of Green Panels 
‘in front of you. Rozalin can be quite useful in picking off the enemies from the area 
‚close to the Base Panel. 


Stuck in the middle 
of a swamp, you 
encounter zombies. 
Yeah, it’s real surpris- 
ing, but not half as 
surprising as the Geo 
Panel layout for the 
map. Each turn the 
panels from those 
Purple symbols will 
spread out by one. 
With an Ally Damage 
20% effect stacked 
on top of that, you'’ll 
need to destroy the 
panels fast. The sym- 


bol that is causîng this effect is on a tiny island near the edge of the map. 
You'll need someone that has an attack range of at least 4 to destroy the 
symbol and consequently this trap. The Zombies themselves are a snap to 
beat, because they won't move unless you get close to them. You can easily 
hem before they move due to the twisted layout of the map. 


ki 


Leach of tl 


Ep 
HL 
Mana 


Full Army 
Main Char 
Solo 


686 
1,008 
42 


50 
90 
120 


122,2 248,948 


44,688 73,584 
378 490 
400 500 
650 800 


1,000 1,400 


Use Rozalin’s range to destroy 


this symbol. 


the Geo Effect will 
eventually cover the whole map. 


TARGET LIST 
[el 


9B Exp 

6 Zombie x7 | 144 Hell 
6 Mana 

29 Ep 

6 aaneen Symbol _x1 | 36 Hell 
Panel 6 __ Mana 

29 Ep 

6 Encroach Symbol x4 | 36 Hell 
Mana 


BONUSES 


[Gauge Prize Lv/ 
0: 


| 4 
5 
4 6 


Melee: Think really fast. You'll need to have a movement 
of at least 6 or greater and use the Base Panel as a 
waypoint between killing each Zombie in 1 hit. Your 
goal is to clear the map before the Geo Panels cover 
everything. 

Ranged: This is really easy if you destroy the null sym- 
bol on the first turn. Afterwards, just snipe at all the 

| Zombies from across the gaps in the map. 

\Magic: Follow the same strategy for ranged attackers, 

| _ because it’s not much different if you have a magic at- 
tack range of 4or more. If you don’t have that kind of 
firepower, you really should go back and earn it. 


Main Cfiaracters Only 
| This stage is really easy if you let Rozalin destroy the 
Symbol while Adell and Tink go around taking apart the 


systematic fashion. Get rid of the three in front on the first round, and then 
sit tight and defeat the rest as they make their way towards you. 


You might think that this 
is a good levelling ground 
when you first see it, 
but it's not. This will be 
your first introduction to 
the Geo Monsters. Geo 
Monsters are basically 
Geo Symbols that move 
of their own accord 
between your and the 
enemies’ turns. Don’t 
worry too much about 
the symbols, because 
your main concern 
should be taking out 
all these Moths in a 


118,760 
43,408 
432 


50% 1 
TOTALDAMAGENS2 


A new twist to Disgaea 2: Geo 
Symbols that move. 


6 _ Messenger x2 
Exp | Monster Wpn [Pointy Bone] 
6 Messenger x4 | 122 Hell 
6 Mana 
B4 Exp [ Monster Wpn [Goblin Claw] 
6 _ Messenger x2 | 122 Hell 
6 _ Mana 
Den 2E 
yn 28 Hell 
5 Mana +50% (Al x1 Bkans 
Moves Self 
Symbol ee 
B Se le 
5 22 
Symbol 28 Hell 
5 Eep +50% ler xd 5 Mana 
Moves Self 


Melee: Nothing out of the ordinary here: just charge ahead, defeating Moths as you 
go. Bring some Faerie Dust along with you in case you get poisoned. Six or seven 
bags of Dust should be enough. 

Ranged: A Healer is a one-woman wrecking crew here. With the ability to heal, cure 
poison and inflict sizable damage, she’s the best person for the job. 

|Magic: You can’t really run or hide from Moths since they can move around quickly. 

The best you can do is to lure them into a place where they'll bunch together, then 

wipe them out with spells. 


Main Characters Only 
Make sure you bring some Faerie Dust, since that’s the only thing you'll be able to use 
to cure the poison you’ll no doubt be afflicted with. Aside from that, the Moths aren’t 
much of a threat. 


There’s nothing but Slugs 
here, so that means one 
thing: don’t attack with 
lce magic, because it’s 
completely useless here. 
In any case these Slugs 
are just slow and cau- 
tious, so it pays for you 
to be fast and aggressive. 
They have a lot of HP 
but if you can kill all the 
Slugs in the immediate 
vicinity you won’t 
get nailed with one of 
their attacks. 

Take a look at the lead 
Slug on the tree stump. 
It has a Dark Rosary equipped, which is a pretty nifty stat-increasing accessory 
at this point în the game. Try and pilfer it if you can‚ because it won’t show 
up here again when you revisit. 


220,612 419,990 


64,989 105,793 
486 625 
Full Army 90 300 550 700 850 
Main Char 150 430 750 1,100 1,400 
Solo 230 620 1,200 1,800 2,300 
j 


On your first visit, this monster 
has a Dark Rosary equipped. 


ype 


Tt won’t matter how strong pour mage 
is, because Tce magic is useless here. 


EQUIPMENT 


‘Monster Wpn 


ze ame _— 
[The Weak] 


Monster Wpn 


Hell 

9 Mana 
235 Exp | Monster Wpn [The Rotten] 

265 Hell 

10 Mana 


[The Dead] 


12 _ Vodianoî First Visit x1 [462 Hell Orb [Common Orb] 
12 Mana Valuable [Dark Rosary] 

450 Exp Monster Wpn [The Dead] 
Vodianoi Next Visits Orb [Common Orb] 


Melee: It’s pretty easy to crush these Slugs into the 
ground. Just be sure you have the power to kill each 
one quickly or you'll be hurt badly. 

|Ranged: Bow users can be impaired a little, since their 

first skill is an lce-based one. However, gun users should 

have no problems. If you keep your distance you'll be 
fine. 

Magic: A Blue Mage / Skull won't work in this area. 

Green and Red Skulls/Mages, as well as Wisemen, are 

more than welcome to take advantage of this blasting 

range. At this point, your magical attack ranges can 
be large enough that some enemies might not get the 
chance to move. 


Main Characters Only 
JMake the most out of using Tink. Have him transform 
and stay near Rozalin and Adell as you move about as 
lone group taking down the Slugs one by one. It's a bit 
slow, but it'll get the job done, and you won’t take 
{much damage. 


BONUSES 


Yeah, you're not 
supposed to win this 
battle. To lose this 
battle, earn a Game 
Over by getting all your 
characters killed, Do 
this easily by throwing 
your characters over 
to Etna and let her 
take care of them. On 
a second playthrough 
it’s entirely possible 
to clear this map, but 
only do so if you're 
looking for a quick 
ending to the game. 


4,128,325 
13,576,581 
1,220 


8,405,743 
11,775,313 
2,550 


3,880 


12,907,158 
37,547,465 


21,445,108 
42,963,010 
6,540 


16,933,456 
4,993,691 
5,210 


70,000 
95,000 
150,000 


If yowre going to lose anyway, why 
not grab sorne extra Treasure. 


A 1% chance is better than nothing. 
Try to steal Etna’s equipment. 


EE 


[Goblin Claw] _ 


22 Pvt. Prinny FirstVisit x10 900 Hell 
21 Mana 
Fist vi BSE el] vale estament] 
irst Visit „567, e uable estament: 
ek 1,000 Mana Armor [Brgandine] 
Shoe [Falcon Shoes] 
186 Exp | Monster Wpn [Goblin Claw] 
9 Messenger NextVisits Xx5 224 Hell Orb [Common Orb] 
2 Mana 
369 Exp | Monster Wpn [Wolf's Fang] 
Ahl Watcher _NextVisits x1 400 Hell Armor [Buckler] 
Ll Mana Orb [Common Orb] 
First Visit 59 Exp 
9 Treasure Chest x3 66 Hell 


Mana 


EGP) 


When you take a peek 

back at this area, you'll 
find that it’s populated 

by Moths. The only thing 
making this battle dif- 
ficult is the maze-like 
terrain of the area. If you 
go one way, the Moths 
will sometimes take a 
longer route to reach you 
and you'll end up having 
to chase after them. To 
avoid this annoyance, 

throw a group of charac- 
ters over to one side of 
the map while the other 
marches and/or throws 


characters towards the 
group of enemies. Long-range attackers, such as magic, bow, and gun users, 
are a boon in this twisted place. 


ills | + 5 
174,121 351,305 


52,754 85,988 
520 
) 
Main Char 140 350 500 700 1,000 
Solo 200 530 750 1,200 1,600 
} 


Throw characters across the gaps to 
reach the monsters quickby… 


and use ranged skills to 
take them down. 


TARGET LIST REWARDS EQUIPMENT 
Lvl ]__Class Tag ___[Num.)__Amt [ype Name 
1,276 Monster Wpn [Goblin Claw] 
22 Pvt. Prinny FirstVisit x10 900 
22 
Fist vi Ber diabe — esamend 
irst Visit „567, uable estament: 
1000 Beauty Queen ‚sos Gain 7 | 1,000 Armor [Brgandine] 
Shoe [Falcon Shoes] 
186 Monster Wpn [Goblin Claw] 
9 Messenger NextVisits x5 224 Orb [Common Orb] 
9 
369 Monster Wpn [Wolf's Fang] 
Al Watcher Next Visits xt 400 Armor [Buckler] 
11 Orb [Common Orb] 
First Visit 59 
9 Treasure Chest x3 66 
9 


Solo 

Melee: Use a Marionette here because they're immune to 
poison, which the Moths use a lot of. Chasing down the 
Moths isn’t too difficult, as they'll do most of the work for 
you with their large movement radii. 

\Ranged: Bow and gun users are best suited to this sort of 

| twisted terrain, especially a Healer with a bow. As always | 
when dealing with Moths, bring Faerie Dust if you don’t 

| have Espoir. 

\Magic: Mages are pretty decent here, so long as youstrike | 

| __from a distance across the gaps in the terrain. Be careful 
not to let the Moths get too close to you, because using hit 
and run tactics is where it’s at. 


| Main Cftaracters Only 
| Tink and Rozalin are incredibly useful here. Tink has a really 
|large move range, with an equally nice Sonic Roll attack, and 
|Rozalin's use of the Gun will make Moth hunting a snap. 


) 


A fairly large 
group of enemies are 
sitting on the other end of 
a bridge from where you 
are. Unfortunately there’s 
a Geo Effect in place that’s 
preventing you from using 
ranged attacks on the bridge, 
which means you can only 
hit enemies standing 
right next to you. You 
can, however, destroy the 
symbol that’s producing 
this effect from your 
side of the river, as it’s five 
panels away.… which is 
within a gun’s range. Getting 
a character to destroy the 
symbol on the first turn will 
even things out for you. You could try and place the Exp +50% symbol on 
the red panels nearby by throwing a character across, but it'll become too 
complicated, as the enemies will move away from the bridge 
and those Geo Panels. With the ranged attack restriction 
lifted, move in with Mages and ranged attackers to quickly 
deal with the enemies as they move down the bridge. The 
new Flora Beast monster here is worthy of capturing. 


236,970 
74,684 


478,934 
121,968 
830 


Exp 
HL 
Mana 


Full Army 
Main Char 


prevents Rozalin’s has the range to destroy 
this Skull frorn attacking. the symbol causing that effect. 


Class 
8 _ Petite Orc x4 | 187 Hell 
8 __Mana 
105 Ep 
8 Ghost x2 132 Hell 
8 Mana 
239 Exp 
9 _ Orc Captain x2 | 290 Hell 
9 __ Mana 
208 Exp 
10 _ Alraune x2 | 234 Hell 
10 _ Mana 
29 Exp 
6 ie Range smbol xt | 3 Hel 
ttacks Panel 6 __Mana 
29 Ep 

Exp +50% 


Melee: There's not much to say here, since you're restricted to only using Melee attacks 
anyway. A Fist is the best weapon for this stage due to their increased countering rates. 

Ranged: It’s next to impossible to use a bow here. The symbol producing the 

ranged attack ban is out of range, and getting into a melee is not good. Gun users, 

however, have it better, as they can destroy the symbol and pick off the enemies as | 

they cross the bridge. 

Magic: Magic users are at their best here. They can destroy that annoying Geo 

Symbol, and they can hit multiple enemies easily along this narrow bridge as the 

enemies move across it. 


Main Characters Only 
Use Rozalin to destroy the symbol, then send Adell and Tink along the bridge. Rozalin 


There’s a Geo Monster 

here that will move an ATK 
+50% effect to either the 
red or the yellow panels. 
You can either prepare to 
deal with the randomness, 
or use a long-range attack 
to destroy the Geo Monster 
and the panels it's resting on. 
The enemies will not move until 
you come within their attacking 
range. 
Note that the starting 
positions of the monsters are 
all arranged neatly for either a 
four or five-panel attack, which 
is well within a mage’s sphere of 
influence. Attack from Long range 


and defeat each group before they 
get a chance to move. While you're at 
it, enslave one of the local Rocs. 


Full Army 
Main Char 
Solo 


167,665 


419,679 


826,125 
HL 63,752 121,383 197,415 
Mana 930 1,195 


1,200 
2,100 


jn nn 
elecui Shack k 
jk ef n 


An Aqua Dernon’s Electric Shock 
attack is very useful on this stage. 


Either leave this symbol afone to 
allow it to move or destroy it. 


TARGET LIST REWARDS 


[Dragon Blade] 


Beast Tamer xl | 265 Hell Armor [Leather Jacket] 
10 Mana 

286 Exp Sword [Dragon Blade] 

Beast Tamer xl | 309 Hell Armor [Leather Jacket] 
11 _ Mana 

286 Exp Bow [Silver Bow] 

Beast Tamer xl | 309 Hell Armor [Leather Jacket] 
11 _ Mana 

349 Exp Axe [Primitive Axe] 

Beast Tamer xl | 357 Hell Armor [Leather Jacket] 
12 __ Mana 
186 Exp 
Cockatrice x2 | 224 Hell 
9__ Mana 
35 Bp 
Cockatrice x2 | 265 Hell 
10 Mana 
235 Exp 
Petite Orc x2 | 265 Hell 
10 _ Mana 
286 _ Exp 
Petite Orc x3 | 309 Hell 
11_ Mana 
Ea 
Symbol 5 Hell 
ATK +50% al xl Mana 

Moves Self 


| Melee: Don’t attract the next group to your location until you've dealt with the group | 

before it. Dealing with half a dozen enemies at once is very risky unless you're 

dramatically overleveled. 

Ranged: This can be a little difficult, as you'll no doubt be incurring damage as you 

attack. The best thing you can do is stand on panels that you know won't have an 

‚__ATK +50% effect when the enemy’s turn rolls around, because generally the effect 
alternates between yellow and red panels each turn. 

Magic: If you have spells that can target at least a five-panel area, ideally a Geo 
Master with Star magic, you'll be in good shape to wipe out a group of monsters in 
one shot. 


Main Characters Only 


‘Since you have three characters, chances are you can probably kill off all three en- 
emies in a given group in one turn. If not, use Adell as a meat wall while Rozalin and 


jiink, in his red form, attack side by side. 


This battle will 

introduce you to a new, 

and very annoying, effect in 

Disgaea 2. The enemies 

will stay where they 

are until you ap- 

proach, but their 

levels will increase 

by 10% after every 

turn. Fortunately, the 

symbol governing this 

effect is on top of the 

nearby cliff. Destroy it 

on the first turn before 

the enemies get too 

strong for you to handle. 
The best way to deal with 

the Felynns is to use Adell and a Sinner to slowly move along the bridges and 

goad the Felynns into a counterattack, while ranged characters positioned 

behind them finish off what they can't. Prepare for any emergency healing 

that might have to be done by bringing in a Geo Master and a Healer, as this 

battle can be rather dangerous. Capture one of the many Felynns here for 

your collection. 


100,801 
38,612 


406 


252,433 
73,561 
568 


Full Army 110 300 450 600 
Main Char 430 700 1,000 
950 1,500 


489,474 
119,675 
730 


G 
au 


ES Ì 
TOTAL DAMAGE 6 


Hearing that Level Up chime will make 


Lure the Febynns onto the bridge so 


you furry to destroy the Geo Symbol causing it. that they can be deatt with easily. 


Type | pe 
Monster Wpn Claw] 
10 _Nekomata x7 
Spear [Naginata] 
12 Beast Tamer x1 
Enemy Lvl Up 
9 10% Simbel xl 


Á Solo 

| Melee: Destroying the symbolis of course top priority, 

|__butit’s better to lure the Felynns onto the bridge for 
one-on-one fistfights. 

Ranged: After destroying the symbol, tread very care- 
fully. The Felynns will get the jump on you if you move | 
in too fast, and will attack from outside your range. Try 

| your best to bring one out at a time onto the bridge so 

you don’t get surrounded. 

| Magic: Magic attackers can shine here if they have a 

range of seven panels. With that sort of reach, they 

can freely blast the Felynns without drawing any of the 

others near you. 


Main Characters Only 
Get Tink to destroy the symbol on the first turn by 
throwing him directly from the Base Panel before you 
command him to move. After that, use Adell to draw 
the Felynns to him on the bridge, with Rozalin providing 
support fire. 


This will turn into a 
long and complicated 
battle that puts 
together everything 
„you've learned up until 
this point. The map is divided 
into two sections, with Geo Effects 
splitting the map into zones on 
“one side, and with all the Geo 
Symbols producing these effects 
on the other. Throw about three 
st characters across the chasm to 
manipulate the effects and defeat 
the two Thieves guarding them. 
ke; Before you really begin to 
tackle this map, you'll need to 
throw those three Geo Symbols 
sitting on the other side of the 
map onto different colors to create 
“the most desirable arrangement of 
effects, Throw the blue symbol onto the 
purple panel, the aqua symbol onto the green 
panel, and the green symbol onto the aqua panel. When that’s done, slowly 
push your army forward by taking out the lines of defending enemies in 
front. Once they’re all gone, get within Axel's attack range to lure him out 


of the Invincibility Geo Effect. Trap him on the bridge for an easy win. 
R 
Ù E mal 4 ĳ IE Ì Bills 

fi Exp 4,783 59,41 223,909 557,563 842,899 
JEE 4,864 30,752 78,948 149,452 242,262 { 
[Mana 130 370 610 850 1,090 5 
En _ a Ll 

{Full Army 150 700 950 df 
Main Char 250 1,200 1,600 
[Soto 350 1,800 2,600 


$ 


selec tuavir (args & recon TOTAL DAMAGE 24 


Get someone across the gap to move Lure Axel out onto the bridge and keep 


those symbols to the other Geo Panels. him there with attacks like Tiger Charge. 
TARGET LIST 
Lvl Class HE n.|Amt] Gain | p ame_ 
208 Exp Sword [Rapier] 
10 Thief x2 [234 Hell 
10 _ Mana 
410 Exp Bow [Long Bow] 
12 Rogue x2 |420 Hell Glasses [Common Glasses] 
12 Mana 
511 Ep Spear [Pike] 
12 Heavy Knight x2 [525 Hell 
12 _ Mana 
349 Exp Fist [Double Slap] 
12 _Togabito x2 [357 Hell 
12 Mana 
410 Exp Bow [Silver Bow] 
12 Rogue First Visit x2 [420 Hell Glasses [Common Glasses] 
12_ Mana 
1,007 Exp Fist [Beat Down] 
14 DarkHero FirstVisit x1 |952 Hell Valuable [Imperial Seal] 
14 _Mana 
349 Exp Fist [Knuckles] 
12 _Togabito NextVisits x2 |357 Hell Armor [Leather Jacket] 
12 _Mana 
672 Exp Axe [Hammer] 
16 Warrior NextVisits xl |581 Hell Glasses [Common Glasses] 
16 _ Mana Muscle [Brawny Muscle] 
41 Ep 
8 _NoLifiting Symbol xi | 55 Hell 
Panel 8 __Mana 
AT Ep 
8 Invincibility Symbol x1 55 Hell 
Panel 8 __Mana 
AT Ep 
8 No Entry Symbol x1 55 Hell 
zach 8 Mana 
7 Ep 
10 DEF +50% Symbol xt | 78 Hell 
Panel 10_ Mana 
B Bp 
10 _ ATK -50% Symbol xl | 78 Hell 
Panel 10 _ Mana 
73 Exp 
10 _ DEF -50% ue x1 | 78 Hell 
anel 10 _ Mana 


Melee: This map is impossible to complete without at least someone throwing you 
across the gap to reach those Thieves, getting rid of the No Entry barrier, and 
having another character throw you back across the gap to defeat the rest of the 
enemies. 

|Ranged: Much like soloing this map with melee characters, you can't complete it 

without another character throwing you back and forth across the chasm. 


Magic: If your magic user can hit things from up to seven panels away, you're 
golden. You won’t need to have someone throw you across to destroy the No Entry 
symbol, and at that distance, the enemies won't move towards you if you can 
target them. 


Main Characters Only 
Use Rozalin to deal with the Thieves and manipulating the Geo Symbols while Tink and 
Adell push forward to deal with the enemies. It would be a waste of power to have 
Adell relegated to moving Geo Symbols. 


—… c& 


Although there are a lot 
of enemies, with the 
strongest of them at 
the back, you can’t 
dawdle because the 
Encroach effect 
will cause the En- 
emy Boost +50% and 
Heal 20% effects 
to cover a large 
portion of the map. Your 
best option is to quickly clear 
a path through those Ghosts and 
Orcs in front of you so that you 
can destroy the symbol producing 
the Encroach effect. With the 
Encroach effect gone, your next 
task is to get rid of the Enemy 
Boost effect. Leave the Heal effect in place, as you'll need it for dealing with 
the stronger enemies on this map. Catch a Succubus here if you’re able to; 
you know the men in your army want one. 


339,828 842,917 1,029,955 
112,691 212,402 343442 
968 1,344 1,720 


em’ 


Heal 206 
Enemy Boost + 50% 
Eneroach, 


The Geo Effects will spread outward Move in to destroy that Enemy 
from this symbol every turn. Boost +50% symbol. 


EQUIPMENT 


pe — 
538 Exp | Monster Wpn 


_ [Goblin Claw] 


13 Orc Captain x2 | 528 Hell 

13 _Mana 

417 Exp | Monster Wpn [The Sacrifice] 
13 _ Boggart x4 | 408 Hell 

13 _ Mana 

A7 Exp 
13 Petite Orc x4 | 408 Hell 

13 Mana 

435 Exp | Monster Wpn [The Sacrifice] 
14 Empusa x3 | 408 Hell 

14 _ Mana 

435 Exp | Monster Wpn [The Sacrifice] 
14 __Alraune x2 | 408 Hell 

14 _ Mana 

1,064 Exp | Monster Wpn [Wolf’s Fang] 
16 Head Orc xl [923 Hel Muscle [Brawny Muscle] 


16 __ Mana Armor [Light Armor] 
\ 73 Exp 
10 Heal 20% Symbol x1 718 Hell 
! Panel 10 Mana 
LEN) 
zo EnemyBoost smbol xl |78 Hel 
5 Panel 10_ Mana 
73 


10 _Encroach 


Upon first entering this map, 
you’ll notice a few features. 
All the enemies 
are neatly lined 
up in rows 

of three, 

and there’s 

a couple 
beneficial 
Geo Symbols 
that can 

be thrown 
onto panels 
nearby which 
will reinforce 
the area around the Base Panel. The two groups of Orcs nearest the Base 
Panel can be defeated easily by using Skulls and Mages on == 
the first turn. Afterwards you can apply the Geo Effects to 
the panels surrounding the Base Panel. Then you can start 0 7 
luring the enemies into a trap with your boosted characters 1- 5 
on Geo Panels laying the smack down. En á 


_-Rewards- 

5 Bills il [5 Bi 0 Bills 

297,858 854,214 

296,148 

1,320 

FullArmy 150 320 550 750 950 Ì 
Main Char 200 450 850 1,200 1,500 e 
Solo 320 660 1,200 1,900 2,600 R 
el 


a, 


Magie spells can be highby effective Get characters across that small gap 
against these Orcs. to place the Geo Symbols on the panels. 


EQUIPMENT 


__ == 
492 Exp | Monster Wpn [Paw Glove] 
14 Petite Orc x3 [462 Hell 
14 Mana 
492 Exp [| Monster Won [Pointy Bone] 
14 Petite Orc x3 462 Hell 
14 Mana 
635 Exp [ Monster Wpn [Goblin Claw] 
14 Orc Captain x3 | 598 Hell 
14 _ Mana 
635 Exp | Monster Wpn [Wolf's Fang] 
14 Orc Captain x3 [598 Hell 
14 _ Mana 
59 bp 
9 _ ATK+50% Symbol x1 | 66 Hell 
9 __Mana 
59 Bp 
9 _DEF+50% Symbol x1 


Í Solo 

Melee: Having a high number of counterattacks can help a lot on this stage, because 
there are many enemies close to the Base Panel. Fist fighters are ideal. 

Ranged: Move to the purple panel that's adjacent to the ATK +50% symbol and throw 
it two panels to your left, as if you were facing the symbol from that panel. Since 
all the enemies here are melee attackers, you'll only get attacked by one enemy at 
a time if you stay on that purple panel. 

Magic: Magic users that have learned Star Magic are incredibly effective in dealing 
with groups of enemies with differing elemental resistances. They'll find their first 
real use here on this stage if they maneuver around and defeat the Orcs in groups 
of three without drawing their attention. 


Main Characters Only 
This isn’t too terribly difficult now that you've got four characters to work with. Still, 
moving the Geo Symbols into place does make things a little easier. 


Before we get started, 

don’t think of using any 

Wind-based attacks. 

This is the first, and by no 

means the last, of the really maddening 

Geo Panel puzzles in the game. 
At first glance, it looks 

like a very easy map, but 

once you realize that you 

can’t move the Invinci- 

bility symbol off with- 

out first getting rid of 

the No Entry effect and 

that you can’t get rid 

of the No Entry effect 

by lifting up the symbol, 

you’ ve got no choice but 

to release the hounds by 

destroying the No Entry symbol. Since 

the Wolves will move off the pedes- 


tals, you can use the Invincibility effect 
to your own advantage. You won’t be able to use any skills, but that won’ t mat- 
ter when the wolves start to surround you. A quicker method for battling on the 
second turn is to throw them into a four-panel arrangement for all your magic 
users to come out and blast them with spells. Don’t give Axel the attention he 
craves; he’s just here for show and you don’t really need his help. mT 


[Gauge] Prize Lv | 
5 


This is also a good place to capture your first Wolf. 
Note: The Geo Symbols will be removed upon revisiting. 


276,376 
119,380 
520 


Main Char 


Destroy the yellow symbol that's here No matter how hard the wolves try, 
to release these Wolves from their frrison. they can't harm an invincible magic user. 


TARGET LIST 


EQUIPMENT 


Class Ti Name — 
888 Ep | Monster Wpn [Stimy Membrane] 
18 Cu Sith x4 [714 Hell 
18 __ Mana 
Exp [Playful Punch] 
20 Dark Hero FirstVisit xl | 506 Hell Armor [Leather Jacket] 
Neutral 20 _ Mana Valuable [Devil Ring] 
First Visit 7 Ep 
10 _ Silence Symbol xl | 78 Hell 
Panel 10 _ Mana 
First Visit 73 Exp 
10 Invincibility Symbol xl | 78 Hell 
Panel 10__Mana 
First Visit 7 Ep 
10 No Lifting Symbol xl 78 Hell 
Panel 10 _ Mana 
First Visit 73 


‚Melee: This place is ideal for melee characters. They'll be a one-man army if you 
destroy the No Entry symbol first, and sit on the Invincibility panel afterwards. 

Ranged: Ranged attackers are the best character type for a solo run on this stage. 
Once they are safely on the Invincibility Panel, they can freely attack the Wolves 
from afar, 

Magic: This isn't the best type of character to use, and you'd best not use a Wind 
magic user here. Unfortunately, there's no trick to soloing this map with a magic 
user except being strong enough to take out each of the Wolves in one or two hits. 


Main Characters Only 
Start by having Rozalin destroy the No Entry symbol, and then end the turn to let the 
Wolves move off the pedestals. Now you just need to gang up on the Wolves as they 
move towards Rozalin. 


There are a lot of fairly 
powerful enemies around 
here. It’s a good thing that 
you're able to control how 
the Al moves around on 
this map; the No Entry 
effect makes a large 
chunk of the map a 
network of one-way 

paths. You can almost 
always face the direction 
an attack is coming from 
to maximize dodging, and 
since there’s a lot of Orcs 
here they only get to attack 
one character at a time, 

Be careful not to stand in places where the paths connect or you”ll wind 
up getting surrounded. Also make sure that it’s impossible for an enemy to 
sneak up and attack a character from behind. Keep your backs to the Base 
Panel, because monsters can't walk over or stop on it. You 
should try to stay about eight or nine panels away from 
all the Wolves, or else they'll join in and make a mess of 
things by breaching your formation. 


131,018 481,672 1,060,685 | 1,050,527 
56,663 141,752 265,179 426,949 
692 1,118 1,544 1,970 


Full Army 170 350 550 800 1,000 
Main Char 250 500 800 1,200 1,500 
730 1,200 2,000 2,700 


TOTAL DAMAGE 1245 


TARGET LIST 
las: Tag 


Dont stand on the interseeting paths, 
as that's a quick way to lose a character. 


Don’t attack the wolves with, 


wind-elemental attacks. 


EQUIPMENT 
NE 


Lvl] ___INum.|Amt] Gain | el 
672 Exp 
16 Petite Orc x4 [581 Hell 
16 Mana 
672 Exp | Monster Wpn [Goblin Claw] 
16 Petite Orc x2 [581 Hell 
16 Mana 
1,147 Exp | Monster Wpn [Wolf's Fang] 
18 Orc Captain x1 |924 Hell 
18 _ Mana 
594 Exp [| Monster Wpn [The Dead] 
16 _ Alraune x4 | 513 Hell 
16 _ Mana 
672 Exp | Monster Wpn [The Dead] 
16 _ Boggart x2 [581 Hell 
16 Mana 
888 Exp | Monster Wpn [Wolf’s Fang] 
18 Cu Sith x2 [714 Hell 
18 _ Mana 
1,145 Exp | Monster Won TWotf's Fang] 
20 Cu Sith x1 [860 Hell 
20 Mana 
149 Ep 
14 _No Entry Symbol xl | 136 Hell 
Panel 14 _Mana 


Solo 


Melee: This is actually quite easy. All you need to do is make sure to always face the 
direction the majority of attacks will be coming from and stay out of intersections. 
Ranged: This can be a lot of fun, since you can nail enemies from across opposite 
paths, and the enemies will mostly stand still as you fire from long range. 
| Magic: Don’t use Wind Magic here while the Wolves are present. That said, you'll 
have a very easy time blasting enemies from long range. Keep your back and sides 
covered while casting spells from as far away as possible. 


Main Characters Only 
Rozalin and Adell can really tear things up here, so let them do most of the attacking. 
Tink and Hanako can be used either as support or just to cheer from the sidelines. 


Rule #47: When an 
opponent speaks 
emphatically about being 
invincible, you know they’ve 
got some massive compensation 
issues going on. Resist the urge 
to defeat this phony long 
enough for your Thief to 
pilfer his unique (albeit 
weak) equipment. 

Be sure to have a Healer 
on hand to counteract those 
Thieves’ status effect 
abilities, and be sure 
that when you attack a 
target, you kill it on the 
same turn. The Healer here is 
quite overpowered and has a lot of HP; leave her 
until last so that you don’t spend several turns 
getting attacked by the other opponents. Once you’ ve grabbed the Hero’s 
equipment, steal the Healer’s Muscles to make defeating her a bit easier. 


251,574 504,088 570,580 
75,320 117,892 227,188 
550 760 970 


Full Army. 
Main Char 


You’ve only got ont 
the Hero’s unique equifprnent. 


[44 Maenum] 
Jijo Outit] 
[Psycho Orb] 


[Cardinal Staff] 
Jijo Outit] 
Psycho Orb] 


Din, 


layful Punch] 
Jijo Outit] 
Binoculars] 


x1 


[Naginata] 
Binoculars] 
[Binoculars] 
[Binoculars] 


xl 


[Elven Bow] 
Jijo Outit] 
Psycho Orb] 


x1 


Playful Punch] 
Jijo Outit] 
[Psycho Orb] 


x1 


Battle Axe] 

[Kung-Fu Muscle] 
[Kung-Fu Muscle] 
[Kung-Fu Muscle] 


xl 


[Supremacy] 
[Almighty Armor] 
[Maxi Sandals] 


x1 


[Shamshir] 
[Traveler Mantle] 


Melee: Use a Marionette on this stage, and defeat those Thieves first. Status attacks 
are quite annoying when you're fighting solo, but Marionettes are immune to them. Lí 
After the Thieves are done, go after the mages. 

Ranged: Thieves are, of course, perfect here. You shouldn't get too close to those 
enemy Thieves or they’ll stick status effects on you. It’s best if you have a very 
large Move range on this stage. 

‚Magic: Wind or Star magic users are best here. Since the enemies will tend to clump 

together all on their own, it makes them easy targets. 


Main Characters Only 
{This is pretty much a free-for-all, now that you have a total of five characters to work 
(with, but Taro isn't especially remarkable at the moment. Use Rozalin and Tink to 
\take out those Thieves from long range in one hit, to avoid getting stuck with status 
(effects later. 


Now here’s a complicated Geo 
Puzzle, but we're here to tell 

you the solution to it. You” ll 

need to destroy that red symbol 

to get a full Geo Chain and clear 

the map of all Geo Panels while 
inflicting some damage on 
everything. 

To avoid annihilating your 
own troops in the process you’ll 
need to bring out a Geo Master, 
and he must be able to hit 

something from seven panels 
away at the least. A casting 
range of five, plus an area ef- 
fect of two, should do the trick. 
The closest positions that you can do this from, 
without doing a complete circuit of the map by 

following the No Entry panels, are the green panels closest to the Geo Master 
boss and the Base Panel. Be aware that once the Geo Chain is complete your 
Geo Master will be left vulnerable to the Marionettes, so bring out your army 
to deal with them. This would also be a good place to capture a Marionette 
and improve the one you might already have. 


423,817 650,582 740,812 


113,183 210,672 338,205 
610 1,070 
Full Army 250 550 900 1,300 1,500 
Main Char 350 700 1,200 1,800 2,100 


Solo 600 1,200 2,000 3,200 4,000 


This is the Geo Symbol you 
need to destroy. 


The best place to destroy the symbol 
is from this highlighted panel, 


1,044 Exp | Monster Wpn [Wolf's Fang] 
18 Killer Puppet x7 [840 Hell 
18 _ Mana 
3,684 Exp Staff [Cardinal Staff] 
24 Geo Master FirstVisitt x1 |2,457 Hell Armor [Traveler Mantle] 
24 Mana Orb [Psycho Orb) 
1,267 Exp Staff [Cardinal Staff] 
24 Druid Next Visits x1 | 842 Hell Armor [Traveler Mantle] 
24 Mana Orb [Psycho Orb] 
Ally Damage 7 be 
1 20% Symbol x1 6 Hell 
Panel 1__Mana 
First Visit VE 
1 Silence Symbol x1 6 Hell 
Panel 1__Mana 
7 Exp 
1 No Lifting Symbol xt 6 Hell 
Panel 1_Mana 
First Visit 7 Exp 
1e ness en K6 Hel 
emoe Panel 1__Mana 
First Visit 7 Exp 
1 hen Symbol sx | 6 Hell 
Panel 1_Mana 
First Visit 7 Exp 
1 No Entry Symbol x1 6 Hell 
Panel 1__Mana 
First Visit 7 Exp 
1__Invincibility Symbol x1 6 Hell 
dane 1__Mana 


Solo 

Melee: It’s a very long and boring path to the red symbol. It’s a one-way trip if you 
follow the No Entry barrier around the map. You'll be defeating nearly all the Mari- | 
onettes as you progress. Just watch out for No Close Combat panels. | 

Ranged: This works out in much the same way as when you're soloing this map with 
a Melee character, except you may get some free kills by firing through No Entry 
panels. Look for those spots, and lure a Marionette to them. Watch out for No 
Ranged Attack panels. When you destroy the red symbol, stand on a yellow panel. 


Magic: Employ a Geo Master to get through this map with ease. Even without one, 
be sure to move from Invincibility panel to Invincibility panel. Be careful not to stop 
on any Silence or No Ranged Attack panels. 


Main Cfiaracters Only 
It’s quite easy to defeat all the Marionettes as you wind your way to the red symbol, if 
you keep characters off certain panels. Be sure to maneuver the weaker ones through 
Invincibility panels, and ensure that everyone is on a yellow panel when you initiate 
the Geo Chain. 


There’s nothing here 
but Succubi, Felynns, 

and Flora Beasts. You’ll 
also need to watch where 
you step, as there's Geo Panels 
covering the entire map. It’s 
best to leave the symbols 
alone, as there are some 
beneficial effects that you 
can use to make this battle 
easier. You should launch 
attacks either from ATK or 
DEF +50% panels, while the 
enemies are standing on any 
of the other panels except 
for Evade. If they’re not 
standing on a desirable panel, 
either knock them off of it with a Fist skill, or 
Throw them. When things are looking bad, always 
retreat to an Evade panel; if you can’t reach one in time, go to the nearest 
DEF +50% panel. Since there are a number of new high-level enemies, try 
and capture one of each to add to your collection. 


-Rewards- 
d TE 


WE: 


145,810 527,615 669,566 807,306 
12,126 133,365 247,494 396,627 
416 912 1,160 


You can score another Dark Rosary from 
this Prophet, Gut she/ll onby appear once. 


Use fist skills to knock your opponents 
off of Geo Panels. 


EQUIPMENT 

20 _ Cait Sith x2 (1,113 Hell 
20 Mana 
1,346 Ep 
20 Lilim x3 [1,012 Hell 
20 Mana 
1,700 Exp 
22 Nemophilia x2 1,200 Hell 
22 Mana 

Fist Riet nel amor Toet 

irst Visit / el rmor lijo Outit 

an dn 1 F4 Nana Orb [Psycho Orb] 

Valuable [Dark Rosary] 

1,792 Ep Bow [Elven Bow] 

24 Beast Tamer NextVisits x1 1,193 Hell Armor [Jijo Outit] 
24 Mana 
232 Ep 
17 A Demen Symbol _ xt | 190 Helt 
Panel 17 _ Mana 
232 bp 
17 _ DEF +50% Symbol x1 [190 Hell 
Panel 17 _ Mana 
232 Ep 
GEA Silence Symbol xl [190 Hell 
Panel 17_ Mana 
232 Exp 
17 Evade me xl [190 Hell 
el 17 _ Mana 
232 Ep 
17 _ ATK+50% Symbol xt [190 Hell 
Panel 17 _ Mana 
232 bp 
17 Warp Symbol xl [190 Hell 
Panel 17 _Mana 


NE 
Ad 


CHEN 


Melee: If you’re strong enough to kill any of these enemies in one hit, using the Warp 
panels is a great way to get the jump on an opponent. Lure enemies onto Silence 
panels to keep them from using beneficial effects against you. 

Ranged: You'll need exceptionally high DEF and RES stats to avoid getting surprised 
by warping enemies. Always attack exclusively from Evade panels to maintain your 
defense. 


Magic: Magic users should always attack from Evade panels, as no place is safe here 
on this map. A good evasion is a must for low defense characters such as these, so 
try to boost their SPD by equipping some shoes. 


Main Cfiaracters Only 
There's nothing unusual here for the main characters, but it does pay for Adell, Tink, 
and Taro to attack from Attack +50% panels, while Rozalin and Hanako move around on 
the Evade panels. As with the army strategy, don’t attack an enemy if they’re sitting 
on a beneficial panel. If they are, look for another target that isn’t, or get someone to 
move the monster. 


It's a game of Ten Prinnies. 
The object: throw the ball 
- the black Prinny — at the 
other Prinnies for a strike to 
detonate them. When you revisit 
this stage, the black Prinny will 
no longer be here; instead 
there’ll be a No Lifting effect 
covering the map. In that 
case, march out a line of Prin- 
nies that are spaced two panels 
apart to act as a “timed fuse” 
of sorts, so that when you 
throw a Prinny from the Base 
Panel, the chain of explosions 
will reach the mass of Prinnies 
at the other end of the map. 


623,777 | _ 761981 


239,580 383,724 
1,298 1,650 
Full Army 150 350 550 750 950 
Main Char 250 550 800 1,000 1,300 
Solo 800 1,600 2,500 4,500 7,500 


Toss the ball here for an 
impressive strike. 


First it was baseball. Now it's 
bowling for Prinnies. 


EQUIPMENT 


22 Pvt. Prinny 


22 Prinny First Visit xt 


First Visit 
Symbol x1 
Panel 
Next Visits 
18 No Lifting Symbol xl 
Panel 
Next Visits 
18 Exp+50% _ Symbol xl 
Panel 


4g Enemy Boost 
x3 


Melee: There's nothing special here. You just need to create a chain reaction of 
exploding Prinnies. 

Ranged: That Enemy Boost x3 effect is kind of useless when you think about what 
you're supposed to do for this stage. 

Magic: Be careful not to get caught in the ensuing Prinny explosion, because Magic 

users have short throwing ranges. 


Main Characters Only 
It’s just like fighting with an army, except that only two characters (Adell and Rozalin) 


& 


\ 
' 


At the start of this episode, 
you’ ll need to talk to Etna, 
who’s by the pool, to begin 
the first stage. On this stage, 

you’ll be introduced to a new 

Geo Effect: Disperse Damage. 

This effect will add additional 
damage, or healing, to every- 
one else who’s standing on 
the same color panel as the 

target, and divide it up evenly 

among them. Since the entire 
map is covered in red panels, 
bring out at least a Healer or 
two so that you can always 
fight every round with fully 
healed troops. 
There’s only one enemy here, so if you keep 

ganging up on her from behind you should be fine. 

Try not to keep your troops lined up, as she can hit more than one target at 
the same time with a Blade Rush. If you're looking to speed things up and 

you’re getting annoyed by this mini-boss’s evasiveness, get a character over 
to the Evade symbol and destroy it. 


Note: You can't return to this map once it is cleared. 


145,290 
45,368 
104 


175,606 
83,520 
142 


220,094 
133,224 
180 


Main Char 
Solo 


2,100 
4,000 


Base Panel: Seloct unit with B 


You must talk to Etna in order The Disperse Damage effect also 
to begin Episode 7. works for healing magic. 


___ EQUIPMENT — 


[Katana] 
[Black Outfit] 
[Cross-Trainers] 


16 Evade Symbol xl 


16 No Lifting Symbol x1 


Panel 20 _ Mana 

: 341 E 
1e DSPere symbol xt |253 Hel 
amage Panel 20 Mana 


Melee: The best character to use here is actually Taro. He has an ability that can heal | 
himself, so boost his RES stat. That way, he can attack solely with Counters. 

Ranged: A Thief is your best bet, because you can inflict status ailments on your op- 

ponent. Sticking the boss with poison will make this an easy battle, especially if the 

Thief has really high SPD. 

Magic: It isn't the greatest type of character to use here, but the Geo Master is the 

most sturdy of the bunch. Have some SP Heal items on hand in case you run out of SP. 


Main Characters Only 
Taro will be your anchor for this battle. He's the only character who has a healing 
skill, and is the sturdiest with a lot of HP and counterattacks. Buff Taro up and keep 
him up front, while the other characters support him. 


The Prism Rangers have 
landed! Fortunately, they’re 
all reasonably easy to take 
care of. They're all standing 

on their respective Geo Panel 

colors, each one of which 
confers different effects. The 
purple panels, which have 

an Ally Damage 20% effect, 
should be avoided at all costs. 

As long as you systematically 

concentrate on taking out 

one Prism Ranger at a time 
on every turn, you might 
not even suffer a scratch, 
as none of them will move 

unless you get close to them. 


Note: The Prism Rangers are replaced by generic 
opponents on subsequent visits to this map, but the 
basic strategy doesn’t change. 


HL 


Full Army 
Main Char 
Solo 


275,743 
97,16 
558 


1,100 
2,000 


329,315 
156,720 
zo 


1,500 
2,900 


nd on the Evade Panels to 
avoid getting smacked around. 
EQUIPMENT 


Attack this Prism Ranger from 
outside fis Geo Effect. 


Type Name 
Monster Wpn [The Slave] 
20 Super Hero FirstVisitt x1 | 759 Hell Orb [Psycho Orb] 
20 __ Mana 
TOT Exp | Monster Won [The Slave] 
20 Super Hero First Visit x1 | 759 Hell Glasses [Binoculars] 
20 Mana 
1,011 Exp | Monster Wpn [Crab Claw] 
20 Super Hero FirstVisit x1 [759 Hell Muscle [Kung-Fu Muscle] 
20 Mana 
1,011 Exp | Monster Wpn [Crab Claw] 
20 Super Hero First Visit x1 | 759 Hell Shoe [Slippers] 
20 _ Mana 
1,276 Exp | Monster Wpn [Crab Claw] 
22 Super Hero First Visit x1 | 900 Hell Armor [Traveler Mantle] 
22 Mana 
810 Exp Staff [Magician 's Wand] 
20 Green Skull NextVisits xt | 607 Hell Orb [Psycho Orb] 
20 Mana 
810 Bp Staff [Witch's Wand] 
20 BlueMage NextVisits x1 | 607 Hell Orb [Psycho Orb] 
20 Mana 
810 Bp Staff [Pixie Wand] 
20 RedMage Next Visits x1 [607 Hell Orb [Psycho Orb] 
20 Mana 
1,011 Exp Staff [Cardinal Staff} 
20 Healer Next Visits x1 | 759 Hell Orb. [Psycho Orb] 
20_ Mana 
1,869 Exp Sword [Knight Sword] 
22 Warrior Next Visits x1 [1,320 Hell Armor [Traveler Mantle] 
22 Mana 
202 Exp 
16 _ ATK +50% Symbol deel 
Panel 16 __ Mana 
202 Ep 
16 Evade Symbol x1 | 171 Hell 
Panel 16 _ Mana 
02 E 
16 Damage smet xt 7 kiel 
20% Panel 16 __ Mana 
202 Exp 
16 DEF +50% ane, xl [171 Hell 
IER 16 _ Mana 
02 Ep 
16 en Symbol _x1 | 171 Hel 
sds Panel 16 __ Mana 


SD 


Solo 

Melee: If you were able to clear the previous stage solo, it's actually pretty easy to 
defeat some of the Rangers here in one blow. Lure the Purple Ranger towards you 
so you don’t have to fight him in his zone. 

Ranged: There's fun to be had here if you've been in the Item World and increased a 
Gun’s range to six or more. If you've got the range for it, many of the Rangers will 
just stand still and let you take free shots at them. 

Magic: Like Ranged attackers, if you have a spell casting range of six or greater, 
you'll be able to hit the Rangers without alerting them to your position. 


Main Characters Only 
You could probably defeat two Rangers a turn with the five characters you have gang- 
ing up on them. It’s almost like fighting them with a full army, only you won’t have 
any characters standing around doing nothing. 


You start off being 
surrounded by four 
groups of three male 
and female ninja placed 
diagonally from the Base 
Panel. While this may look 
like a bad situation, none of 
the Ninja will move unless 
you get close to them. You 
can pick and choose which 
ones you want to defeat. Take 
care not to move too far too 
fast, or the whole group 
will join in. 

It’s best to go after 
those male Ninja sitting on 
straight diagonals from the 
Base Panels from as far away as possible so as not 
to draw the two behind them. They're too evasive 
for you to hit them very often, so rely on combos to make sure that if one 
attack misses, the next hit will be more powerful for it. The 
Kunoichi leader will eventually make her way into the battle 
whether you’re ready or not. If she gets close, move all your 
characters towards her and pile on the attacks. Once she’s 
defeated, any remaining Ninja are easily dealt with. 


734,742 843,050 
179,000 
1,127 


203,726 
73,080 


1,033,498 
530,832 
1,965 


TOTALDAMAGE 0 né 


Use Lior’s Roar to clear out the enemies Avoid keeping your characters 
that will inevitably be surrounding you. in groups, or they'll be put to sleep. 


REWARDS ) 

|Amt] Gain | Type | nn 

1,275 Exp [Playful Punch] 
22 Genin x3 |900 Hell 

22 _ Mana 

1,275 Exp Sword [Katana] 
2 Genin x3 [900 Hell 

22 Mana 

1,275 Exp Staff [Cardinal Staff] 
22 Hanakage x3 [900 Hell 

22 _ Mana 

1,275 Exp Sword [Katana] 
22 Hanakage x3 [900 Hell 

22 Mana 

4,662 Exp Sword [Katana] 
25 __Kunoichi FirstVisit x1 [3,024 Hell Armor [Black Outfit] 

25 Mana Shoe [Cross-Trainers] 

2,223 Ep Staff [Cardinal Staff] 
30 Druid Next Visits _x1 Hell Armor [Traveler Mantle] 


e - — - —— ——— — SS 


Melee: Make sure you have high HP and DEF. There are a lot of enemies here and 
you'll likely be stuck in place by the Kuniochi’s annoying paralysis attack. However, 
Marionettes are an ideal choice because of their status immunity and high DEF. 

Ranged: Gun users will have a hard time here due to the stage’s diagonal layout, but 
Bow users, especially Archers, are best for this stage. Always attack from maximum 
range and make sure your back isn't exposed to an attack. 

Magic: This can be quite fun with Star Magic if you have 8-Panel area spells available, 
because you can hit a whole group of Ninja with one spell. If you have the range, stay 
near the Base Panel and none of the Ninja should advance to your position. 


Main Characters Only 
This will largely be an exercise for Adell because of his HP and SPD stats. He can get 
into the thick of the fight and not suffer too badly for it. The supporting cast of char- 
acters should mainly act to support Adell in getting through here. 


Be warned that it’s a 
one-way path from here 

until the end of Episode 

8, and you won't get a chance 
to stock up between this stage 
and the next. Make all your 
preparations now. You’ll only 
be allowed to level-build 

in the Item World, but that 
won't be available until 
Episode 8-2. 

This will be one of the 
hardest battles yet. There’s 
little room to maneuver 
while the enemy Archers 
and Gunners can hit your 
characters from afar. Melee 
attackers can’t reach them, so you’ll have to rely 
on your magic and ranged attackers. The Armor 
Knights blocking your way won’ t move an inch, so it’s best to 
ignore them, by staying three panels away, until you’ve taken 
out the nearby Archers and Gunners. The next targets to go 
after are the two enemy Knights. Finally, repeat the process 
before ganging up on Axel. 


295,565 | 1,001,287 
102,306 249,171 
1,344 


1,384,915 
738,921 
2,340 


1,213,216 
461,976 
1,842 


Full Army 
Main Char 


You've no choice but to use long-range ‘This Magie Knight's skill allows her to fit you 


skills against those Gunners. with both the Sword and Tce magic simuftaneous! 
TARGET LIST 
mn fag | { ú Name __ 
Ä Ep [Beckdograban] 
24 Heavy Knieht x4 1,755 Hell Armor [Light Armor] 
24 Mana 
1,582 Exp Sword [Spatha] 
24 Magic Knight x2 1,053 Hell Armor [ijo Outit] 
24 Mana 
1,276 Exp Bow [Elven Bow] 
22 Archer x4 [900 Hell 
22 Mana 
1,276 Exp Gun [Steam Gun] 
22 _ Gunner x4 | 900 Hell 
22_ Mana 
5,737 Exp Fist [Finger Snap] 
28 DarkHero FirstVisit xl |3,255 Hell Armor [Light Armor] 
28 Mana Valuable [Devil Ring] 
4,071 Exp Fist [Father’s Fist] 
30 Yasha Next Visits x1 |2,323 Hell Armor [Traveler Mantle] 
30 Mana Shoe [Cross-Trainers] 
265 
No Entry 


| Solo 

Melee: Avery high DEF stat is required for melee attackers, in order to withstand the bar- 
rage of attacks that'll come their way every turn. The ranged attacks of Fist and Sword 
users are lifesavers here, especially if you use them to drop the Archers and Gunners. 

Ranged: The best ranged attacker here is the Archer. Giving her an improved bow 
so that she has a range of six means you can do some serious damage before your 
opponents even move. 

Magic: A magic user is undoubtedly the best character to solo this map if you’ve gotten their 
spell range up to eight. They could get through this map without coming under attack. 


Main Characters Only 
Now that you have three female main characters — Rozalin, Hanako, and Yukimaru 
— Tink’s red form can be quite useful in taking apart the Armor Knights. Rozalin, and 
to a lesser extent Adell, are the only characters that can take out those Gunners. 
Make sure they each take a side on the path to the middle of the map. 


This battle may seem like it’s rather 
more difficult than those before it, 


due to the sudden jump in HP and 
attack power of your opponents, 


but the only thing that’s dangerous 


is the Dragon. Whatever you do, 


don’t use fire-based attacks 


against the Dragon, because it’s 
immune to them. The Zombies 
surrounding you actually won’t 


move unless you move a character 


inside their attacking range, so as 
long as you go after the Dragon 


first while staying outside the 
Zombies’ range, the Dragon should go down fairly 


quickly. Taking on the Zombies is a simple matter 
of defeating all of them one by one without drawing them out into the main 


hall area, and collecting one of them 


here will be a coup for your army. 


Exp 
HL 
Mana 


Full Army 
Main Char 
Solo 


31,278 
19,408 
238 


300 
450 
650 


1,020,576 
239,98 
694 


1,000 
1,500 
2,200 


972,545 
442,408 


1,222 


1,300 
1,800 
3,300 


1,214,957 
706,28 
1,550 


1,700 
2,300 
4,500 


Dont use Adells unique Skills like Proximal shot are perfect 


against that Dragon. for luring a Zombie out. 
TARGET LIST 
Lv Class ag Num. | Amt in [ype Name 
3,216 Exp | Monster Wpn [Slime Juice] 
26 Ghoul x8 [2,030 Hell 
26 Mana 
5,550 Exp | Monster Wpn [Odd Mandible] 
30 Dragon x1 |3,168 Hell Armor [Round Shield] 
30 Mana Muscle [Kung-Fu Muscle] 


Solo 

Melee: This shouldn’t be too hard if you run up to the 
Dragon and keep it busy for a while. After defeating the | | 
Dragon, go down the main hall’s aisles to systematically 
defeat the Zombies. 

Ranged: A Thief can be quite potent as their Freedom 
skillcan keep the Dragon immobile, allowing you to 
beat it easily. After that, it’s just a simple matter of 
taking down the Zombies. 

Magic: Don’t use Fire magic here, obviously. All the 
enemies here can easily be hit from the Base Panel, 
and seven-panel magic can hit all those Zombies lined 
up on the sides. 


| Main Chiaracters Only 

|Send Adell to run up and throw the Dragon over to the 
Base Panel, so your other characters can gang up on it. 
Once the Dragon is defeated, you can dispatch the Zom- 
| bies from outside their attack range with little danger to | 
yourself. 


The Stage in this epi: 
will reappear at #1 once t 
Episode is cleared, 


This stage is a change of pace, as 
you don’t have to defeat everything 
to win. If you can get a character to 
stand on those green panels when 
your turn comes 
around again, 
you'll clear the 
stage. However, the 
panels are blocked 
by three No Entry 
barriers, which you 
must destroy in 
order to proceed. 
Three magic users and a handful of good 
throwing characters can ensure you get a character onto those panels in the 
first turn. 


If you want to fight it out, you'll be in for a reasonably tough battle. The 
four Dragons here are powerful enough as it is without the Beast Tamers 
making them even moreso. Since the enemies are nicely lined up at the start 
for spell blasting, focus on defeating one group on the first turn if possible, 
then go for the others. Capturing two of these Dragons while you're here will 
be a massive help not only on thís stage, but in the rest of this Episode. 


730,014 915,592 
352,886 562,718 
858 1,080 


TOTAL DAMAGE 7 28 


You can either blast these Dragons 


witfi powerful magic 


or use Tink's Sonic Roll to get you 
to those Stage Clear panels. 


TARGET LIST EQUIPMENT 
ass Tag 8 Type Name. 
[4,653 Exp | Monster Wpn [Odd Mandible] 
28 Dragon x4 [2,790 Hell Armor [Round Shield] 
28 Mana Muscle [Kung-Fu Muscle] 
(4,071 Exp Bow [Yggdrasil Bow) 
30 Beast Leader x2 |2,323 Hell Armor [Round Shield] 
30 _ Mana Belt [Exertion Belt] 
232 Bp 
17 _ No Entry Symbol xl | 19 Hell 
Panel 17 _Mana 
232 Exp 
17 _ No Entry ld xl | 190 Hell 
El 17__Mana 
232 Exp 
17 _No Entry Symbol xl [190 Hell 
Panel 17 _ Mana 
588 Ep 
25 No Lifting Symbol x1 378 Hell 
Panel 25 Mana 
588 Exp 
25 No Lifting il xl [378 Hell 
aries 25 _Mana 
588 Exp 
25 No Lifting Symbol x1 [378 Hell 
Panel 25 Mana 
588 Exp 
25 Stage Clear Symbol xl [378 Hell 
Panel 25 Mana 


Melee: This will be quite difficult if you don’t have high HP and DEF, as the Dragons 
can really hurt you badly with their fire attacks. A fist user with high SPD is ideal. 
Don’t use Adell’s special attacks. 

Ranged: Ranged characters are probably the worst character you can use here 
because all the attacks that work will only hit one target. Unless you're strong 
enough to fight toe-to-toe with a pair of Dragons and a Beast Tamer twice over, pick 
another character. 


‚Magic: Avoid using Fire magic here. However you'll need to stay at least eight panels, 
away from one group of Dragons to avoid drawing them to you and getting ham - Ï 
mered by Fire Breath attacks. 


Main Chiaracters Only 
There's actually no easy way to take on this many Dragons with the main characters 
you have now at the power level they're probably at. Go for getting Tink on those 
green panels by having Rozalin destroy the red No Entry symbol, and then chain 
throwing Tink from the Base Panel to right in front of either yellow symbol. Use Sonic 
Roll to force your way through the barriers and move to the green panels safely. 


The Stage in this episode will reappear at 
#2 once the Episode is cleared. 


This stage is clever, annoying, and very easy. It’s 
clever, because the map simulates a two-stage 
cordon switch, slowing your progress to a crawl. 
It’s annoying, because you have no control over the 
barricade; it’s controlled by a Geo Monster sitting 
in a self-contained area on the other side of the 
map. Finally, it’s very easy because there are only 
four magic users to defeat. 

Though the casters won't move off of their Evade 
panels, you can easily hit them from beyond either 
of the No Entry barriers. Once they're defeated, 
move forward to take on the next group of two. 


215,416 267,992 
148,696 
660 


Main Char 
Solo 


Miss: 


TOTALDAMAGE 292 


That annoying Geo Monster is what's A powerful long-range spell will 


raising and lowering those barricades. keep these mages at bay. 


1,402 Exp Staff [Crystal Rod] 
25 Red Skull xt [907 Hell 
25 __ Mana 

1402 Ep Staff [Crystal Rod] 
25 Blue Mage xl [907 Hell 
25 _Mana 

1,402 Exp Staff [Crystal Rod] 
25 Green Skull xl [907 Hell 
25 Mana 

1,984 Exp Staff [Crystal Rod] 
25 Star Mage xl [1,285 Hell 
25 _Mana 
HT Ep 
20 Evade Symbol xl [253 Hell 
Panel 20 __ Mana 
20 NoE Symbol 1 55 Ast 
\o Ent m x je! 
k il 20 _ Mana 
341 Exp 
209 Shontge AMON ad EL 

Moves Self 


K_ Loser’s Gallows ») 


Melee: This is a very annoying stage if you don’t have any long-range skills. There's 
no real need to worry, as the enemies will just spam you with stat-decreasing spells 
if your stats are too high. 

Ranged: Ranged attackers are great for clearing this map as they can fire through 
the No Entry barriers. It’s best if you attack from six panels away to prevent retalia- 
tion. However, you'll need to take a short trip to the Item Assembly to do that, 

| Magic: This isn't the greatest matchup, but once you have a high enough INT it 

doesn't matter what their RES is. If you've got spells that can hit from eight panels 
| away, you've got an unfair advantage. 


| Main Chaaracters Only 
Note that Tink can force his way through the No Entry Barriers with his Sonic Roll 
| to get to those magic users. Adell and Rozalin both also have ranged attacks that 
| shouldn't be overlooked. Yukimaru, Taro, and Hanako just don't have the range to hit 
from the other side of those No Entry barriers. 


The Stage in this episode will reappear at 
#3 once the Episode is cleared. 


You can only use skills around some of the 
map’s edges, and every turn all the enemies 
will level up. It’s not a great situation. If 
you were overpowered, this stage would be 
incredibly easy at first, due to the fairly low 
starting levels of the enemies. To prevent 
things from getting difficult, arrange a group 
of characters with high HP and DEF and 
tower throw characters across the map to 
those two Geo Symbols. From there it’s just 
an all-out brawl to the finish. 


609,270 632,910 
145,450 234,700 
900 1,150 


TOTALDAMÂGE 0 


You can still use skills from 
the map’s ed; 


If you don’t want to incur the damage 
from a Geo Chain, throw this symbol up here. 


TARGET LIST _____ REWARDS _ 


Lvl Class Tag Num.|Amt| Gain Type Name 
578 Ep Fist [Boxing Gloves] 
15 _ Togabito x10 [520 Hell 
15 _Mana 
341 Ep 
20 Silence Symbol x1 [253 Hell 
Panel 20 Mana 
341 Exp 
20 en Up symbot xt |253 Kell 
Panel 20 Mana 


Solo | 
Melee: Fists are the perfect weapon for this job, since || 
they increase your SPD and Counters. Just charge in 
and kick some ass. 
Ranged: Ranged attackers aren't particularly great at 
close quarters fighting, but they can hold their own if 
they have a high enough DEF and SPD. 


Magic: Magic users are virtually useless here, as it takes 
them a few turns to reach a spot where they can use 
magic. Once they're there they will quickly find them- 

Ï selves cornered. Try to avoid using Magic users to 

solo this place. 


Main Characters Only 

|| With the three human main characters you have, 
pick up Tink or Taro from the Base Panel and tower 
throw either of them close to the Geo Symbols in order 
to destroy them. The rest of the battle shouldn't be too 
| {hard once you do this. 


\ 
Ed 


The Stage in this episode 
will reappear at #4 once the 
Episode is cleared. d 


Things get a 

little more 
difficult here, 

as the enemies 
are now 

quite a bit more 
powerful than 
they’ve been, but 
thankfully there’s 
only a handful of 
them. There’s not 
a whole lot of strategy involved on this map due to the confined space, and 
there aren’t any Geo Panels to speak of, Long ranged attacks 
and magic are still your best bet to get through here if you're 
a little underpowered and want to avoid unnecessary damage. 
Try and apprehend one of the Ghosts here if you're able to. 


472,702 
170,312 312,700 
671 916 


TIOTALDAMAGE 0 


Tiger Charge’s amazing vertical range 


is perfect for getting rid of this Red skull 


TARGET LIST 


RE 


WARD 


S 


Keep these Dragons 


Ie 


nd af 
|@ Oisptay move range 


sleeping 


so that they/l never attack you. 


EQUIPMENT 


Class T t| Gai Type Name 
2,223 Exp Staff [Crystal Rod] 
30 Red Skull x1 [1,267 Hell Armor [Traveler Mantle] 
30 __ Mana Orb [Psycho Orb] 
1223 Ep Staff [Crystal Rod] 
30 Blue Mage x1 |1,267 Hell Armor [Jijo Outit] 
30__ Mana Orb [Psycho Orb] 
4,071 Exp | Monster Wpn [The Demon] 
30 Specter x2 [2,323 Hell Orb [Psycho Orb] 
30 __ Mana 
6,549 Exp | Monster Wpn [Odd Mandible] 
32 Dragon x2 |3,570 Hell 
32 Mana 


| Melee: This stage is all but impossible for a melee character without Tiger Charge 
due to the positioning of that Red Skull in front of the Base Panel. A Marionette 
can be useful against the annoying Ghosts who like to use Paralyze, as well as the 
Dragons, since Marionettes can lower their high DEF. | 
|Ranged: Guns and Bows are equally useful here due to their range and the enemies’ 
rather short movement range. That means you won't ever have to be too close to 
the enemies to defeat them, and they won't bother you for it. 
Magic: Aside from Fire magic being useless here, the best types are either Wind or 


Star, because of the Dragons (who’re immune to Fire) and the Blue Mage (who is 
resistant against Ice). 


Main Cftaracters Only 
The range from Rozatin’s gun is crucial in taking down those magic users. Adell’s and 
Yukimaru’s powerful close range attacks will be useful in taking down the rest. Tink, 
Taro, and Hanako can provide additional damage support where it's needed, 


This looks insanely hard at first glance, 
as nearly all the 
enemies are on 

Red Panels which 
confer Heal 20% and 
Additional Attack 

+1 effects. The Geo 
Symbols for those 
effects are behind 

a very tough wall of 
Armor Knights, with 
Archers behind them, and Healers in a 
supporting position. 

All the enemies have one critical 
weakness here, and that is that they 
will not move from their positions at all 
for the whole battle. If you attack one group of Archers on either side from a 
distance of six panels or farther, they won’t be able to attack you. What this 
all means is that this stage is best cleared by using an army of magic users. 
Once the Archers on either wings have been defeated, stand in their place 
and pelt that wall of Armor Knights and Archers from afar. 


41,576 408,984 839,618 1,062,138 1,334,550 
24,288 120,888 291,088 534,888 852,288 4 
360 840 1,320 1,800 2,280 E 


Full Army 
Main Char 


4 
COMBO tnt 4 
TOTAL DAMAGE #0 TOTALDAMAGE 197088 


had 


Tet those Healers waste all their Use powerful multiple target spells 
SP for nothing. to take down those Armor Knights. 


TARGET LIST EQUIPMENT 
ae - En en 


EF 

2,778 Exp Bow [Jewelled Bow] 

30 Archer x6 [1,584 Hell Glasses [Binocutars] 
30 __ Mana 

4,626 Exp Spear [Shogun Spear] 
30 Heavy Knight x4 |2,640 Hell 
30__Mana 

3,702 Exp Staff [Crystal Rod] 

30 _ Acolyte x2 [2,112 Hell Orb [Psycho Orb] 
30 _ Mana 
341 Exp 
20 Heal 20% Symbol xt | 253 Hell 
Panel 25 __ Mana 
341 Ep 
20 Attack +1 Symbol xl [253 Hell 
Panel 25 _Mana 


Solo | 

Gee This isn’t the wisest of choices with which to tackle this map. Some Fist and 

| Sword skills can be of use here for felling opponents in one hit, most notably Lion’s 

| __Roar and Moon Slash. 

|Ranged: Make sure your Ranged character can hit a target from at least six panels 
away and you’re good to go. A gunner can strafe the Armor Knights if his gun’s range 
has been improved in the Item Assembly, but an Archer with a range-improved Bow 
is the ideal character for this map. 

Magic: Since you normally need an army of mages to clear this map, soloing 
shouldn't be a problem. You just need to be strong enough to overcome the effect 
of the Heal 20% panels. 


Main Characters Only 
This will be hard since Rozalin is your only long-range attacker. Use the Item Assembly 
to improve her gun’s range. She’ll first have to attack the wall of Armor Knights. After 
54 that, deploy all of your characters to one side, and then to the other, to defeat the 


two groups of Archers. Finally, use Rozalin to snipe the Healers. 


The Enemy Boost +50% symbol 
is placed on the other side 

of the map, with Ninja and 
Marionettes lining the path to 
it. It’s a good idea to destroy 
the symbol on the first turn 
by tower throwing high HP 
characters towards it, so 
they can soak up the damage 
from the Geo Chain and the 
attacking enemies. Many of 
the enemies will not attack 
unless you are standing right 
next to them or you're in 
their zone of movement, so 
use the lax enemy offensive 
to heal up when needed. 


Ep 46,667 446,02 865,489 1,107,313 | 1,392,614 


HL 26,089 129,178 310,583 570,304 908,341 
Mana 402 934 1,466 1,998 2,530 
Full Army 350 600 900 1,200 1,500 
Main Char 500 750 1,200 1,600 2,000 
Solo 800 1,400 2,000 3,000 4,000 


Set off a Geo Chain to clear the map of Use Asteroid Drop to get an Armor 


Enemy Boost panels. Knight out of a tight situation. 
TARGET LIST EQUIPMENT 
Class 8 Num.[Amt| Gain Type Name 
3,702 Ep 
30 Killer Puppet x7 [2,112 Hell 
30 _ Mana 
3,277 Exp Fist [Boxing Gloves] 
32 Ninja x4 1,785 Hell 
32 Mana 
3,277 Exp Sword [Katana] 
32 _Hanakage x1 1,785 Hell Armor [Protector] 
32__ Mana 
(4,368 Exp Sword [Katana] 
32 _Yukikage x1 [2,380 Hell Armor [Black Outfit] 
32 Mana 
265 E 
18 en symbol xt |210 hel 
io Pael 18 Mana 


| Melee: This will be a cautious offensive. You'll need to lure enemies onto the very 
few panels that don't have the Geo Effect. Exploit the Al's tendency to only move 

‚__when you're in their movement area to lure them to the Geo Panel-free spots. 

|Ranged: Proceed with caution, and never leave your back exposed to a Ninja. 
Systematically move to take out each enemy that’s closest to where you start while 
firing from as far away to attract as little of their attention as possible. 

Magic: Star Magic should be in the repertoire of any magic user by now. With the 
Staff levels you've gained, it should be easy to bombard something with that type 
of magic from far enough away that nothing here will make a move. 


Main Characters Only 
You won't be able to destroy that symbol, since only three of your characters can 
throw. You'll have to use all six as a team and man the sides of the street, splitting 
them up into three-man squads to combo each enemy you encounter. Use Lion’s Roar 
to weaken the mass of Marionettes at the end of both streets. 


At last, a map that’s specifically 
designed for levelling up… 
sort of. All eight enemies 

are standing in groups of 
four on top of Exp +50% 
panels on either side of the 
Base Panel. There are a few 
chests here that only appear 
on the first visit to this map. 
If you really want the chests, 
tower throw a magic user 
over to them to destroy all 
three at once. In dealing 
with the enemies, just 
throw as many multiple 
target attacks at them as 
you can as quickly as pos- 
sible. Just make sure your 
stronger characters have their backs to the second group in case it takes you 
another turn to finish off the map, because the Magic Knights might move, If 
the Magic Knights do move, just throw them back onto the panels. 


Exp 30,484 287,748 487,460 636,872 801,776 


HL 16,196 79,176 189,652 347,624 553,096 
Mana 264 608 952 1,296 1,640 
û 
Full Army 400 700 1,000 1,500 1,800 
| Main Char 600 900 1,500 1,900 2,400 
Solo 900 1,600 2,200 3,700 4,800 


These chests only appear for the first visit. 
Tower-throw a character to reach them. 


TARGET LIST 


Use any magic or wide-range skills that 
can hit all four enemies in a group. 


EQUIPMENT 


Lvl Class | Tag Num. | Amt] Gain ype me 
3,277 Exp Sword [Bastard Sword] 
32 Magic Knight x4 |1,785 Hell 
32 Mana 
4,344 Exp Staff [Crystal Rod] 
34 _ Star Skull x2 [2,264 Hell 
34 Mana 
2,344 Ep Staff [Crystal Rod] 
34 Star Mage x2 |2,264 Hell 
34 Mana 
First Visit 780 Exp 
28 Treasure Chest x3 [465 Hell 
28 Mana 
930 Exp 
30 Exp +50% Symbol x1 [528 Hell 
Panel 30 Mana 


Wa se 


| Melee: A Fist user can use Big Bang or to a lesser extent Lion’s Roar to take out these 
| _enemies quickly. A Sword user can use Winged Slayer to take out a whole group in 


one shot. Otherwise, just hack and slash. 


Ranged: Ranged characters aren't all that great on this map, unless, of course, your 
Gunner has Totenkreuz. That could knock a bunch of enemies out quickly if they're 
weak to fire. Many monsters have ranged multi-target attacks at this point, but the 
best is the Dragon, even though its attacks are fire-based. 


Magic: Generally, the character you should use here to wipe out a group in one hit is 
the Star Skull/Mage; otherwise, an enemy may be able to survive your assault due 
to high elemental resistance. Be sure to run away from the group behind you, lest 


they take a swipe. 


Main Cftaracters Only 
Focus all your characters on taking down one group on the first tum, and then the next 
on the following turn. Be sure to use a connect-the-dots arrangement in attacks when 
dealing out combos to keep the combo counter going after an enemy is defeated. 


At first glance the layout of the 
map seems quite bizarre. There 
are three Geo Masters trapped 
within their own No Entry barriers, 
with the symbol supplying the 
effect almost out of reach on 
top of the buildings with them. 
The trick though involves the 
Disperse Damage effect. If 
you get one of the wandering 
enemies near your location to walk 
into a purple panel, that means 
that any damage you inflict upon 
itis then divided amongst the Geo 
Masters. So you just need to go 
around taking down one enemy 
at a time on purple panels to 
clear the map. This is very easy 
to do since none of the enemies 
will attack you unless you come within range of them. Ten characters agains 
one or two enemies at a time seems almost unfair. 


BONUSES 


Normal 1 =5 Bills |C +10 Bills 4 +15 Bills #20 Bills 
Exp 67,489 422,211 1,012,554 1,331,075 1,676,367 
HL 35,029 170,280 407,211 745,822 1,186,115 
Mana 402 936 1,464 1,992 2,520 
-Stats- 
Full Army 400 700 1,000 1,400 1,700 
Main Char 600 900 1,500 1,900 2,300 


Solo 900 1,600 2,200 3,500 4,500 


5 dn 


nanus 


Those Geo Masters are imprisoned on so rack up the damage ont enernies that 
Disperse Damage panels. move onto those purple panels. 
TARGET LIST REWARDS EQUIPMENT 
lass lag Num. | Amt | Gain | Type_ ES Name 
3,713 Exp Staff [Crystal Rod] 
32 Mystic x3 |2,023 Hell Orb [Dark Orb] 
32 Mana 
5,620 Exp | Monster Won [Viper Bite] 
34 Hell Hound x2 [2,930 Hell Muscle [Spirit Muscle] 
34 _ Mana 
6,386 Exp 
34 Ghoul x4 [3,330 Hell 
34 Mana 
6,522 Exp | Monster Wpn [The Delusion] 
36 Watcher x3 [3,260 Hell 
36 __ Mana 
: A29 Exp 
x De Symbol xt |300 Fell 
Amage Panel 22 Mana 
429 Ep 
22 No Entry Symbol x1 |300 Hell 


Solo 


Melee: This stage becomes very easy if you stay off the purple panels and let the 
enemies move onto them. Do most of your damage with counterattacks. 

Ranged: You can hit the Geo Masters with regular attacks from guns and bows as 
you're making your way around this map. You don’t necessarily need to attack 
anything while it's on a purple panel. 

Magic: As with ranged characters, you can use magic to hit the Geo Masters as you 
go around the map. You can also destroy both Geo Symbols if you want to free the 
Geo Masters, but it’s better you don’t. Avoid using wind magic here. 


Main Cfiaracters Only 
In the long run, you don’t need all ten characters in a normal run through this map. 
Even half that number would suffice. When you're limiting yourself to the protago- 
nists, follow the same plan of attack as if you were working with a full generic army. 


Disgaea 2 
will now 
reintroduce 

you to the ever- 

annoying Clone effect. 

See those two Prinnies at the 
far end of the map on top of 
the gate? You need to get rid 
of both of them to stop the clones they’ ll 
generate every turn. In conceptual terms, 
they’re calling in reinforcements. To make 
things a little more complicated, the rest of 
the map is almost covered in yellow panels 
that have Enemy Boost +50%. In order to 
clear this map you’ll need to use the cloned 
Prinnies as bombs to take out the Prinny 
formations en masse. Take note of the Prinny 
blast radius so you can detonate the most 
number of Prinnies with as few tosses as 
possible, Speed things up by tower throwing characters across the 
they can all pick up Prinnies over the whole map on the next turn. 


map so 


496,980 712,352 958,224 
128,520 306,540 560,736 
984 1,536 2,088 


1,207,452 


891,108 
2,640 


Don't get caught in a Prinny's 
blast radius. 


‚TARGET LIST EQUIPMENT 


Class Type 

36 Pvt. Prinny FirstVisit x12 [2,223 Hell 
36_ Mana 

6,522 Exp | Monster Wpn [Bear Claw] 
36 Hell Hound Next Visits x8 3,260 Hell 
36 __ Mana 
First Visit 531 Exp 
24 Clone Symbol x1 [351 Hell 
Panel 24 Mana 
First Visit 531 Ep 
24 Clone Symbol xl [351 Hell 
Panel 24 Mana 
Enemy Boost 531 bp 
24 Spie) x1 [351 Hell 
Bee Al 24_Mana 
á Next Visits 531 En 
VZ HL +50% 5 u xl | 351 ell 
ee 24 Mana 
Next Visits EEE 
24 _Move+1 U x1 [351 Hell 


| Melee: If you're going to use a melee attacker, use a Marionette and make sure it has | 
| really high DEF. It'll be able to shrug off almost anything the Prinnies throw at you. 
Ranged: Don’t bother trying to fight your way through the map; the Prinnies will just swarm 
you in no time at all. Get throush the map by tossing Prinnies around. Be very careful not to 
get caught in explosions, as these characters’ throwing ranges are fairly short. 
Magic: Though they can kill groups of Prinnies quickly, getting caught by the clones is a big 
problem. Throw any clones as far away from you as possible into Prinny groups. Be careful 
of getting caught in the chain reactions by taking into account the Prinnies’ blast radii. 


Main Characters Only 
It could only take two or three thrown Prinnies to make an area safe to move through. Since you 
have three main characters that can throw, clearing this map with only main characters isn't much 
different than fighting with an army. It'll just take longer to do, as you can't tower throw as much. 


This stage 
will change 

quite drastically 

on your second 

visit. The Clone symbols 

and Prinnies are gone, and in 
their place are Wolves with 
additional HL +50% and Move 
+1 symbols affecting the yellow panels. 

The Wolves are encircled around the snake 
statue at the map’s plaza and won’t move 
until you are within their attacking range. 

To defeat them you will have to be careful 
in how you lure them out, as there ís a large 
empty area between them and the Base 
Panel. Fighting them in groups of two or 
three can make them manageable. Try to get 
them to move onto the map’s edges where 
the blue and red panels are to weaken them 
a bit. 


Exp 52,176 485,912 706,280 936,912 1,180,600 
HL 26,080 125,664 299,728 548,272 871,304 
Mana 288 656 1,024 1,392 1,760 

q 
Full Army 400 750 1,100 1,500 1,800 
Main Char 550 1,000 1,600 2,000 2,400 
Solo 900 1,700 2,500 3,800 4,800 


) 


„TARGET IST 


Wolves’ rangef attachts mean they can 
be luredf towards you from ten panels away. 


If the enemies are too strong for you, have 
Rozalin destroy the Enemy Boost symbol. 


Pvt. Prinny First Visit 


Hell Hound Next Visits 


Monster Wpn 


[Bear Claw] 


First Visit 
Clone | L 
First Visit 
Clone Symbol 
Panel 
Enemy Boost 
+50% 
Next Visits 
HL +50% 
Next Visits 
Move +1 


Melee: The male Ninja is one of the very best Melee characters to solo this type of 
map. Give him a Speed Weight, and get his SPD stat to about 800 or so and he’llbe 
virtually untouchable. 

Ranged: Odds are good that you'll get attacked before you get a shot off, but if you do 
it’lonly be from one enemy. Get one enemy away from the main group and defeat it 
by standing ten panels directly in front of one of them, then repeat the process. 

Magic: AGeo Master is probably your best bet, as you'll need to fight the Wolves one 
at a time using the same method used by ranged attackers. Geo Masters can use 
Healing and Star magic, making them the kings of endurance among magic users. 


| Main Chiaracters Only 
Now that you have all the story characters that will join you in the main game (a total 
of seven), you could follow the same strategies from here on out as the main army. 
The only difference is that you won't have magic users or healers. Just be careful and 
(fight conservatively if you're weak, but go all out if you're strong. 


This can be a tricky map 
to tackle, with No Entry 
demarcations forming a maze, and 
potholes on the battlefield that 
will force you to throw characters 
across them. At the same time the 
Rocs populating this map can 
and will take free shots at 
you while you move around. 
The annoying thing is that 
the No Entry symbol is on 
the other side of the map 
being guarded by a couple of 
enemies. With some clever 
diagonal tower throwing, 
however, you can get to the 
symbol and destroy it on the first 
turn. You'll need to be very precise 
with how the tower is constructed so that the throwers all 
throw their necessary distances. 

From top to bottom on the tower, bring a magic user with a spell range of 
six, picked up by throwers who can throw for 4, 5, 6, 2, 4, 5, and 4 panels, 
in that order. The accompanying screenshot will show you where to throw. 


1,388,187 
1,070,307 
2,070 


155,070 268,910 673,992 
714 1,206 1,638 


Full Army. 
Main Char 
Solo 


‘Throw the characters around the map onto Use powerful long-range magic to ensure 
these positions by utilizing diagonal throwing. that the No Entry symbol is destroyed. 


38 _Basilicrow 


25 No Entry Symbol xd 
P; 


by the Rocs’ favored Wind attacks. The Wolf’s first skill also can enable it to move 

through No Entry barriers easily. 

Ranged: No matter how you look at it, you need characters to throw these guys 
around in order to complete the map. Make sure the coast is clear by poaching a 
few of the monsters before you move around. 

Magic: There's no way to clear this map without relying on some throwing help, 

unless of course you're ridiculously overpowered. Follow the same strategy as the 

ranged attacker. Make sure you won't get attacked once you're thrown by clearing 
out the local monsters. 


Main Characters Only 
Tink’s Sonic Roll is invaluable as it enables him to move through No Entry zones, pro- 
vided there's an enemy in its path. Other than that you'll have to rely on Yukimaru or 
Etna to throw some of the stronger characters past those potholes. 


Tir ghtnare ) 


This is an introduction to an amazing new 
Geo Effect in Disgaea 2: Critical, which 
means a character standing on the panel 
will be instantly killed by any attack 

that strikes it. It’s great when an enemy 
is standing on it, but very annoying when 
you are. 

Worse yet is that the effect covers the 
entire map, along with Warp and Evade, 
meaning that this map is a very risky propo- 
sition when a character steps off the Base 
Panel. The symbols for these effects are, 
naturally, spread out at the other end of 
the stage. If there’s one symbol you’ ll 
want to be rid of, it's Warp. Nothing sucks 
more than having the game bring all the 
characters into a brawl rather than letting 

you decide which ones to lure. Since all the 

enemies are Prinnies, almost anything you can 
do will result în their death. Throwing them will, of course, always result in a 
kill, and you'll probably whack some other Prinnies in the process, while just 
straight-up attacking them has a 50% chance of inflicting death. In any case, 
throw either of the two Prinnies near the Base Panel into the small group in 
front, while another character kills the other errant Prinny. That should clear 
the area out enough to let you deal with the rest on your own terms. 


1,316,628 
365,508 1,058,508 
1,680 2,880 


Pick up the first Prinny and throw it here. 


Red damage numerals mean instant death. 


40 


First Visit 


Next Visits 


Bow 
Armor 
Glasses 


[Exorcist Bow] 
[Protector] 
[Nerd Glasses} 


Next Visits 


Bow 
Armor 
Glasses 


[Exorcist Bow] 
[Protector] 
[Nerd Glasses] 


First Visit 
Symbol 


anel 


First Visit 
Symbol 
Panel. 


27 


First Visit 


u 


34 Exp +50% 


Next Visits 
Symbol 
Panel 


Melee: A high-speed Ninja with a Weight is a necessity here; you want as much of 
a chance that attacks will miss you as possible so you don’t run the risk of dying. 
Destroy the Warp symbol if you land near it. 

Ranged: Afew well-placed Prinnies can clear the area, which'll help immensely. You 
might just luck out and get a huge group of them within a single Prinny’s 
blast range. 

Magic: Don’t move off the Base Panel, and let the enemies come to you. Why? Well, 
there’s no Geo Effect there, so you won't get warped around or killed in one hit. 
The enemies, however, will. Just be sure you're tough enough to not take too deep 
of a cut from the Prinnies’ knives. 


Mais Cftaracters Only 
Don’t try to destroy the Warp symbol; it's far too risky and there's too high a chance 
of a character dying before he gets warped away again. Instead, just go around throw- 
ing Prinmies, attacking occasionally with Taro, Hanako, and Tink. | 


Upon returning 

to this map, you’ ll 

find it's transformed 

into a levelling ground. There 

are eight Archers that are somewhat 
neatly arranged on the far end of the 
map with an Exp +50% effect being 
applied to the whole stage. Since there 
are so many Archers in a small space, 
they’ll likely bunch up and you can 
defeat most of them with multi-target 


attacks and spells. You should be 
careful as these Archers do pack quite 
a punch. Make sure that if you attack 
the Archers, you kill them on the same 
turn. Letting any of them get free shots 
at your characters will invariably cause 
some casualties. 


476,560 
1,456 


981,560 
756,784 


Class, 


TARGET LIST 


by Archers. 


ag 


This is a pure levelling map, staffed 


Bug Hypnosis is a great skill for 
putting muftiple opponents to sleep. 


, Exp 
40 Pvt. Prinny FirstVisit x12 |2,709 Hell 
40 _ Mana 

5,127 Exp Bow [Exorcist Bow] 

38 Archer Next Visits x4 |2,460 Hell Armor [Protector] 
38 __ Mana Glasses [Nerd Glasses] 
6,834 Exp Bow [Exorcist Bow] 
38 Hunter Next Visits x4 [3,280 Hell Armor [Protector] 

38 _ Mana Glasses [Nerd Glasses] 
First Visit 3E) 
zn Evade Symbol xl [435 Hell 
Panel 27 _ Mana 
First Visit 531 Exp 
27 Warp Symbol x1 [435 Hell 
Panel 27 _ Mana 
First Visit 531 Ep 
27 _ Critical Symbol _x1 |435 Hell 
Panel 27 _Mana 
Next Visits 1,282 Exp 
34 Exp +50% Symbol x1 [666 Hell 
Panel 34 Mana 


Solo 
Melee: You’ definitely want a character that either has incredibly high DEF or 
incredibly high SPD. The male Ninja, when equipped with a Weight, is an obvious | 
choice. However, an Armor Knight with a Weight equipped can work rather well, 
especially if he has great DEF and a Spear. 
Ranged: The Archers won't move if you're outside their firing range. Thus if you can 
| attack a target from six panels away, none of those archers will lay a finger on you. 
en This stage seems custom built for levelling up magic users quickly. Attacking 
from 8 panels away should be relatively common by now if you're focusing on just 
a few magic users. You can defeat groups of Archers easily since they won't move 
‚__when you're that far away. 


| Main Characters Only 

‚Rozalin being equipped with a range-improved gun can make this place a snap. She 
‚can lower the HP of many of the archers without suffering a scratch, before another 
character delivers the killing blow. However this will only work for the five Archers 
facing your direction. With just three Archers left after that it's easy pickings. 


—… c& 


loublej um pbookscorm/disgaen 2 
4e 


Here's another map full of Prinnies. Another 
new Geo Effect is introduced here: Fusion. This 
map, however, is one of the hardest maps to 
crack because the new Geo Effect is part of the 
annoyance. At the end of every turn, two random 
Prinnies will merge together and combine their 
levels. Since there are ten Level 40 Prinnies, 
this looks bad. Don’t think you can throw 
Prinnies around on this map either since there’s 
also a No Lifting effect, and both effects cover 
the whole map. The best thing you can do is to 
wait until all the Prinnies have fused together, 
then lure it to your Base Panel where you can 
surprise it by throwing one of your own Prinnies 
off the Base for a quick and easy kill. 


„Rewards. 
537,600 650,170 870,370 1,097,190 
128,340 304,590 555,840 882,090 
900 1,400 1,900 2,400 
Full Army 300 600 950 1,300 1,700 
Main Char 450 900 1,300 1,600 2,100 


Solo 600+ 1,200+ 1,900- 3,200+ 4,500+ 


RedPanel 
No Lilting 
Fuskon 


After nine turns of doing nothing, 
this is what you must face. 


Guess what's coming next! 


LIST EQUIPMENT 
Tag Am: ak iN 
5,868 Exp 
40 Pvt, Prinny First Visit x10 [2,709 Hell 
40 Mana 
7,822 Exp Spear [Scorpion] 
40 Rogue Next Visits x2 [3,612 Hell Armor [Magical Vest 
40 _ Mana Shoes [Cross-Trainers] 
7,822 Exp Axe [Masakari] 
40 Rogue Next Visits x1 |3,612 Hell Armor [Magical Vest 
40 Mana Shoes [Cross-Trainers] 
7,822 Ep Sword [Bastard Sword] 
40 Rogue Next Visits x2 |3,612 Hell Armor [Magical Vest 
40 Mana Shoes [Cross-Trainers] 
7,822 Exp Fist [Spiked Gloves] 
40 Rogue NextVisits x1 [3,612 Hell Armor [Magical Vest 
40__Mana Shoes [Cross-Trainers] 
7,822 Exp Sword [Heavy Sword. 
40 Hunter Next Visits x2 |3,612 Hell Armor [Magical Vest: 
40 Mana Shoes [Cross-Trainers] 
7,822 Exp Spear [Trident] 
40 Hunter Next Visits x1 |3,612 Hell Armor [Magical Vest! 
40 Mana Shoes [Cross-Trainers] 
First Visit 780 Exp 
28 No Lifting Symbol x1 [465 Hell 
Panel 28 __ Mana 
First Visit 780 Exp 
28 Fusion Symbol xl [465 Hell 
Panel 28 _ Mana 
Next Visits 180 Exp 
28 Exp+50% Symbol x1 [465 Hell 
Panel 28 Mana 
Next Visits 780 Exp 
28 Mana+50% Symbol x1 | 465 Hell 
Panel 28 Mana 


Melee: Don’t try to solo this map with a melee character unless it's strong enough 
to handle a Level 120 Prinny, That’s about what you'll be dealing with, most of the 
time. With that said, a Zombie is a good choice, as it'll be fully healed whenever it 
manages to kill an enemy. 

Ranged: As with melee characters, you'll need to be powerful enough to beat Prin- 
nies at Level 120 or higher. A Roc has a few multi-target ranged attacks, such as 

‚__ Wind Storm, and it'll lower the stats of enemies next to it. 

Í Magic: This will not be easy by any stretch of the imagination. However, with some 

clever positioning, you can attack the Prinnies without getting hit. A Prinny will 

move in to attack if you're eight panels away, but if you use two-panel magic from 
seven panels away, you'll be outside its range. 


Main Characters Only 
| You’ need to have a very strong character go into the middle of all those Prinnies. 
|Adell’s really the only choice. Have your other characters move in after him to lend a 
hand. Be sure Adell's SPD is high enough to dodge the Prinnies' attacks. 


This is another map that changes drastically 
when you revisit it, and it's yet another map you 
can use for levelling (which is a good reason to 
be revisiting it in the first place). The enemies 
are arranged in three groups of three, with each 
group in a configuration that can be hit with 
five-panel magic spells. Make the most of this 
generosity and pound the group out in front. In 
preparation for the rest of the Thieves making a 
run at you, have some high-DEF/HP meatshields 
out in front of the mages to send them packing. 
Finally, use your magicians to blast the Archers 
from long range. This map is better for 
levelling than the previous one. 


780,192 1,044,432 | 1,316,610 
365,508 667,008 1,058,508 
1,710 2,160 


DA 
TOTAL DAMAGE if 8 72 |STOTALDAMAGE 


A magic user's long range nuking is The Marionette's immunity to status 
best suited to this stage. ailments will bea big help on this map. 


TARGET LIST 


Class Tag 
40 Pvt. Prinny First Visit x10 |2,709 Hell 
40_ Mana 
7,822 Exp Spear [Scorpion] 
40 Rogue Next Visits x2 [3,612 Hell Armor [Magical Vest: 
40 Mana Shoes [Cross-Trainers] 
7,822 Exp Axe [Masakari] 
40 Rogue Next Visits x1 [3,612 Hell Armor [Magical Vest: 
40 Mana Shoes [Cross-Trainers] 
7,822 Exp Sword [Bastard Sword] 
40 Rogue Next Visits x2 [3,612 Hell Armor [Magical Vest’ 
40 Mana Shoes [Cross- Trainers] 
7,822 Exp Fist [Spiked Gloves] 
40 Rogue Next Visits x1 |3,612 Hell Armor [Magical Vest: 
40 Mana Shoes [Cross-Trainers] 
7,822 Exp Sword [Heavy Sword 
40 Hunter Next Visits x2 [3,612 Hell Armor [Magical Vest 
40__ Mana Shoes [Cross-Trainers] 
7,822 Exp Spear [Irident] 
40 Hunter Next Visits x1 [3,612 Hell Armor [Magical Vest: 
40 __ Mana Shoes [Cross-Trainers] 
First Visit 780 Exp 
28 No Lifting Symbol x1 [465 Hell 
Panel 28 Mana 
First Visit 780 Exp 
28 Fusion Symbol xl [465 Hell 
Panel 28 __ Mana 
Next Visits 780 Exp 
28 Exp +50% Symbol x1 [465 Hell 
Panel 28 Mana 
Next Visits 780 Exp 
28 Mana +50% Symbol xl |465 Hell 
Panel 28 Mana 


Solo 

Melee: Using a Marionette here is crucial, since you're fighting so many Thieves. It’s 
a good thing the Marionette has a great attack, Poison Poison, to get itself out of a | 
jam when it’s surrounded. 

Ranged: You likely won't be able to attack from long range against these Thieves | 
because they can move a whopping seven panels. You can‚ however, use the Bow | 

| skill Zielregen to fix them in their place should Paralysis afflict them all. 

Hed You won't be able to get away by using five-Panel magic on the Thieves from 
eight panels away, but you can with seven-Panel magic… provided, of course, that 
you kill the leader of each of the three groups in one shot. 


| Main Characters Only 
Adell’s Soaring Flame skill can make this battle a breeze, Other than that, treat this 
| as if you were using a full army, and with seven characters available it practically is. 


—… c@ 


This is a map made for Ninja. You 
can warp around the outer area 
of this arena every turn, and if 
one of the enemies gets near, 
you have a 50% Attack Boost 
to send them packing. In fact, 
the more characters you have 
warping around on the arena’s 
outskirts, the better chance you 
have of getting rid of all these 
Ronin without taking much of 
a hit. Be very careful, though; 
if you leave Ronin alive with a 
fraction of their HP, they have the 
ability to kill anything, friend or foe, in one 
hit. Amusingly, Fubuki is not immune to the Ronin’s one-hit kills. 


Point of Interest: 


Fubuki’s Axe ís a unique item, and there are only two in the entire game. It’s not especially 


powerful, but if you want a complete item collection, you’d best steal one here. 


561,330 _872,620 
137,004 324,152 590,664 
664 1,031 1,398 


936,534 
1,765 


FullArmy 
Main Char 
Solo 


TOTAL DAMAGEF1 155 Ea 


In a bid to attack Adell, a Ronin 


Steal Fubuki’s Niflheim the first 


chance to you get. assassinates Fubuki, the Ninja Master. 


7,564 Exp [Katana] 
42 Ronin x6 [3,366 Hell 
42 _ Mana 
21,378 Exp Axe [Niflheim] 
45 NinjaMaster First Visit x1 [9,024 Hell Armor [Bushido Suit] 
45 _ Mana Orb [Bloody Orb] 
10,692 Exp Staff [Prinny Staff] 
45 _Yukikage NextVisits x1 |4,512 Hell Armor [Black Outfit] 
45 __ Mana 
1,0% Exp 
32 ATK+50% freek xl 595 Hell 
Panel 32 __ Mana 
1,096 _ Exp 
32 Warp Symbol xl 595 Hell 
Panel 32 Mana 


‚Melee: It kind of makes sense to use that freakish super evading male Ninja in this 
battle. If only to make a point that Ninjas are just…. cooler. 

Ranged: It can be quite difficult to make use of ranged characters in this battle 

as the Ronin can move and attack if you're within seven-panels of them. Ranged 

characters should stay on the green panels to lure enemies near them so that they | 

can launch a surprise attack the next time they warp nearby. 

Magic: As will probably be the case with many wide-open maps such as these, just 

walk around nuking enemies from eight or more panels away and they won't even 

bother you. 


Main Characters Only 
Just fight this battle as if you were using a full army, it’s not any different, nor is it 
any more difficult. 


The stages in this episode feature 
some of the most complex and 
ingenious uses of Geo Symbols 
and Panels we’ve seen yet, with 

& each getting more intricate 

5 and/or annoying as you forge 
ahead, 


This map is dead easy. 
The map is divided into five 
sections, four of which are 
separated by No Entry demarca- 
tions with the symbols for that 
effect nearby. In each of these 
sections, there are two monsters 

for you to kill, It’s a simple matter of defeating 

those two monsters, then destroying the nearby symbol to proceed to the 
next group. Once all the No Entry symbols are destroyed, you'll need to throw 
a character onto the central dais-like area and throw the Invincibility symbol 
off those red panels to deal with the Healer. It might be worth your while to 
recruit some of the monsters here if they’re better than the ones you have. 


N ej) IE ls ills 
118,323 909,593 1,113,041 1,493,714 | 1,882,842 
57,756 237,940 562,570 1,024,756 | 1,624,498 


390 870 1,350 1,830 2,310 


Setaci a tergel 


Dont destroy the No Entry symbol Lift and throw this symbol off those 
until the area has been cleared of monsters. panels to deal with the Healer. 


BONUSES 


Type 
Monster Wpn 
38 Black Dog x2 | 4,428 Hell 
38 _ Mana 
11,267 Exp | Monster Wpn [The Nightmare] 
41 __ Sea Monk x2 | 5,108 Hell 
38 __ Mana 
13,592 Exp f Monster Wpn Bull Horn! 
44 _Werecat Xx. | 5,837 Hell 
38 Mana 
16,214 Exp | Monster Wpn Bull Horn 
47 Peryton x2 | 6,615 Hell 
38 _ Mana 
17,71 Exp Staff [Sorcery Rod] 
50 Priest xl | 6,890 Hell Vauable [Dark Rosary] 
50 Mana Orb Dark Orb: 
1,382 Exp 
35 Invincibility Symbol xl 703 Hell 
Panel 35_Mana 
780 Ep 
_ | 28 No Entry Symbol xÍ 465 _ Hell 
Panel 28 Mana 
780 Exp 
28 No Entry Symbol xl 465 _ Hell 
Panel 28 Mana 
780 Ep 
28 No Entry Symbol xl 465 _ Hell 
al 28 Mana 
BO E 
28 __No Entry Symbol xl 465 Hell 
Panel 28 Mana 


WepDor’tSNeedgNoyStinking PArrty! 


Solo 

Melee: It's impossible to complete this map alone. While dealing with the four groups 
of enemies should be a piece of cake, you’ll need to have someone throw you to the 
area where the Healer resides. 

Ranged: Though there are a few instances where you can attack the monsters with- 
out them moving towards you by keeping the No Entry barriers intact, you'll still 
need to be thrown into the central area. 

Magic: It is much easier for mages to get the jump on enemies than ranged attack- 
ers. The Wolves may be a problem, but they won't be if you're strong enouch to 
withstand their attacks. This map can't be completed alone unless you're thrown 
into the Healer’s ring. 


Maist Cftaracters Only 
This stage is pretty linear without much room for experimentation, so just take on this 
‚map as you normally would. There are no special tricks to be found here. 
| 


Welcome to another piece of 
Geo Symbol ingenuity. In this 
stage all the enemies are 
magic users standing on their 
own colors that enhance 
their preexisting elemental 
resistances. The twist is that 
in the middle of the stage 
there are two Geo Monsters 
that will apply either Attack 
+1 or Silence effects to the 
colors at random. 


Whatever you do, once you 
start attacking a group of magic 
users, don’t let any of them 
survive your first assault. You never know if they’re 
goîng to get an Attack +1 effect or not. You could also cheat a little by using 
Slugs to take out the Blue mages, Dragons to take out the Red, and Wolves 
to take out the Green. 


459,636 511,281 687,453 
112,032 264,600 481,734 
894 1,386 1,878 


Full Army 
Main Char 


Each turn, those Geo Monsters will e 


strengthen or weaken these magic users. 


COM 2 
TOTALDAMAGE: <0 


Use a monster with elemental 
inamunity to fight these mages. 


EQUIPMENT 


Name _ 
Fancy Rod 
44 _ Blue Skull x2 [2,594 Hell 
6,805 Exp Staff Fancy Rod 
46 Blue Mage x1 [2,822 Hell Armor [Magical Vest] 
46 Mana 
6,044 Exp Staff Fancy Rod 
44 Red Skull x2 [2,594 Hell 
6,805 Exp Staff Fancy Rod’ 
46 Red Mage x1 [2,822 Hell Armor [Magical Vest] 
46 _ Mana 
6,044 Exp Staff Fancy Rod 
44 Green Skull x2 [2,594 Hell 
6,805 Exp Staff Fancy Rod 
46 Green Mage x1 |2,822 Hell Armor [Magical Vest] 
1,713 Exp 
B ren lsox Symbol xt [0 Hel 
een *_Panel 38_ Mana 
4 Symbol 820 Hell 
38 _ Silence Panel x1 38 Mana 
Moves Self 
i 1,713 Exp 
28 FreBlement smbol xt [420 Hell 
Panel 38 __ Mana 
Symbol 820 El 
;yml lef 
38 Attack +1 Panel Xl | 38 Mana 
Moves Self 
1,713 Ep 
a WndElement symbot xt [420 Hel 
Panel 38 _ Mana 


38 _ No Entry ee x1 0 en 
na 

1,713 Ep 

38 _Invincibility Al xl [820 Hell 
Û 38__ Mana 


Melee: This can be easy, but you'll need to defeat each group quickly before the 
Attack +1 symbol moves onto their color. Lion’s Roar is useful, to some degree, as is 
Winged Slayer. 

[Ranged: An Archer is probably best here as you'll need to shoot around corners to 
stay far enough away from your opponents. Zielregen can be useful when you're 
going after the Skulls. 

Magic: It's very easy to clear this stage if you exploit the enemies’ weaknesses. You 
just might have a Prism Skull/Mage available by now, and they're obscenely useful 
here. Í 


Main Characters Only 
Even though you don't have any mages, you do have two characters that are perfect 
for this job. Adell has Soaring Fire, Yukimaru has Setsugetsuka, and everything here 
is weak to either Fire or Ice. Have them either land the killing blow or weaken your 
opponents for another character to finish them off. Rozalin can destroy those Geo 
Monsters. 


This map is one of the 
strangest ones in the game. 
You start on a central tower 
block that has no connection 
to the outer ring. On the 
outer ring, there are eight Geo 
Masters and four chests. They're 
all sitting on panels with the 
Reverse Damage Geo Effect; any 
attacks will heal the target, but 
any healing will inflict damage. 
Even better for you is that 
all the Geo Symbols are on 
the central tower block where 
you are. The easiest way to 
finish this map is to bring out 
a Healer and a Geo Master, 
then use their healing spells to defeat all of your enemies in one shot. The 
Geo Masters will never move from their starting position, and will blast you 
with Star magic if you’re within about six panels of them. It’s not a good idea 
to throw characters onto the outer ring, as then the Geo Masters will start to 
use healing magic, which causes far more damage than attacking. 


1,501,344 
1,404,584 
2,240 


638,224 884,712 1,191,264 
207,184 487,904 887,040 
1,312 1,776 


111,824 
44,880 
384 


Full Army 


Main Char 3,300 


6,700 


Solo 


TOTAL DAMAGE 2248 


A Healer can do massive damage to enemies 
that are standing on Reverse Damage panels. 


fou/(l need to move this symbol if you want 
to get the contents of those Treasure Chests. 


BONUSES 


EQUIPMENT 


13,978 XP [Druid Staff] 
48 Sage x8 | 5,610 Hell 
48 Mana 
First Visit 1382 Ep 
35 _ Treasure Chest x4 703 Hell 
Panel 35 Mana 
1382 Exp 
ee symbal d | A del 
ATAR anel 35 Mana 
1,382 Exp 
35 Mana +50% Symbol X1 703 Hell 
Panel 35 


Melee: This ien 't without its own difficulties. Adell can use his Soaring Fire skillor sword 
users can use Moon Slash, and of course, you'll need to remove the Reverse Damage sym- 
bol. If you want to get to those chests, you'll need another character to throw you there. 

Ranged; What uses a Bow and Healing magic, and has insane RES? A Healer. This 

stage was made for her. It will take some effort to get her Healing magic high 

enough for it to reach those chests from the central block. 

Magic: A Geo Master is your best option here. While conventional magic users are 

good, a Geo Master is a Star Skull and Healer in one. 


Main Characters Only 
With no healing skills among the main characters, you'll have to get rid of the Reverse 
Damage effect. Focus on taking down one group of Geo Masters at a time before mov- 
ing onto the next group. If you want the chests, throw Tink across the gap. His quick 
movement will ensure he won’t be left behind on the outer ring. 


This is a fairly complicated map. There are 

No Entry barriers all over these catwalks, with 
magic users trapped within these barriers at the 

top of the minor towers standing on Enemy Boost 


prove difficult. 


+50% panels. You'll need to do some long- 
range spell blasting here, and keeping your 
mages alive for more than one turn may 


The best way to get through here with as 
few losses as possible is to keep your magic 
users well in the back, while your high-DEF 
characters ensure that no Archer gets within 

five panels of any of your mages. If your magic 
users are dealing with the Archers, they can 
also deal with the enemy mages that are 
on top of the tower and destroy the No Entry 
symbols as your army makes their way to the Geo 
Master in the back. It'll help if you have characters 


moving along the catwalks have a high jump rating 
— 40 or higher — so they can bypass the holes in 


the paths. 


-Rewards- 
ke 


Exp 
HL 


Full Army 
Main Char 
Solo 


1,000 
1,400 


1,140,258 
617,433 
1,616 


1,534,727 
1,122,973 
2,188 


1,934,313 
1,778,593 
2,760 


3,400 
7,000 


TARGET LIST 
Tag 


_ 


Yukimarws high movement capability is 
essential for finding shortcuts in the topography. 


REWARDS 
Gain | 


Dont wait for the No Entry barriers to 
go down before taking out those magic users! 


[Golden Bow] 


46 Shooter x7 | 5,880 Hell 
46 __ Mana 
12,059 Exp Staff [Fancy Rod] 
50 Star Mage xl [4,685 Hell Armor [Black Outfit] 
50 Mana Orb [Dark Orb] 
12,059 Ep Staff [Fancy Rod] 
50 _ Star Skull xl |4,685 Hell Armor [Black Outfit] 
50 __Mana Orb [Dark Orb] 
15,604 Exp Staff [Fancy Rod] 
50 Sage xl | 6,063 Hell Armor [Black Outfit] 
50 Mana Orb [Dark Orb] 
930 _ Exp 
30 Hemleot Symbol xt | 528 Hell 
Panel 30 _ Mana 
930 Ep 
30 No Entry Symbol xl 528 Hell 
Panel 30 Mana 
930 _ Exp 
30 No Entry Symbol xl 528 Hell 
Panel 30 _ Mana 
930 Exp 
30 No Entry Symbol xl 528 Hell 
irl 30 Mana 


Solo 

Melee: A high jump rating is necessary to get through here without throwing. A Fist 
user is your best bet, owing to their ability to make good use of shoes. This stage is 
rather troublesome, however as you'll be traveling back and forth all over this small 
map. 

Ranged: Arange-improved gun or bow is ideal here. You’ll need an attack range of 
6 to fight conservatively without getting all the enemies on your case. An Archer or 
Rozalin is best because of their high RES. 


| Magic: Magic users should really be coming into their own now as wielders of long- 
range nukes. Focus on trying to knock out as many targets as you can in one blast 
every turn. The further away they can work from, the longer they'll last out there. 


Maist Cfiaracters Only 
This will be Yukimaru’s time to shine. She can jump from catwalk to catwalk and by- 
‚pass holes to destroy the No Entry symbols, which will allow for effortless movement 
through this restricted area. Etna, Adell, and Taro will be your main fighters, while 
Rozalin can provide support from afar with her gun. Hanako is still virtually useless, 
but keep her around to increase Rozalin 's HIT stat. 


It’s just you against four different Dragons. 
The catch is that there is a chaotic 
arrangement of Geo Panels covering the 
whole area, and the Geo Symbols move 
about. On every turn after you’ ve 
moved, the Geo Effects will 
change before the 
monsters’ turn. 
It's a good idea 
to destroy the 
Ally Damage 
20%, the Enemy 
Boost +50%, and the 
Warp symbols, as those are the 
biggest headaches, but they 
are impossible to reach without 
alerting the Dragons’ attention. 
Be sure any characters you send into the 
fray have Fire resistance and a high DEF stat. 
The Dragons have a very short movement 
range, so you’ll be able to escape from them easily if you deploy characters 
with a movement of five or higher. Throw any nearby Dragons so you can 
escape easily, then regroup for a long-range spell bombardment. Try to 
capture that Level 50 Nidhogg, as the Ahzi Dahaka can’t be captured unless 
you have a Level 60 or higher Nidhogg. 


1,325,184 
1,283,340 
1,160 


Sk zl gejboe 
TOTAL DAMAGE “945390 


You'll need a Level 60 Nidhogg before 
you can capture this guy. 


Dont bunch your characters together or 
they'(Cwind up getting roasted. 


EQUIPMENT 


Tvpe_ Name 
21,276 Exp | Monster Wpn [Spikey Shell] 
50 Dragon xl [8,268 Hell 
50___Mana 
24,821 Exp | Monster Wpn [Spikey Shell] 
50 Fafnir xt [9,646 Hell 
50 __ Mana 
28,366 Exp | Monster Wpn [Spikey Shell] 
50 _Nidhogg xl 111,024 Hell 
50__ Mana 
31,911 Exp | Monster Wpn [Spikey Shell 
50 Ahzi Dahaka xt [12,402 Hell 
50 Mana 
2,522 Exp 
Symbol 1,081 Hell 
44 _ DEF +50% Panel x1 44 _ Mana 
Moves Self 
2,322 Exp 
deeld 1,081 Hell 
ot Panel 1 | 44 Mana 
Moves Self 
Symbol ir Ha 
ym| e 
44 ATK +50% Panel x1 De gen 
Moves Self 
ZZ Ep 
44 Enemy Boost Symbol Xi 1,081 Hell 
+50% SEE 44 _ Mana 
Moves Self 
2522 Ep 
44 Ally Damage Symbol xt 1,081 Hell 
20% Panel 44 Mana 
Moves Self 


Melee: The Dragons aren't as big a problem as that Ally Damage 20% symbol, and it's 
on the other side of the map. Bring in some high-rank healing items to offset this 
while you take on the Dragons. 

Ranged: As with melee characters, bring in some HP Healing items in case you get 
your HP sapped from you between turns. It’s a good idea to use a Dragon of your 
own here and rely on its short-range skills, as the local Dragons tend to attack 
with Fire. 


Magic: A Geo Master is best here; as usual, you can't beat the combination of heal 
spells and Star magic. Try to move onto Attack +50% panels whenever possible. 


| Main Chiaracters Only 

You'll need to act fast here, as at bare minimum, you'll take five rounds’ worth of 
damage from the Geo Panels. Focus all your attacks to defeat one Dragon every turn. 
Don’t take any chances and only use a healing item if someone is down to one-third of 
their total HP. 


With invincible mages 
warping around in a 
circle with a ring 
of No Entry panels 
protecting them, this 
is one of the more 
annoying Geo Panel 
setups in the game. 
Get rid of those 
Invincibility symbols on the 
first turn to make those Mages 
vulnerable to ranged attacks. Also 
of note here are the monsters, as each one of them is immune to a certain 
property. The Dragon is immune to fire, the Slug is immune to ice, the Wolf 
is immune to wind, and the Holy Dragon is immune to skills that don’t have 
an elemental property. The monsters won't move until you're within their 
attacking range, as usual, so you'll need to plan on what troops you want in 
certain spots. Upon revisiting this stage, claim that Holy Dragon as your own. 


119,585 578,877 835,667 1,125,980 | 1,418,702 
HL 45,494 208,224 489,070 888,032 1,405,108 
Mana 408 89 1,384 1,872 2,360 


Full Army 
Main Char 
Solo 


Those Holy Dragons are irnmune to 
most weapon skills. 


Throw those Invir 


lity symbols 


off of those panels. 


[ype 
5 Exp Staff y Staff] 
50 Red Mage xl |3,307 Hell Armor Black Outfit 
50 Mana Orb [Dark Orb 
8,514 Exp Staff [Prinny Staff] 
50 Blue Mage xt |3,307 Hell Armor Black Outfit 
50 Mana Orb [Dark Orb] 
8,514 Ep Staff Prinny Staff] 
50 Green Mage xl [3,307 Hell Armor Black Outfit’ 
50 Mana Orb. [Dark Orb’ 
12,059 Exp Staff Prinny Staff] 
50 Star Mage xl |4,685 Hell Armor Black Outfit 
46 Mana Orb [Dark Orb) 
21,284 Exp | Monster Wpn [Bull Horn! 
8,019 Hell Armor [Fur Jacket] 
>1__Black Dog xl 52 Mana Belt Beastly Belt: 
Muscle Spirit Muscle] 
038 at | Amore Fr acte 
+ je rmor ur Jacket] 
3 Fafnir Xi 52 Mana Belt De Ken 
Muscle Spirit Muscle] 
21,284 Exp | Monster Wpn [The Nightmare] 
8,019 Hell Armor [Fur Jacket] 
5) Sea Monk xl | 52 Mana Orb [Bloody Orb] 
Muscle Spirit Muscle] 
11,827 Exp | Monster Wpn [Fhe Nightmare] 
/ 4,455 _ Hell Ármor [Fur Jacket] 
ER Dresen xl [52 Mana Orb [Bloody Orb] 
Muscle [Spirit Muscle] 
1,187 Bp 
33 No Entry Symbol xt | 630 Hell 
Panel 33 _ Mana 
1,382 Ep 
35 Warp Symbol xt 703 Hell 
Panel 35__Mana 
1382 Bp 
35 Invincibiity Symbol x. | 703 Hell 


Melee: Getting by the Mages is quite annoying, but you need to get to the No Entry 
symbol so that they'll wander off those panels for you to reach. Defeat any mon- 

| sters that stand in your way to the No Entry symbol. Í 

Ranged: Any ranged character is good here, but the Healer ís probably your best bet 
since it’s naturally resistant to elemental attacks. Get to the No Entry symbol to 

| avoid being pounded on by those mages. | 

‚Magic: A Geo Master is, as usual, very useful here, thanks to his higher movement. 
Defeat the monsters in your path along the way to the No Entry symbol. 


| Main Characters Only 

‘You'll want to Tower Throw your characters over to the No Entry symbol and destroy 

it, so that everyone can have a crack at attacking those pesky mages. Don’t forget 
that that Holy Dragon is immune to a lot of physical skills, but not to normal attacks. 
An nn 


If you're on your first 
playthrough, this battle is 
just like the one against 
Etna at the end of Episode 
3. Just bring out ten 
characters and let them all 
die here. Afterwards you”ll 
fight a token battle where 
it’s impossible to lose. 

If you're on a second 
playthrough, you can have it 
out and try to win. Destroy 
a Geo symbol to erase all 
those nasty effects and go 
for it. Be warned, though; 
you’ll get a bad ending if 
you win here. 


24,870,451 
20,462,978 
6,040 


19,892,475 
14,618,545 
4,830 


14,904,792 
5,355,139 
3,620 


| 9,921,969 — 
35,622,433 
2,410 


4,939,173 
19,521,081 
1,200 


Full Army 
Main Char 
Solo 


50,000 
65,000 
100,00 


65,000 
80,000 
150,000 


85,00 
100,000 
190,000 


100,000 
120,000 
250,00 


EQUIPMENT 


ass Tag ame 
4,939,173 [Laser Blade] 
First Visit 19,521,081 [Majin Armor] 
1200 Overlord ‚50% Gain 1,200 Valuable [Testament] 
Belt [Orion’s Belt] 
50 Assassin Doll Next Visits x6 4,134 Hell 
50 Mana 
25,598 Exp Staff [Fancy Rod] 
60 Sage Next Visits xt! 8,593 Hell | Armor [Black Outfit] 
60 Mana |__Orb [Dark Orb] 
First Visit 1,960 Exp 
40 _ Heal 20% Symbol __xf 903 Hell 
Panel 40 Mana 
First Visit 1,960 Exp 
40 Enenbaosk Symbol xl 903 Hell 
Ze Panel 40 Mana 
Next Visits 1,950 Exp 
zo AYDemaee smbol xt | $0B Hel 
Panel 40 Mana 


When you return to this map, 
you'll find several Marionettes 
and a Geo Master waiting for 
you. The first order of business 
is to get rid of that Ally Dam- 
age 20% symbol with a blast of 
magic. Since this map is quite 
cramped and there aren’t a 
lot of open areas where you’re 
safe, this place is going to be 
more of a free-for-all. 
You'll need to employ a few 
tactics, since you're fighting 
in a cramped space with so 
many characters. 
1) Use the few small pillars 
scattered around the 
place to cover your back. 


2 


at once. 
3 


Focus your attacks on one enemy at a time. Don’t try to fight all of them 


Arrange characters so that it’s very difficult for the Marionettes to get to 
the Base Panel when they move. Deploy someone with a high jump rating 
so that they can get to the Geo Master and throw him into the thick of 

the fight, as he can’t be hit from his perch. 


L 


636,980 
228,463 
790 


536,553 
1,220 


1,232,631 1,553,060 


974,203 
1,650 


1,541,13 
2,080 


1 
TOTALDAMAGE 0 


Set off a Geo Chain to get rid of the 
Ally Damage 20% effect. 


Only one Marionette can attack at a 
time down here. 


EQUIPMENT 


First Visit 19,521,081 Hell Aer ri Amon 
irst Visi Had, je rmor ajin Armor. 
1200 Overlord ssoxain “| 1,200 Mana | Valuable [Testament] 
Belt [Orion's Belt] 
17,1 Bp 
50 Assassin Doll Next Visits x6 4,134 Hell 
50 Mana 
25,598 Exp Staff [Fancy Rod] 
60 Sage Next Visits xl 8,593 Hell | Armor [Black Outfit] 
60 Mana Orb [Dark Orb] 
First Visit 1,960 Exp 
40 Heal 20% Symbol x1 903 Hell 
Panel 40 Mana 
First Visit 1,960 Exp 
ao EnemyBoost mbo xt | 903 Hel 
de Panel 40 Mana 
Next Visits 1,50 Exp 
vn SNES CSE 4 603 Hell 


í Solo 

‚Melee: It’s a simple fight if you let all the Marionettes come down near the Base 

‚__ Panel to you. Equip some good shoes and a Weight on a male Ninja, and he'll be 
virtually untouchable. | 

Ranged: You'll want to use a Holy Dragon here to deal with all the Marionettes, 
since they have no elemental skills. If you let the Geo Master come to you and kill 
him, the majority of the Marionettes won't harm you. Even if they do, the Holy 
Dragon can heal itself. 

Magic: Stay on the base panel, let the first two Marionettes come after you, and 
dispose of them. Then, just slowly move forward to defeat each of the opponents 
one by one from as far away as possible. A Prism or Star magic user is best. 


Main Characters Only 
Ignore the Ally Damage 20% symbol and let the enemies come down to you. Once the Geo 
Master comes down fram his perch, surround and defeat him quickly. If it looks like the 
Marionettes may be more than you can handle, capture some to reduce their numbers. 


At first glance, this 
stage looks quite 
difficult. There are 
red panels covering 
nearly the entire map 
with DEF +50%, No 
Lifting, and Ally Damage 
20%. All of the symbols 
which govern these 
effects are on the other 
side of the map, behind 
all those soldiers. There are 
also a couple of Exp +50% symbols 
right beside the Base Panel. The key to 
this stage is the Enemy Boost +50% symbol 
that is strangely not on any Geo Panels. What 
you'll want to do is get that red symbol in the corner, place it on the lone 
green panel near the Base and destroy it. This should wipe out all those 
nasty effects, and leave you free to place the purple symbols down and 
clear the map with ease, Be sure to stand in places where an opponent will 
have to stand on a Geo Panel to attack you, so that you can reap bonus 
experience from them when they’re defeated. Thankfully when you revisit 
this map, the ugly setup is gone and the two Exp +50% symbols are already 
set down on Geo Panels. 


198,651 933,637 1,356,489 2,303,028 
74,844 342,012 802,920 1,457,568 | 2,305,950 
1,026 1,584 2,142 2,700 


Pass the red symbol across the map, 
and destroy it here. 


Now tafe the two Exp +50% symbols 


and turn this stage into a levelling map. 


52 Iron Knight x3 |8,910 Hell 
52 Mana 
21,284 Exp Bow [Skeleton Bow] 
52 Valkyrie x3 [8,019 Hell 
52_Mana 
21,284 Exp Sword [Bekatwa] 
52 Destroyer x2 |8,019 Hell 
52_Mana 
21,284 Exp Axe [Heavy Axe] 
52 Destroyer x1 |8,019 Hell 
52__Mana 
First Visit 1,282 Exp 
za Sem ioest Symbol x1 | 666 Hel 
34 __Mana 
First Visit 2,229 Exp 
42 Exp+50% Symbol x2 990 Hell 
42 _Mana 
First Visit 2,229 Exp 
42 DEF +50% Symbol x1 990 Hell 
Panel 42 _Mana 
First Visit 2,229 Exp 
42 No Lifting Symbol x1 990 Hell 
Panel 42 _Mana 
First Visit 2,229 Ep 
a ADD Symbol xt | $90 Hell 
Panel 42 _ Mana 
First Visit 05 Ep 
42 _ Heal 20% Symbol x1 990 Hell 
Panel 42 __Mana 
Next Visits 2,229 Exp 
42 Exp +50% Symbol x2 990 Hell 
Panel 42 Mana 


Solo 
Melee: It will take a while to get that red symbol onto the green panel, but it can be 
done without much trouble. Make sure your character has a movement of at least | 
four, and only step on the free panels. Amale Ninja in super evasion mode is 
best here. 


—… c& 


Ranged: A Gunner is the character of choice here. He's the only ranged attacker | 
that can throw that Enemy Boost symbol farther than three panels, which you'll 

| need in order not to take any unnecessary damage from the Geo Effects. 

‚Magic: A Geo Master is virtually a requirement for this map. It'll take a long time to 
get the red symbol over to the green panel, but it'll be more than worth it in the 
end once you safely get those Exp -50% symbols down. 


| 

| Main Characters Only 

Feen this map as you would if you were using a full army. You're limited to just 
four characters who can throw, so it'll take a couple turns to get that red symbol in 

| place to destroy it. 


| 


Try not to use male 
characters here 
at the start, since 
you’re surrounded 
by a number of 
Succubi in an 
area covered in 

Enemy Boost +50% 

panels. Assign three 

to five characters to a 

Succubus so you can take 

her out, while drawing 

the attention of the 

Holy Dragons and the 

Succubus behind them. 

When you’ ve polished off 

those monsters, there’s still the 

really hard part: dealing with the Zombie Dragon. It won’t be easy as it’s in 
the middle of an Enemy Boost x3 area, so cycle in your heavy hitters to take 
it on. Help them out a bit by blasting that red symbol off in the corner. The 

Zombie Dragon takes half damage from all physical attacks and has a lot of 

HP, so make a return visit to this map and capture it. 


137,391 | _ 603674 882,883 1,189,771 1,438,502 
50,328 229,104 537,224 974,688 1,541,496 
372 814 1,256 1,698 2,140 


This Skeletal Dragon is tougfi enough 
without the Enemy Boost x3 effect… 


…s0 make it easier by destroying the 
symbol generating the effect. 


19,708 Exp [The Accursed] 
52 _Succubus x4 |7,425 Hell 
52 __Mana 
11,827 Exp | Monster Wpn [The Accursed] 
52 White Dragon x2 [4,455 Hell Orb [Bloody Orb] 
52 _ Mana 
Skeletal 34,905 Exp | Monster Wpn [Poison Needle] 
60 D xl |11,718 Hell Armor [Battle Vest] 
ragon 60 Mana Muscle [Fight Muscle] 
1,783 _ Exp 
36 en Symbol xt | JA Hel 
Ë Panel 36 _Mana 
1,783 Ep 
36 Een Bosk Symbol xl | 141 Hell 
ks Panel 36_Mana 
WepDort tSNeedgNoystinking PArrmy! 


Solo | 


trait of full HP and SP recovery after killing an enemy is a huge boon, and it can 
inflict poison on that troublesome Zombie Dragon. 

Ranged: A Holy Dragon is best here, to prevent the HP Draining effects of the Suc- 
cubi. Its Holy Flare attack can also be immensely helpful. 

Magic: Use someone here with high RES such as a Geo Master, as the majority of 
the enemy attacks will be INT-based. Attacking the Zombie Dragon from more than 
seven panels away will prevent it from heading in your direction. 


Main Characters Only 
This isn't much different than fighting with a full army, except that Taro and Hanako 
may end up being dead weight. If that happens, use them as meatshields. 


While there is a No 
Lifting effect on 
almost the entire 
map, that does not 
mean you're free to 
dawdle. There is an 
Enemy Boost x3 symbol 
moving its way along the 
back. It will reach 
its destination, 
1 an Aqua panel, 
in five turns. 
You'll need 
to destroy the 
relevant symbol before 
it reaches that spot. To do that, however, you'll need to charge through a 
horde of monsters, most notably groups of Marionettes and Orcs. Use attacks 
from Spears, Adell’s Soaring Fire, and Tink’s Sonic Roll to plow through the 
monsters and get closer to the symbol. 

Once you've halted (or destroyed) the Enemy Boost X3 symbol, bring out 
the rest of your characters from the Base Panel to keep those Moths and 
Zombies busy. Don’t ever let that Geo Monster reach its destination or you're 
in big trouble. 


KE +20 Bills_ 
Exp 236,884 1,219,242 | 1,738,278 | 2,341,681 2,950,762 
HL 92,049 422,709 993,849 1,805,469 | 2,857,569 
650 1,430 2,210 2,990 3,770 


Full Army 
Main Char 
Solo 


10de 


PIOTAL DAMAGE 0 


You've got five turns to prevent that Use Adell's Crintson Flame skill to move 
Geo Monster from moving to that panel, a little further each turn. 


BONUSES 


0 16 


EQUIPMENT 


50 Watcher x2 [6,063 Hell 


50 Corpse x3 [8,268 Hell 


50 Assassin Doll x3 [6,890 Hell 


50 Head Orc 3 [7,441 Hell 


Ĳ 50 Specter x2 [6,063 Hell 


wei 43 _ No Lifting Symbol x1 [1,035 Hell 
ke Panel 43 __ Mana 
Enemy Boost , Ep 
3 Symbol xt (1,035 Hell 
Moves Self 43 _ Mana 


43 


ee 


Solo 

Melee: This won't be easy, even though Adell is the best character to tackle this map. 
With his high movement and SPD in conjunction with his Soaring Fire you should be 
able to reach the symbol just in the nick of time. 

Ranged: A Spear user can be considered either a ranged character or a melee 
character, due to its very short attack range. However, Lightning Spear and Asteroid 
Drop can displace them from three panels away. Give your token Spear user some 

| shoes to get them moving quickly across the map on their own. 

Magic: Unless your magic user has a ton of HP to spare, it's nigh impossible to get 

within range of the Geo Monster within five turns. Instead, focus on defeating the 
|__Moths and Zombies before the Enemy Boost effect is applied. That way you can kill 
the rest of the monsters easily since they won't move if you're attacking them from 
mine panels away. 


| Mais Cfiaracters Only 

Tink will be the character you want to get rid of that Geo Monster, so do everything 
‚you can to keep monsters away from him. Taro and Adell make good pincushions 
against those Orcs. Etna, Yukimaru, and Rozalin should focus on getting rid of those 
jeanovine Mepopettes, Once the symbol is gone, the rest is easy. | 


en „ = — e 


In this stage, 

you’ll have 

to advance 

forward quite slowly. The 

most dangerous opponents are 

the Felynns and the Beast Tamer accompany- 
ing them, so you’ll want to take them out first. 
After that, you can focus on the much easier to 
defeat Flora Beast, Succubi, and Healer. 

With those enemies dealt with, it’s just a 
simple matter of luring the other opponents to 
your position. Dealing with the Prism Mage can 
be quite annoying, because you aren't allowed 
to attack her directly, and ranged attacks will 
often miss. Work around this difficulty by placing 
that spare Warp symbol lying nearby onto the 
green panel. That'll force her to warp right next 
to the Base Panel. Throw her, then pile on the 
attacks to clear this map easily. 


) 


530,352 2,249,736 |_3,556,020 
1,602 3,334 4,200 


Full Army 
Main Char 
Solo 


Attacks like the Flora Beast’s Full Bloom Warp that mage out of her prison. 
worfe well against small groups of enemies. 


TARGET LIST EQUIPMENT 
Lv Class | T [Num.| Amt |_ Gain Tvpe_ 5 me 
24,098 Exp | Monster Won [The Accursed 
56 _Succubus x2 [8,555 Hell Armor [Magical Vest’ 
56 Mana 
26,025 Exp | Monster Wpn [Bear Claw] 
56 Werecat x2 |9,239 Hell Armor [Fur Jacket] 
56 _Mana 
24,098 Exp Staff [Sorcery Rod 
56 Priest x1 [8,555 Hell Armor [Magical Vest: 
56 _Mana 
24,098 Exp | Monster Wpn [The Accursed 
56 _ Pharbitis xt [8,555 Hell Orb [Bloody Orb] 
56 Mana 
24,098 Exp Bow [Crystal Bow] 
56 Shooter x1 |8,555 Hell Glasses [Opera Glasses’ 
56__Mana 
24,098 Exp Gun [Sledgehammer] 
56 Scout xl |8,555 Hell Glasses [Opera Glasses’ 
56 __ Mana 
26,025 Exp Spear [Benkei's Glaive] 
56 _ Valkyrie x1 |9,239 Hell Armor [Fur Jacket] 
56 _ Mana 
24,098 Exp Sword [Evil Buster] 
56 Rune Knight x1 [8,555 Hell Orb [Bloody Orb] 
56 __Mana 
24,098 Exp Fist [Hoodlum Fist] 
56 _Hoshikage x1 [8,555 Hell Shoe [Ninja Tabi] 
56 _ Mana 
31,415 Exp Axe [Heavy Axe] 
60 Beast Lord x1 [10,546 Hell Armor [Fur Jacket] 
60 Mana 
31,415 Ee Staff [Druid Staff] 
e 10,546 Hell Armor [Fur Jacket] 
GO MEINER Ee 60 Mana Muscle [Ace Muscle] 
Muscle [Ace Muscle] 
2,522 Exp 
ĳ 44 No Entry Symbol xi }1,081 Hell 
Panel 44 Mana 
2522 Exp 
44 NoLifting Symbol xt [1,081 Hell 
Panel 44 Mana 


IC Main Walkthrough Jj 
Rm 


Invincibility Symbol 


Panel 44 


44 Evade Se xl [1,081 Hell 
anel 44 


ie 


Melee: Since your opponents will be wielding such a wide variety of skills, your best 
bet is the magnificent super-evasive male Ninja, equipped with a Weight. 

Ranged: Your best bet is to equip a character with a range-improved gun from the 
Item World. Start by going after that Felynn on the left, and all the other enemies 
will fall easily from long-range attacks. 

Magic: The enemies here, as usual, won't move unless you're within their attack 
range. Use your favorite long-range nuke specialist and they won’t even get close. 


Main Characters Only 
You might need some healing items on this map if you're feeling conservative, as the 
more powerful enemies might get the upper hand if you're unlucky. Adell’s skills are 
great for crowd control, as are Etna'’s. Yukimaru’s sword skills are also useful. Any of 
them should land the killing blow when you're racking up combos. 


gito the Renpe 


Unlike most other maps in the 
Ld game, you will not be able to finish 
- this one by simply powering your way 
through it. You can’t use ranged 
attacks on most of the map and 
your HP will get sapped every turn, 
which makes fielding an army nearly 
impossible. To make matters worse, 
all the Geo symbols are behind No 
Entry barriers, and you can’t get to their 
locations via throwing. 


Instead, you have to make use of 
Warp panels to get you near them. 
The trouble is that you can only 
have one character standing on 
those panels at any one time, and 
there’s an enemy guarding each of 
these symbols. First, you need to get rid of 
all the aqua panels. Throw a tower of characters onto that red panel to warp 
them to the null symbol, and then use a close ranged Tower Attack to destroy 
it. Now destroy the nearby blue symbol to weaken all those mages, and ruin 
their day by sneaking in behind the No Entry barrier. Clear them out by throw- 
ing the rest of the tower around in their area. All that’s left after that is to 
mop up the stragglers you ignored, and getting rid of that No Entry barrier. 


5 ls 


288,578 1,180,230 1,748,304 2,356,388 2,968,016 


103,188 467,912 1,095,878 | 1,987,086 | 3,141,547 
1,696 2,614 3,532 4,450 
Full Army 800 1,300 2,000 2,500 3,100 
Main Char 1,200 1,800 2,600 3,300 4,100 
Solo 1,700 2,800 4,300 6,200 8,300 


so that they can destroy the Geo 
Panels, and launch a speedy ambush. 


Amt Type_ 
23,574 Exp Axe Heavy Axe] 
54 Destroyer x3 [8618 Hell 
54 __Mana 
21,207 Exp Staff Fancy Rod 
56 Sage x2 [7,528 Hell Armor Fur Jacket] 
56 __Mana Orb [Bloody Orb] 
24,098 Exp Gun [Flamethrower] 
56 Outlaw x2 [8,555 Hell Armor Chain Mail] 
56 __Mana Glasses [Plastic Nose] 
11,570 Exp Staff [Sorcery Rod! 
56 _ Red Skull xl [4,106 Hell Armor Fur Jacket] 
56 __Mana Orb [Bloody Orb] 
11,570 Exp Staff [Sorcery Rod: 
56 Green Skull xt [4106 Hell Armor Fur Jacket] 
56 __Mana Orb Bloody Orb] 
11,570 Ep Staff Sorcery Rod 
56 Blue Skull xl [4106 Hell Armor Fur Jacket] 
56__Mana Orb [Bloody Orb] 
16,388 Exp Staff Sorcery Rod: 
56 Star Skull xl [5,817 Hell Armor Fur Jacket] 
56 Mana Orb. Bloody Orb’ 
26,025 Exp Sword [Katzbalger] 
Bujin xl [9,239 Hell 
56 _Mana 
24,098 Exp Sword Krishmald. 
Jounin xl [8,555 Hell 
56 __Mana 
26,025 Exp Fist [ron Punch] 
56 Ashura xl [9,239 Hell 
56 _Mana 
1,282 Exp 
34 Ee Symbol xt | 666 Hell 
+50% Panel. 34 Mana 
1,282 Exp 
34 _No Entry Symbol xl 666 _ Hell 
Panel 34 Mana 


; [1,282 Bp 
DN z4 Aly Danaë Symbel xt | 666 Hell 
Panel 34 __Mana 
3,551 Exp 
50 Warp Symbol xl [1,378 Hell 
Panel 50 Mana 
3,551 Exp 
50 Warp Sun Ae Het 
aal 50 __ Mana 
3,551 Exp 
50 Warp Symbol _x4 [1,378 Hell 
Panel 50 Mana 
3,551 Exp 
50 _ Silence Symbol _ xt [1,378 Hell 
Panel 50 __ Mana 
3,551 Exp 
50 Silence EN nl sc It "378 Hell 
PSnet 50 __ Mana 
3,551 Exp 

No Range ’ 
50 Symbol xl [1,378 Hell 
AES Panel 50__Mana 


e= 


Solo 

Melee: Astonishingly, Taro is by far the best character to use here. He can beef up his 
stats, and he can heal himself. It doesn’t matter that he only has one attack skill; 

|_he still has the best chance of being a one-man army on this map. 

Ranged: A Thief is probably the ideal character of choice, as you need to cover 
ground quickly and have high SPD in order to reliably dodge attacks. Go to the Warp 
panels in this order: yellow, red, purple. 

Magic: If you do use a magic user here, make sure it's a Geo Master so that he can 
heal himself. Make things a little easier by staying on the Base Panel and defeat- 
ing that male Fighter by the yellow panel. Don’t step on that yellow panel; instead 
make your way to the red Warp panel so you can quickly get rid of the aqua panels. 


Main Cftaracters Only 
You have either three or four strong characters that can Took after themselves: Adell, 
Taro, and Yukimaru or Etna. Have each one quickly make their way to the Warp panels 
{via throwing so that they can destroy those annoying Geo Effects in a speedy fashion. 
Eau a lot of powerful healing items along, as you'll need them. 


Surprisingly, this is actually the 
first properly challenging Boss 
fight at the end of an Episode. 
This map is faïrly linear, but 
it's best you do things onestep == 


at a time to avoid rushing in = 
and getting flattened. Dn 
The first challenge is in 4 1 Kdl 


dealing with the row of Zombie 
Dragons in front of you. These 
things will always be a paîn 

to kill, so the quickest way to 
deal with them is to simply 
toss them onto the Base Panel. 
Defeating the Holy Dragons 
behind them ís rather easy 

if you use elemental weapon 
skills. Be sure to stay outside 
those Archers’ attack ranges as 
you take on the Holy Dragons, 
or they could really make a 
mess of things for you. 

To get rid of the Enemy Boost effects for the Archers and Healers, destroy 
the blue and red symbols. This will also lower their HP substantially. Destroy 
the symbols from nine panels away so as not to attract the attention of 
those twin bosses. For the twin bosses, make sure your troops are evenly 
divided between magic attackers and physical attackers. Have the magic 
attackers stay as far away as possible, while your melee-types close in and 
make short work of the boss on the right. 


3,002,346 3,779,024 
2,874,452 | 4,538,057 
3,376 4,250 


1,476,316 |_ 2,228,124 
681,812 1,589,037 
1,628 2,502 
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You/ll need to bring in both magical 
and physical attackers. 


Destroy those Geo Panels that the 
Healers and Archers stand on. 


R R RD QUIP 
jk ass Tag_ um. t_| Gain Tvpe_ je 
Skeletal 34,905 Exp | Monster Wpn [Poison Needle] 
60 D x2 |11,718 Hell 
een 60 Mana 
40,721 Exp | Monster Wpn [Poison Needle] 
60 Death Dragon x1 [13,671 Hell 
60 Mana 
17,455 Exp | Monster Wpn [The Dream] 
60 White Dragon x2 [5,859 Hell 
60 Mana 
23,212 Exp | Monster Wpn [The Dream] 
60 Dragon King x1 [7,812 Hell 
60 Mana 
31,821 Exp Bow [Skeleton Bow] 
62 Shooter x2 [10,400 Hell Armor [Fur Jacket’ 
62 _ Mana 
36,261 Exp Staff Druid Staff] 
65 Priest x2 [11,390 Hell Armor [Magical Vest’ 
65 Mana Orb [Bloody Orb] 
Demon 88,901 Exp | Monster Wpn [Rose Whip: 
70 a U First Visit xt |[26,280 Hell Armor [Scale Mail] 
SE 70__Mana Belt [Aura Belt] 
88,901 Exp | Monster Wpn [The Dismal 
70 DarkPreist FirstVisit x1 |26,280 Hell Armor [Wizard Robe 
70 __Mana Orb. [Bloody Orb] 
30,232 Ep Staff Druid Staff] 
66 Acolyte Next Visits x2 [9,384 Hell Armor [Magical Vest: 
66 __ Mana Orb Bloody Orb: 
46,132 Exp Sword Ninja Blade: 
69 Destroyer NextVisits xl [13802 Hell Armor Chain Mail 
ĳ 69 _ Mana Belt [Beastly Belt 
46,132 Exp Spear [Bone Spear’ 
69 Valkyrie NextVisits xf [13,802 Hell Armor ‘Chain Mail 
69 _ Mana Belt [Beastly Belt] 
LN 2,677 Exp 
45 En Symbol _ xl [1,128 Hell 
Panel 45 __Mana 


Enemy Boost 


vd Symbol 


Panel 


45 __No Lifting Symbol 
Panel. 


45 No Lifting Symbol 
Panel. 


45 __No Lifting aen 
anel 


45 _ No Lifting Symbol 
Panel 


45 __No Lifting Symbol 
Panel. 


No Lifting 


Melee: You'll need a character that specializes in both physical and magical attacks. 
The best and indeed the only Melee character for this job is the Magic Knight. Be 
sure to use Charge Ice and Fire to protect against the Holy Dragons’ and Archers’ 
elemental attacks. 


Ranged: A Ranged attacker that is good at both Physical and Magical attacks is quite 
hard to come by. The Flora Beast is the best choice since it can also heal itself, and 
it has impressive resistance against magic attacks. 

Magic: The Geo Master is an interesting magic user, as he's the only class that can 
use Fists rather well. Although this will wer his INT substantially, that’s nothing a 

‚_ little specialist hunting in the Item World can't fix. Ï 


| Main Characters Only 

Let's be realistic; there's no magic using main character to be found during the main 
story, so using them may seem pointless. However, you can work around this a little 
bit by having a few characters, such as Hanako and Rozalin, create magic-using pupils. 
That way, they can learn a couple of spells. 


The first turn in this 

battle is a rough one, 

as all your enemies are 
standing on panels with 
the effects of Evade and 
No Lifting, and some of 
them can't be moved off 
of those spots with fist 
skills due to the layout of 
the foyer. 


Bring out as many char- 
acters as you need to kill as many 
Kunoichi as possible on the first 
turn. Their highly annoying status effect 
skills will make a bad start even worse 
if you let any survive. As the rest of the 
enemies move away from their starting positions, try and procure as many of 
these panels for your characters as you can. Being able to survive wave after 
wave of enemy assaults will enable you to win. Don’t hesitate to use some 
high-HP characters as bait, so you can get a few of your enemies to move 
away from their panels. Your success here is basically determined by getting 
your enemies to give up their positions, then seizing the abandoned panels. 


2,899,801 
3,344,989 
4,490 


2,303,327 
2,117,842 
3,566 


1,709,056 
1,169,922 
264 


_1,135,788 
501,232 
1,718 


338,99 
113,212 
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Main Char. 
Solo 
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60 Yukikage 


If you dont eliminate the Kunoichi, 
they’ pound you with status effects. 


7,812 
60 


Hell 
Mana 


TOTAL'DAMAGE_ 0. 


Take advantage of the Evade panels 
when the enerny steps off of them. 


Ô 


Kid] 
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60 _ Yukikage 
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60 


Exp 
Hell 
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Sword 


[Kunoichi Blade] 


60 Chunin 


23,272 
7,812 
60 


Exp 
Hell 
Mana 


Fist 


[lron Nails] 


60 Chunin 


23,272 
7,812 
60 


Exp 
Hell 
Mana 


Sword 


[Ninja Blade] 


6 _ Samurai 


x4 


28,003 
9,152 
62 


Ep 
Hell 


Mana 


Sword 
Armor 


[Katzbalger] 
[Chain Mail] 


66 Bujin 


xl 


40,81 
12,668 
65 


Exp 
Hell 
Mana, 


Sword 
Armor 
Valuable 
Muscle 


[Nightmare] 
[Bushido Suit] 
[Dark Rosary] 
[Fight Muscle] 


48 _NoLifting _ Symbol 
Panel 


ENEN 
1,275 
48 


Exp 
Hell 
Mana 


48 Evade Symbol 
Panel 


3,181 
1,275 
48 


Exp 
Hell 
Mana 


Melee: If you want to solo this map with a melee character, a Marionette is an abso- 
lute must. Their immunity to status effects makes the Kunoichi ambush survivable. 

Ranged: You'll need a ranged character with very high speed and movement. The 
Thief is the perfect class for this job, since she can also put opponents to sleep for 
a few turns without fail. Be sure to bring some Faerie Dust into the fight. 

Magic: A Magic user who is resistant to Wind attacks is a good asset since most of 
the sword users here will use Hurricane Slash a lot. However, Magic users generally 
just won't have the endurance to keep up here, unless they are really overpowered 
from a nice piece of leveled-up armor. 


Main Cftaracters Only 

Don’t bring all the characters out at once. Just bring out Adell to lure all the Kunoichi to 
him, so they'll all target him with status effects. Use a Faerie Dust to heal him and thrash 
| the Kunoichi before luring the rest of the enemies away from their starting positions. 


18-M 


Welcome to one of the hardest maps in the 
game. Virtually the entire field is covered 
in red panels that have the effects 
of Enemy Boost x3 and No Lifting. 
Since the Geo Symbols for 
these effects are placed as 
far away from the starting 
point as possible, you’ ll 
have little choice but to 
endure these effects for 
the duration of the battle. 
The trick to getting 
through this battle is to 
secure the area where 
those Mages are, because 
that’s the only place with no Geo Panels. Lure enemies one at a time into 
this part of the map and defeat them. The maximum luring ranges for the 
Felynns and Flora Beasts are eight and nine panels away, respectively. If 
all goes well, the only enemies still standing will be the Wood Golem and a 
couple of Flora Beasts, so now is the time to bring in a magic user to destroy 
Lthe red panels and finish this stage off. 


0 


„-Rewards- 


De Ss 


Ep 365,209 1,147,846 ,731,455 


2,333,235 2,937,003 
HL 117,077 523,235 1,219,987 | 2,207,333 3,485,276 
Mana 754 1,628 2,502 3,376 4,230 
=Stats- 


Full Army 1,200 
‚| Main Char 1,700 


Lure those enemies here and use the 
Defend command to take less darnage. 


If you can't destroy the red panels, have 
someone throw this symbol onto the field. 


TARGET LIST EQUIPMENT 
ass. Tag À Gai ype Name 

16,668 Exp Staff [Sorcery Rod] 

64 Red Mage x1 [5,306 Hell Glasses [Plastic Nose] 

64 Mana Orb [Bloody Orb] 

16,668 Exp Staff [Sorcery Rod] 

64 Green Mage x1 [5,306 Hell Glasses [Plastic Nose] 

64 Mana Orb [Bloody Orb] 

16,668 Ep Staff [Sorcery Rod] 

64 Blue Mage x1 [5,306 Hell Glasses [Plastic Nose] 

64 __Mana Orb [Bloody Orb] 

25,598 Exp | Monster Wpn [Rose Whip] 
60 _Caiït Sith x5 |8,593 Hell 
60 Mana 

41,661 Exp | Monster Wpn [Lust] 

64 _Belladona x3 |13,266 Hell 
64 Mana 

62,232 Exp | Monster Wpn [Golem Punch] 

70 Wood Giant x1 [18,39 Hell Armor [Breast Plate] 
70__Mana 
3,946 Exp 
52 No Lifting Symbol xt [1,485 Hell 
Panel 52 __Mana 
3,946 Exp 
sa Enemy Boost symbol xd |1,485 Hell 
Pane! 52 Mana 
3,946 Exp 
52 _NoEntry Symbol xl [1,485 Hell 
Panel 52 Mana 
3,946 _ Exp 
52 Damage 20% Symbol x1 [1,485 Hell 
52 __ Mana 


Melee: A highly evasive male Ninja is perfect on this map because he can move over 
long distances in order to lure enemies to the area that's free of Geo Panels. As 
always, equipping a Weight can virtually guarantee survival. 

Ranged: A Gunner with some shoes equipped will be your best bet here. Bring along | 
a bunch of healing items in case his HP gets too low. Dispatch the opponents here 
one at a time as you lure them onto the central platform. 

Magic: AGeo Master will, as ever, be ideal since he can heal himself. Be sure to 
equip some shoes beforehand so that he can traverse the lower walkways of the 
map. Be careful not to accidentally get an enemy’s attention as you're moving Ï 
along the lower walkways. 


Main Characters Only 
It’s not all too different than utilizing a full army, as the same basic plan of luring en- 
emies onto the central platform still works here. Adell should lure the enemies since 
he tends to have very high endurance. 


Given that this map is almost 
covered in Level Up +10% panels, your 
objective should be to get to the Geo 
Symbol and destroy it. Make sure 
that when you create a tower of 
characters to reach it, that the 
last characters on the tower 
can traverse back over those 
high beams on their own. It 
would suck to have a character 
stranded on a section of this 
map and unable to get out 
because their jump rating isn’t 


The enemies here start at lower 
levels than the rest of the ones in this 
episode, so the sooner that symbol gets 
destroyed, the easier this stage will be. 
There are a couple of other things to 
note here, The Wood Golem is easy to capture 


compared to the one on the previous stage. This will also be your last chance 


to grab Fubuki’s Axe. 
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Full Army 


Main Char 1,500 


3,488,227 
3,123,510 
4,550 


3,900 
20,000 


) 
J Solo 2,700 


ie 


Kn 


5 Proxctr of Nater 
ie, Kl Great energy and power. 
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Mears enn 


Don let this guy gain too many levels, 
or il undo all the damage yowve done. 


This is your last chance to steal 
Fubuki’s Axe. 


Name 


__Gun 


[Sledgehammer] 


44 Outlaw x2 |5,405 Hell Glasses [Plastic Nose] 
44 __Mana 
11,076 Exp Staff [Sorcery Rod] 
44 Sage x2 [4,756 Hell Orb [Bloody Orb] 
44 __Mana 
13,592 Exp Axe [Giant Axe] 
44 _ Destroyer x2 |5,837 Hell 
44 __Mana 
19,837 Exp Spear [Benten] 
46 Steel Knight x1 [8,232 Hell 
46 __ Mana 
13,592 Exp Fist [Hoodlum Fist] 
44 Ashura x2 | 5,837 Hell 
44 _ Mana 
15,304 Exp Sword [Katzbalger: 
46 _Bujin xi [6,350 Hell 
46 __ Mana 
14171 Exp Gun [Sledgehammer] 
46 Scout x2 [5,880 Hell 
46 __Mana 
| 15,883 Exp Bow [Demon Bow] 
48 Shooter xl |6,375 Hell 
48 Mana 
15,304 Exp Sword [Berserker] 
| 46 Beast Lord x2 [6,350 Hell 
46 __ Mana 
24,821 Exp | Monster Wpn [Golem Punch] 
50 Wood Giant xl [9,646 Hell Muscle [Ace Muscle! 
50___Mana 
82,962 Exp Axe fame 
zl First Visit 23,408 Hell Armor [Bushido Suit] 
74 NinjaMaster Neutral Xl | 74 Mana Orb [Bloody Orb 
Shoe [Ninja Tabi 
53070 E 
se Femy lib stol x1 | 1,830 Helt 
Peel 58 Mana 


Melee: The amazingly evasive male Ninja, with Weight in hand, is the best character 
for the job. His high jump rating will ensure he can destroy the symbol without get- 
ting trapped on the map. 

Ranged: A Thief with a range-improved gun is ideal here, as she can destroy the Geo 
Symbol without having to step over that last support beam. Make sure the Thief’s 
DEF and RES is high enough so that she's not taking very much damage. 

Magic: The Geo Master's slightly higher jump rating is needed here, so that he can 
stand on the first support beam and blast the enemy Geo Masters and the symbol 
without being in danger. Be careful not to move any further, or he’ll become 
trapped. 


Mais Cfiaracters Only 
Yukimaru will have to destroy the symbol, while Adell will have to be the one to throw 
her from the first support beam into that area of the map. Only they can move out of 
those areas once they're there due to their jump ratings. 


The second to last map 
of the story has a 
nasty trap waiting for 
you if you don’t act fast. 
Alarge majority of the map is covered in purple 
panels, with green and blue No Entry barriers 
sealing off the Rifle Demon who’s waiting 
in the back. You need to destroy the two 
symbols generating the No Entry barriers 
quickly, because after eight turns have 
passed purple Geo Monsters will move. 
Each Geo Monster will move onto those 
purple panels every turn for four turns, 
which will stack on Ally Damage 20% 
effects. Ultimately, after twelve turns 
have passed, the majority of the area 
will have Ally Damage 80% effects on the panels. 
It’s a good idea to destroy both No Entry symbols 
ASAP by throwing some characters near them. Also 
try to capture some of the high level monsters that are here, while you're 
at it. Make sure you move your characters as a group, but keep them spread 
out so that they don’t fall prey to area-effect attacks. You need to make 
a mad dash to the other side of the map once the No Entry symbols are 
destroyed. That way, you can gang up on that Galactic Demon with most of 
your characters at full strength, since it has a lot of HP. 


4,891,495 
6,474,362 
4,340 


3,888,311 
4,104,902 
3,450 


766,265 1,900,807 [| 2,887,085 
221,642 978,542 2,272,962 
780 1,670 2,560 


Use fong-range elemental skills to 


destroy Hose No Entry symbols quickty. 


Don’ spend too much time on your side of 
the map, or you’ wind up in a rough situation. 


à ype Name 
56,898 Exp | Monster Wpn [Mystic Horn] 
70 Garm x2 [16,819 Hell 
70_Mana 
44453 Exp | Monster Wpn [Confusion] 
70 Saint Dragon x2 [13,140 Hell 
70 Mana 
62,232 Exp | Monster Wpn [Tiger Fang] 
70 Death Dragon x2 [18396 Hell 
70__Mana 
71,122 Exp | Monster Wpn [Tiger Fang] 
70 _Nidhogg x2 [21,024 Hell 
70 _Mana 
71,122 Exp | Monster Wpn [Golem Punch] 
70 _ Tree Folk x2 [21,024 Hell 
J0___Mana 
154,611 Exp | Monster Wpn [Organic Power] 
80 Baciel +50%Gain x1 [40836 Hell Armor [Large Shield] 
80 Mana Muscle [Victory Muscle] 
3,551 ED 
50 No Entry Symbol xt | 1,378 Hell 
Panel 50 Mana 
3,551 Bp 
50 No Entry Symbol xl | 1,378 Hell 
Panel 50 Mana 
3,551 Bp 
50 A Symbol _x4 [1,378 Hell 
Ù Moves Self 50 __Mana 


Melee: You’ need to have someone with a movement of at least seven or eight in 
order to destroy both those symbols within an appreciable timeframe. The male | 
Ninja, as evasive as he is, will be your best bet. Improve the movement of his shoes 
via the Item Assembly. 

Ranged: A Thief with a range-improved gun and some good shoes, so she has a move- | 
ment of eight, is a necessity for tackling this map solo. You can hit the symbols 

| from the main staircase, thereby cutting down on the amount of time spent running 

around the map. 
Magic: There are monsters here that are immune to wind and fire magic, so use either 
lce or Star-based magic on this map. If you’ve got a magical attack range of seven or 

| so, that should ensure safe passage, since you can hit the symbols from the staircase. 


| Main Characters Only 
| Rozalin will be your clutch character here while you're destroying the symbols. She 
‚needs to have a range-improved gun in order to hit them from the stairs. Use the other 
characters to throw her around and to take out the monsters as they approach her. 


Viewing Room ) 


ES This is the last 


dance, and there’s only one 
final enemy separating you 
from the end of the game. 
The final boss can be 
quite a handful for 
a full complement 
of level 45-50 
characters, but 
as long as your 
characters have 
at least 1500 HP 
you should be able 
to take a hit and 
survive. Be sure to 
have a Healer on hand to get any injured characters back to full HP. 


The final boss has two forms; the first form will take half damage from all 
elemental attacks until it's lost half its HP. After that, once its HP drops to 
below 25%, its ATK will go up drastically. Be sure you can deliver at least 2500 
damage with Combos every turn. Also note that this boss has very low RES in 
comparison to its DEF, so Star magic is very effective here. As long as you can 
keep him surrounded and attack from spread out positions, he’ ll be very easy 
to deal with. 

Note: If Adell has met a specific set of conditions, there will be a secret 
battle up ahead. (See page 578 in the Secrets and Spoilers section for details.) 
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A Suceubus's Drairs skill is highty Don’t arrange characters in single 
effective at the end of a long Combo. file, or tfiey're going to be flattened. 


pel 


Monster Wpn [Envy] 
: Armor [Large Shield] 
90 Overlord +50%Gain xl ee de Husi {World Muscle 
nä |_ Valuable [Royal Ring] 


Melee; This won’t be easy. If you use the male Ninja for his high evasion rate, be sure 
he has a good Fist weapon equipped to further increase his speed and attack power. 
Tiger Charge is great for playing a game of keepaway with the final boss. 

|Ranged: A Thief is perfect here, as the Thief can steal the equipment off this final 

boss, lowering its power by quite a bit. Go for the Royal Ring first, followed by the 

weapon. Be sure to have some healing items on hand in case you need to runaway | 
and heal. 


Magic: A Geo Master can target this boss’s “weakness” of Star magic quite effectively. 


Main Characters Only 
Be careful here. You can’t really heal any of your characters, except for 
Taro, of course, but even he can only heal himself. Use Hanako and Rozalin 
to buff your characters up, and bring in a lot of healing items just to be safe. 
Losing a few characters can mean the difference between life and death. 


AL Axel's Mode _ W 
Pixel’ spModerWalkthroug ts sad, 


Introduction 

Axel’s mode, much like Etna’s mode in Disgaea: 
Afternoon of Darkness, is unlocked în one of two 
ways. Complete Adell’s storyline and you'll be given 
the option of starting a New Game + either in Adell’s 
mode or in Axel’s mode. Alternately, those who are 
eager to see the new story and unlock the gameplay 
mechanics exclusive to Axel's mode can begin in Axel’s 
Mode by entering ® © © @ ®@ © & while highlighting 
“Start” on the main menu. 

Depending on how you begin the game, there will be some 
notable changes. If you start a New Game +, you'll carry 
over all your items and all your created characters from 
Adell’s story. You lose Adell and the rest of the storyline- 
specific characters however. In exchange, you're granted 
Axel himself. He begins at level 100, which makes him 
a powerful spearhead for your army. Enemy levels are 
roughly about where they were when you ended Adell’s 
Mode. The first few stages will feature level 65 
enemies and the numbers will quickly 
increase from there. If you ad 
begin the game using the E 4 
title screen code, things 

will be a little different. 

You'll begin the game =P 

only with Axel, and both 

he and the enemies will 

be at a severely reduced 

level. Otherwise, the levels 

are unchanged. A 

Axel’s Mode is very similar to 

Adell’s mode. However, instead of 

living in Holt Village, Axel spends his 

time around Axel’s Mansion instead. 

All of the same basic features that you 

found in Holt Village are there, with a 

few notable exceptions. Axel has access 

to the various Shopkeepers, the Dark 

Assembly, the Item World and even the 


new Music and Dark Record shops. Friday is replaced by Axel's Director, who 
functions in an identical way. He even has his own the Dark World stages. 
For more information on Axel's Dark World stages, see page 330. 

However, Axel can't do everything Adell can. While Axel can petition the 
Dark Assembly, he can’t become a Senator like Adell can. Likewise, there are 
a number of bills which are exclusive to Adell’s stages. Axel can’t take on 
most of the special post-dame optional content, with the exception of the 
Cave of Ordeals. Thus, if you're hoping to face Mao or any of the other new 
enemies, you’ll have to do it with Adell. Likewise, Axel has no access to the 
Land of Carnage, and won’t encounter Pirates in the Item World. 

Newcomers to Disgaea 2: Dark Hero 
Days are advised to play through 
Adell’s Mode first. Even with the 
reduced levels, Axel's mode is easier 
played if you're familiar with the 
game mechanics. If you're a Disgaea 2 
veteran, it's recommended you begin 
the game with Axel’s Mode instead. 
Beyond the obvious ERSonsee ing The faces are a little different, but all of 
a new storyline and new levels right Hof Villages features are still available. 
off the bat, there is another bonus ed 
to doing this. After you complete the 
first level of Axel’s mode, you’ ll unlock 
two brand new game mechanics: 
Magichange and Toss & Pass. Anyone 
who played Disgaea 3 may be familiar 
with these abilities, but they’re brand 
new to Disgaea 2: Dark Hero Days, and 
they've seen some modifications. In 
addition, there are three new classes Brand new classes are 
which are unlocked by playing Axel's a en Mode 
mode: Death Saber, Entei and Celestial 
_ Host. You'll unlock these classes after 
their unique versions (Pink, Actress 
and Main Hero B) join your party. The 
biggest benefit is that once you’ve 
completed Axel’s Mode, these new 
character classes and abilities carry 
over to a game of Adell’s Mode, Not to ; 
mention that finishing Axel's Mode isa Magichange is unlocked by 
requirement for unlocking certain new playing through Axelis story. 
stages for Adell. 


—… c& 


The first level of Axel’s Mode is basi- 
cally a warm-up for the rest of the 
game. It may be a five-on-one battle, 
but the odds are firmly in Axel’s favor 
here. Of all the enemies on the stage, 
only Black could reasonably provide 

a threat to Axel. Take it slowly, taking 
out Red first. From there, move from 
Ranger to Ranger, saving Black for last. 
Unless you let yourself get surrounded, 
there isn’t really any particular way to 
lose this stage. Repeat playthroughs of 


this stage place you up against regular enemies, but the same basic tactics 
apply. If you have trouble on any of the later stages, you can always come 
back here to power up with minimal danger. 


The Evil Rangers are fairly weak. Even Axel's weakest attacks siould 
They're actors, not warriors. devastate the Evil Rangers. 
-Rewards- 
B Bi [ 
Exp 197094 589465 891686 1201506 1512225 
HL 61961 276161 643361 1163561 1836761 
Mana 325 700 1075 1450 1825 


Monster Wopn. 


Xp. 
65 Red FirstVisit x1 | 12301 Hell 
65 Mana 

24639 Exp. | Monster Wpn. Paw Glove 
65 Pink FirstVisit xl | 7745 Hell 
65 __Mana 

24639 Exp. | Monster Wpn. Paw Glove 
65 Blue FirstVisit x1 | 7745 Hell 
65 _ Mana 

28986 Exp. | Monster Wpn. Paw Glove 
65 Yellow FirstVisit x1 | 9112 Hell 
65 _ Mana 

79701 Exp. | Monster Wpn. Paw Glove 
65 Black FirstVisit x1 | 25058 Hell 
65 Mana 

24639 Exp. | Monster Wpn. Paw Glove 
65 _ Warslug Next Visits x1 1745 Hell 
65 Mana 

21741 Exp. | Monster Wpn. Paw Glove 
65 Marionette Next Visits xt | 6834 Hell 
65 Mana 

43416 Exp. | Monster Wpn. Paw Glove 
65 Dragon Next Visits xt | 13668 Hell 
65__Mana 

24639 Exp. | Monster Wpn. Paw Glove 
65 Death Saber Next Visits xf | 7745 Hell 
65 _ Mana 

17394 Exp. | Monster Wpn. Paw Glove 


Ghost 


Next Visits 


This stage is less of a challenge 
and more of an introduction to the 
game’s new Magichange and Toss 

& Pass techniques. Those of you 
who’ ve played Disgaea 3 will be 
familiar with the basic mechanics 
involved here, but it doesn’t hurt 
to watch the tutorial anyway. Once 
the actual battle begins, bring out 
Pink and have her Magichange to 
form a glove for Axel. From here, 
you should be able to beat Green 
into the ground without effort. 


Magichange is a powerful 
new weapon in your arsenal. 


The mysterious sixth Ranger appears! 


96877 220897 335976 452373 568954 
27027 118827 275652 497502 784377 


j TARGET LIST 
Lvi Class Tag Type 
96877 Exp. 
d 75 _ Green xl [27027 Hell 
75 Mana 


IE 


Stage 1-8 


It may seem like there are a lot of 
enemies on this stage, but 

the odds are stacked in 

your favor. Every enemy 

in the stage begins on a 

Geo Panel with “Disper- 

sal Damage” effect, which lets 
you do a lot of damage to an 
entire group just by smacking 
the Spirits at the front. Howev- 4 A 
er, the real way to do damage 

here is with the Geo Symbols Te 
located at the top of the 

stage. You'll want to have at 

least four characters available, 

if you don’t already. It doesn't 

matter tremendously what sort of ally you have, as long as they're capable of 
dealing at least enough damage to fell the Geo Symbol in one blow. Destroy 
the Geo Symbols in this order: Yellow, Blue, Green, Red. If you destroy all four 
in a single turn, every enemy on the map will either be killed or badly dam- 
aged. From here, mopping up should only take a turn at most. 


… the chain takes care of most 


of the enemies for you! 
301536 819764 1296668 | 1746810 | 2198040 
91248 404898 548708 960418 1493158 
2700 3640 4580 


5 TARGET LIST REWARDS EQUIPMENT 
DS 


Lvij Class Tag [Num] Amt | Gain Type Name 
39129 Exp. 
57 65 Wraith xl [12301 Hell 
65 _Mana 
17394 _ Exp. 
65 Ghost x1 | 5467 Hell 
65 Mana 
24639 Exp. 
65 _Boggart x1 | 7745 Hell 
65 __ Mana 
31884 Exp. 
65 _ Specter xl | 10023 Hell 
65 __Mana 
21339 Exp. Staff Training Staff 
70 BlueMage FirstVisitt x2 | 6307 Hell 
70 Mana 
21339 Exp. Staff Training Staff 
TO RedMage NextVisits x2 | 6307 Hell 
70 Mana 
21339 Exp. Staff Training Staff 
70 Green Skull Next Visits x2 | 6307 Hell 
70__Mana 
30228 Exp. Staff Training Staff 
10 StarMage NextVisits x2 | 8935 Hell 
70 _Mana 
7 7251 Ep. 
ge Oee zz Hel 
Damage Panel 65 __ Mana 
Disperse Symbol gal 
65 D; xl | 2278 Hell 
jamage dchisk 65 Mana 
' 1251 . 
65 Disperse Symbol za | 2278 EE 
Damage Panel Na 
i 7251 Exp. 
el 
amage Panel 65 Mana 


Axel's Walkthrough JJ 


This is the first stage where you’ ll 
start to see enemies us- 

ing Magichange against 

you. On the enemy’s 

first phase, all of the 

monsters will transform 

into Magichange weapons for 
the humanoids. Unlike your 
Magichange weapons, these 
ones don’t wear out. To add to 
that, they begin on Geo Panels 
which grants them all the Def 
+50% effect. Fortunately, there 
are a few ways to handle this 
stage. You have an extra turn 
to set up your own attacks, 
since the enemies will spend their first turn on Magichange. One good tactic 

is to throw Axel right in front of the Chief and have him use his Shocking Soul 
attack. Even a moderately well equipped Axel should be able to eliminate the 
two Staff and their Petite Orc Magichange weapons, which eliminates two of 
the stage’s nastier foes. Afterwards, the Chief is your biggest threat, although 
Axel's attacks should have weakened him quite a bit. Have Axel focus on elimi- 
nating the Chief while the rest of your team takes down the remaining Staff. 
It’s also not a bad idea to have Axel toss the Chief off the defensive panels once 
the other Staff members are dead. 


3 eN 
EE 
AGE spenr 
warn Ene 
3 (Other) 
(Other) 


Magichange makes your eneries 


quite a bit more dangerous. 


BONUSES 


0-1 Exp 486286 1175045 1787801 2406747 3026584 
á za HL 148083 649241 1504913 2715056 4279668 
Mana 760 1620 2480 3340 4200 
TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag [Num Amt | Gain Type { 
173926 Exp. Spear Replica Spear 
80 Chief FirstVisit x1 | 45940 Hell Armor Tunic 
80 __Mana | Magichange: Dragon 
36601 Exp. Sword: Lazy Sword 
75 Staff FirstVisit x1 | 10210 Hell | Magichange: Cu Sith 
75 _Mana 
36601 Exp. Sword: Lazy Sword 
75 Staff FirstVisitt x1 | 10210 Hell | Magichange: Cu Sith 
75 _ Mana 
36601 Exp. Axe Cheap Axe 
75 Staff FirstVisit xl | 10210 Hell | Magichange: Petite Orc 
75 __Mana 
36601 Exp. Axe Iron Axe 
75 Staff FirstVisit x1 | 10210 Hell | Magichange: Petite Orc 
75 _ Mana 
36601 Exp. Staff Training Staff 
75 cusin  Magichanee … |iozio hell 
(First Visit) Jb ENE 
24639 Exp. Staff Training Staff 
75 Petiteorc Masichande … |10210 Hell 
(First Visit) 70 Nana 
43416 Exp. Staff Training Staff 
80 Dragon Megichange …, [zoas helt 
(First Visit) 80 Mana 
3895 Exp. 
70 _DEF+50% ER x1 | 2628 Hell 
70__Mana 
8895 Exp. 
70 No Lifting OD x1 | 2628 Heli 
70 __ Mana 


The final stage of the first episode 
isa step up în difficulty 
from the previous ones. 


The five enemies begin q 
on Enemy Boost +100% bd 
Geo Panels, which would EN 


be more then enough to make 

them tear apart even a well- 

equipped group. Fortunately, 

you don’t even have to venture 4 
onto those panels. While it may 

be tempting to just park your Te 
team on the +50% Defense Geo 

Panels surrounding your base, 

there is a better way. Grab the 

Green Geo Symbol and toss it onto the stairs leading up to the stage, then have 
someone destroy it. The resulting Geo Chain will trigger two more, eliminating 
the enemy’s bonus and causing tremendous damage to every foe. From here, 
mopping up should be an easy matter. However, be warned that whoever you 
use to trigger the chain is goïng to be the enemy’s number one target, so make 
sure it's someone who can survive that, or a mage who can blast it from outside 
the enemy’s movement range.. On return trips, the Enemy Boost +100% effect 
is replaced by EXP +100%, which makes this a good place to power up your team 
for the next chapter as well. Be warned that you lose the Defense +50% Geo 
Symbol however, so you’ll have to fight these enemies at full strength. 


Throw the Geo Symbol right here and The enemies can be tough, 
you car eliminate all the ererny’s bonuses even without their boosts. 
with one shot. 


rmal 


15 Bills 


4862 
148083 
760 


86 


5 Bill: 
1175045 


649241 


1620 


1787801 
1504913 
2480 


3026584 
4279668 
4200 


2406747 
2715056 
3340 


Gain Type Name 

118556 Exp. | Monster Wpn. Wolf's Fang 
100 Garm x1 [33619 Hell 
100 Mana 

26760 Exp. | Monster Wpn. Goblin's Claw 
90 Black Dog x4 [23101 Hell 
90 Mana 
First Visit 15269 Exp. 
gs Femy ooot symbol xt |E Hell 
Panel 85 __ Mana 
First Visit 15269 Exp. 
85 embee Symbol xt | 3828 Hell 
5 Panel 85 Mana 
First Visit 15269 Exp. 
85 _DEF+50% Symbol x1 | 3828 Hell 
Panel 85 _ Mana 
Next Visits 15269 Exp. 
85 EXP+ 50% Symbol x1 | 3828 Hell 
Panel 85 Mana 
Next Visits 15269 Exp. 
85 EXP+50% xl | 3828 Hell 
Panel 85 __Mana 


ELN 


This stage can be a bit nas- 

ty if you don’t quickly take 
care of the Clone effect. 

While Move-2 is annoying, 

the Clone effect can be 
catastrophic, especially if 

it copies Axel or another 
strong character. However, 

you do have a bit of leeway 

to plan your turns. Barring an 
unlucky Clone creation near 
your side of the base, you have 
3 turns before even the fastest 
Ghoul can reach your side of 
the map. However, each turn 
you dally is an additional foe 


you have to fight. You need to create a tower of humans capable of throwing 
a character at least 11 spaces This allows you to toss your strongest warrior 
directly in front of the Geo Symbol providing the clone effect. Destroy it as 
fast as possible to set off a Geo Chain which eliminates the Clone effect and 
does serious damage to anything in the middle area. Remember that using 

a monster to Toss & Pass does not use up your turn. You can use a Cu Sith or 
other monster to bounce your characters to the Geo Panel, and then cancel 
their movement to bring them back into the base, sparing your own allies the 


damage caused by a Geo Chain. 


Receiwega sa 


men 


[Stoet inro wing vanen E groetn 


A setup like fris will get Axel right in 
tt of the Geo Symbols witfiout trouble. 


rmal 


5 Bill: 


15 Bilk 


20 Bills 


719993 
214540 
510 


1276280 
920592 


1070 


1941999 
2119240 
1630 


2609511 
3810492 
2190 


3277357 
5994340 


2750 


Type 
Exp. | Monster Wpn. Sl e 
Hell Armor Buckler 
138932 Exp. | Monster Wpn. Wolf's Fang 
100 __Ghoul x4 | 39397 Hell Armor Buckler 
100 _ Mana 
20869 Exp. 
95 Cone MP 4 | 45 Hel 
95 __ Mana 
20869 Exp. 
95 Move -1 De, x1 | 4753 Hell 
95 _Mana 
20869 Ep. 
95 Mover PMPO 4 | 4753 Hel 
95 Mana 


Whoever this mysterious villain 
is, he ambushes you in quite 

a nasty place. Both your Base 
and the enemy’s starting loca- 
tion are covered in the No Lift- 
ing and Enemy Boost +50% ef- 
fects. The only safe spot is the 
bridge in the middle, which 
grants both +50% EXP and +50% 
Attack. Fortunately, there 

are a few ways you can alter 
this stage to your advan- 

tage. Any unit with a good 
distance weapon, like a gun, 
can aim across the gap and 
snipe the Geo Symbols. Aiming 
for either the Enemy Boost or 
No Lifting Panel will allow you 
to destroy both while leaving 
the Attack and EXP +50% ones intact for your use. From there, you can make 
the middle bridge into a fortress. Ranged attackers are best here, since they 
can attack at full strength from the red Geo Panels. However, this strategy 
carries a risk, since if you can°t hold the bridge, you may find yourself facing 
enemies who get the +50% boost instead. If you’d rather brute force your way 
through the stage, the same long-distance attacker can destroy the EXP or at- 
tack boosting panels as well, turning everything into a level playing field. 


When the enemies bunch up, they're in the 
prime position for an area of effect attack. 


15 Bill: L 


704018 
240832 
745 


1320614 
1027972 


1560 


2001860 
2362472 
2375 


2697128 3386360 
4244332 6673552 
3190 4006 


Amt 


Type 


First Visit 


x1 


236292 
27536 
125 


Monster Won. 


Armor 
Emblem 


Bear Claw 
Buckler 
Imperial Seal 


105 


Hell Hound 


79804 
25423 
105 


Monster Wpn. 


Wolf's Fang 


105 


Nemophilia 


72550 
23112 
105 


Monster Wpn. 


Goblin Claw 


105 


Vodianoi 


Monster Wpn. 


The Dead 


85 


ATK +50% 


Sl 


Panel 


85 


EXP +50% 


Symbol 
Panel 


x1 


85 


No Lifting 


Symbol 
Panel 


xl 


85 


Enemy Boost 
+50% 


Symbol 
Panel 


This stage can be 
dangerous if you 

don’t take out the 

Geo Symbols right 

away. However, 

unlike the previous 
stages, you can’t just 
take them all out by de- 
stroying one. Every panel 
in the stage is the same 
color, and that means you E77 
have to eliminate them 

the old fashioned way. 
For this stage, you’re 
going to want a powerful mage, preferably one whose magic is strong enough 
to hit four squares or six squares with one spell. It also couldn’t hurt to have 
a gun-user as well. Create a tower to toss your mage up to where the Geo 
Symbols are and quickly eliminate the Symbols with your strongest magic. 
However, the Evade symbol means there is a chance of your attack missing, 
so it's a good idea to have a backup available. Make sure to pick your mage 
up directly from the Base Panel so that they can move after attacking. This 
allows them to run back towards the rest of your team and avoid the Shooter 
and Hunters. Once you’ ve taken out the Geo Symbols, the stage becomes 
intensely more manageable. Move your team up slowly, taking out each group 
of Archers before you get into the range of the next one. 


A Toss & Pass chain will allow you to 
send a magician up north without leaving 
your throwers vubnerable to counterattack. 


BONUSES 


Bill 


Bil 


[Gauge] Prize Lv| 


0-3 
4-7 
8-9 


846423 
341791 
975 


1693438 
1450142 
2030 


3859173 
3326267 
3085 


6500814 
9381841 
5195 


5179830 
5970168 
4140 


TARGET Lì EQUIPMENT 
Lvi| Class Tag _|Num. Type Name 
Bow Long Bow 
130 _ Shooter x1 Armor Tunic 
Glasses Opera Glasses 
118152 Exp. Bow Long Bow 
125 Hunter x3 [48772 Hell Glasses Plastic Nose 
125 _ Mana 
86010 Exp. Bow Long Bow 
120 Archer x2 [33763 Hell Glasses Plastic Nose 
120 Mana 
83769 Exp. Bow Long Bow 
115 _ Archer x2 | 31063 Hell Glasses Plastic Nose 
115 Mana 
15259 _ Exp. 
85 Evade VU a | 3828 Hel 
ze 85_Nana 
15269 _ Exp. 
85 Ee VOEL ga [3826 hel 
el 85__Mana 
15269 Exp. 
85 Heal VT a | 388 Hell 
De 85__Mana 
15269 Exp. 
85 Cone VT a | 388 Hell 
ne 85 _Mana 
15269 Exp. 
85 No Lifting le xt | 3828 Hell 
ai 85__Mana 
15269 Exp. 
A On ede Et 
mn sn 85__Mana 


Poor Asagi just can’t get 

a break, can she? This 

stage in particular seems 
geared to work against 

her. You begin surrounded 

by a No Range Attack 

effect. Since Asagi and 

her Sniper friends are all 

using Magichange guns, this 
can only work to your benefit, 
Spend your first turn taking out 
the Tree Folk to prevent them 
from Magichanging with the 
Jounin. Try to eliminate the 
Jounin as well if you feel your 
party is strong enough. Spend 
your second turn moving back- 
wards to the wall just behind 
the Base. The remaining Jounin 
and the Black Dogs will come 
to you, but since they can't use ranged attacks, you can safely remain on 

the back wall and take care of them when they come near you. Once they’re 
dead, you should begin luring Asagi and her gunners into range. Axel is a 
good choîce for this. Just move him within their movement range, but outside 
of their attack range, and they’ll come right to him. This will force all the 
enemies into the No Ranged Attack zone. With their major advantage nullified 
by the effect, you should be able to crush them at your leisure. 


Ep 1475521 2938231 4463214 5991249 8066907 
HL 582180 2472615 5673455 10184700 16006350 
1705 3550 5395, 7240 9085 


Mana 


figfst. 


You shout bring a gun 
to a Frife fi 


Hiding against he wall cars turn the 


fiofst in your favor, especially if you prefer 


elose-range figfters. 


TARGET LIST REWARDS EQUIPMENT 
[_Cass | Tag |Num] Amt Gain) Type | 
Gun 44 Magnum 
62958 Exp. 5 
5 of Armor Light Armor 
135 Asagi First Visit _x1 Gen he Shoe Ninja Tabi 
Anà | Magichange Ghast 
133786 Exp. 
120 Ghast Magichange x1 |52521 Hell 
120 _ Mana 
78168 Exp. Gun Steam Gun 
125 Sniper x3 [32512 Hell Armor Leather Jacket 
125 __Mana | Magichange Corpse 
T11687 Exp. 
115 Corpse Magichange x3 [41418 Hell 
115 _ Mana 
98458 Exp. Fist Double Slap 
125 __Jounin x2 | 40640 Hell Armor Leather Jacket 
125 _ Mana | Magichange Tree Folk 
148914 Exp. 
115 TreeFolk Magichange x2 |55224 Hell 
115 _ Mana 
106334 Exp. | Monster Won Wolf's Fang 
125 Black Dog x2 [43891 Hell Shoes Cross-Trainers 
125 __ Mana 
15269 Exp. 
5e OH au KE 
E ue 85 Mana 


EEN 


The most interesting 

thing about this stage is 

that it offers a risk and 
reward. On top of all 

of the tables are EXP 

+200% Def - 100% Geo 

Panels. If you're willing 

to lure enemies onto 

the Geo Panels, you can 

really clean up on the 
experience points while 
weakening your enemies at the 
same time. It’s not a bad idea 
to bring one or two characters 
dedicated to tossing foes onto 
the tables. The benefits of the 
added experience points and decreased defense far outweigh spending one 
of your character’s turns. Your foes will also be distracted by the tasty Prinny 
snacks on the tables, allowing you to handle the crowd at a more leisurely 
pace. The easiest way to win the stage is simply to play defensively and force 
the enemies to come to you. One fun trick is to toss enemies into the Masoch- 
istic Angel, who will absorb them, effectively killing the enemy. 


The Prinny are the main course, Toss the enemies onto the table and 
but they're also a convenient distraction. you can have yourself a hearty buffet 
of experience points. ol 


BONUSES 


15 Bill 


[Gauge] Prize Lv| 
0-4 


Exp 
HL 
Mana 


1114636 
410259 
1620 


Bill: 

1907628 

1731789 
3360 


2716122 
3965804 
5100 


3525311 
7112304 
6840 


4334648 
11171289 
8580 


TARGET LIST 
Class 


Tag Num. 


REWARDS 
Amt | Gain 


Type 


Petite Orc 


x2 


71351 
28359 
135 


Hell 
Mana 


Monster Wpn 


Wolfs Fang 


Ghoul 


x1 


104196 
47265 
155) 


Exp. 
Hell 


Mana 


Monster Wpn 


Wolf's Fang 


Zombie 


xÍ 


83942 
37812 
135 


Exp. 
Hell 
Mana 


Monster Wpn 


Wolf's Fang 


Warslug 


x2 


173282 
32140 
135 


Exp. 
Hell 
Mana 


Monster Wpn 


The Sacrifice 


Marionette 


x2 


62958 
28359 
135 


Exp. 
Hell 
Mana 


Monster Wpn 


Wolf's Fang 


Specter 


x2 


92335 
32140 
135 


Exp. 
Hell 
Mana 


Monster Wpn 


The Sacrifice 


Empusa 


x2 


62958 
28359 
135 


Exp. 
Hell 
Mana 


Monster Wpn 


The Sacrifice 


Pvt. Prinny 


Neutral 


x8 


50367 
17015 
135 


Ep. 
Hell 
Mana 


Weieht 


Power Weight 


Angel 
Masochist 


Neutral 


x1 


62958 
28359 
135 


Exp. 
Hell 
Mana 


EXP +50% 


x4 


24549 
13203 
160 


Exp. 
Hell 
Mana 


Def -50% 


24549 
13203 
160 


Exp. 
Hell 
Mana 


Your second time 

through the stage is 

almost a repeat of 

the first, but with a 

few differences. The 

enemies now all begin 

on top of the tables, 

in basically the same 

position that the Prin- 

nies were during your 

first attempt at the stage. 
Likewise, each table still has a 
convenient EXP +200% effect, 
although the Defense -100% 
debuff is gone. In order to get 
the most out of this stage, you're goîng to want to get your characters to as 
many tables as you can during the first turn. Toss & Pass is ideal for this. Use 
one or two monsters and position them so that they’ll Toss & Pass characters 
towards the tables. Afterwards, bring them back into the base and reposition 
them again. You should be able to get at least one character to every table. 
Since the enemies are bunched so closely, most area effect attacks can dam- 
age both at once. If you're strong enough, you can even wipe out the entire 
stage in one turn. That makes this a great place to power up your characters 
for later levels. 


Use Toss & Pass to get your characters Even a moderately leveled spell can hit 
to all four tables in one turn. both enemies on a table in one shot. 


BONUSES 


TE 5 Bill: +10 Bil 15 Bills 2 
Exp 668544 1179873 1701197 2222969 2744837 
HL 255230 1077380 2467205 4424705 6949880 
Mana 1080 2240 3400 4560 5720 


Amt 
71351 Ep. 
135 Petite Orc x1 | 28359 Hell 
135 _ Mana 
71351 Exp. | Monster Wpn Wolf's Fang 
135 Nekomata xt [32140 Hell 
135 _ Mana 
50367 Exp. | Monster Wpn Wolf's Fang 
135 _Mothman xi [22687 Hell 
135 Mana 
173282 Exp. 
135 _Warslug x1 | 32140 Hell 
135 __ Mana 
62958 Exp. | Monster Wpn Wolf's Fang 
135 Marionette x1 | 28359 Hell 
135 _Mana 
92335 Exp. [ Monster Wpn The Sacrifice 
135 _ Specter x1 [32140 Hell 
135 Mana 
62958 Exp. | Monster Wpn The Sacrifice 
135 _Empusa x1 | 28359 Hell 
135 Mana 
83942 Exp. | Monster Wpn Wolf's Fang 
135 Zombie xl [37812 Hell 
135 _Mana 


Gain |__Type 


pe Name 
Monster Wpn 


Wolfs Fang 


Monster Wpn The Sacrifice 


24549 Exp. 
160 EXP +50% si Een x4 | 13203 Hell 
Sie 160_Mana 


This is another stage 

that looks intimidating 

at first, but actually 

is heavily weighted in 

your favor. If you’re 

careful, you can actu- 

ally win this stage in 

a single round. Using 

your best throwers, 

toss two characters 

over towards the Geo Symbols 
on the middle table, Have 
those characters toss them 
onto the red Geo Panels, 
preferably in the direction of 
your base. Then simply have 


any of your ranged characters eliminate one, and watch the extremely long 
Geo Chain. By the time it is done, you should have a level 9 Bonus Gauge and 
very badly damaged enemies. However, be sure to make the Samurai your príi- 
mary target. A damaged Samurai can be more deadly then a healthy Samurai, 
so don’t leave him alive to get a turn. This is a good level to use to build up 
extra money and items, since the level 9 Bonus Gauge is so easy to earn. 


(Gther) 
thee 


Toss the Geo Symbols from the and yow forma Geo Chair of 
table onto the ground.… epic proportions. 


BONUSES 


0-4 Exp 839101 1601343 2600224 3486469 4371846 
HL 446185 1874260 4285315 7679350 12056365 
Mana 1620 3350 5080 6810 8540 
TARGET LIST REWARDS 
Lvl Class Tag |Num.| Amt | Gain Type Name 
78506 Exp. Sword Dragon Blade 
150 _ Fighter x3 | 39535 Hell 
150_Mana 
78506 Exp. Sword Rapier 
150 Lady Fighter x3 | 39535 Hell 
150 Mana 
65017 Exp. | Monster Wpn Goblin's Claw 
140 Pvt. Prinny x4 | 30459 Hell 
140 Mana 
107997 Ep. Sword Shamshir 
160 Samurai x1 [87139 Hell 
160 Mana 
73636 Ep. 
seo et prevelt [39609 Hel 
chisí Irsf El 160 Mana 
20990 Bp. 
135 _ Clone nn x1 | 9453 Hell 
as 135 _ Mana 
20990 Ep. 
135 Slee VMO sa 9453 Hel 
ane 135__Mana 
20990 Bp. 
135 ATK+50% _ Symbol x1 | 9453 Hell 
135 _ Mana 
20990 Exp. 
135 Attack+1 Symbol x1 | 9453 Hell 
135 _ Mana 


Right off the bat, 

you’re going to want 

to use a few units to 

toss your best combat 
characters towards the 

top, out of the range 

of the Disperse Damage 

and No Range Attack 

effects. Remember that 
using Toss & Pass with 

a monster doesn’t take up 
their turn, so you can have a 
good monster boost the range 
of a throw and then put it 
right back in the Base. Take 
down the Rune Knight and 
Dark Knights, being careful not to damage the Attack +50% Geo Symbol. 
Once you have breathing room, remove the Attack +50% symbol and toss it 
onto the Blue Geo Panels. Then replace it with the blue No Ranged Attack 
Geo Symbol. From here, every enemy left on the stage becomes literally 
harmless, and you can easily dispatch them at your leisure, since they've 
lost all ability to attack. 


with t 5 from a distance 
rusllified, these mages become sitting ducks. 


BONUSES 


0-4 Exp 930396 1905847 2885963 3865818 4846004 
HL 557501 2323541 5299076 9484106 14878631 
Mana 1620 400 6055 8110 10165 
TARGET LIST REWARDS EQUIPMENT 
Lvi| Class Tag _ [Num] Amt | Gain Type 
64240 Exp. Staff Magician Wand 
175 Green Mage xl | 37807 Hell Orb Psycho Orb 
175 _ Mana 
64240 Exp. Staff Pixie Wand 
175 Green Skull x1 | 37807 Hell Orb Psycho Orb 
175 __Mana 
64240 Exp. Staff Magician Wand 
175 Red Mage x1 [37807 Hell Orb Psycho Orb 
175 Mana 
64240 Exp, Staff Pixie Wand 
175 Red Skull x1 | 37807 Hell Orb Psycho Orb 
175 _ Mana 
64240 Exp. Staff Magician Wand 
175 Blue Mage x1 [37807 Hell Orb Psycho Orb 
175 _ Mana 
64240 Exp. Staff Pixie Wand 
175 Blue Skull x1 [37807 Hell Orb Psycho Orb 
175 Mana 
91005 Exp. Staff Magician Wand 
175 Star Mage x1 | 60312 Hell Orb Psycho Orb 
175 __Mana 
91005 Exp. Staff Pixie Wand 
175 Star Skull xl | 60312 Hell Orb Psycho Orb 
175 _Mana 
107064 Exp. Axe Battle Axe 
175 Dark Knight x2 | 63012 Hell 
175 _ Mana 
148818 Bop. Axe Viking Axe 
195 Rune Knight xl [97515 Hell 
195 _ Mana 
24549 5 
160 Amkssox  Smbol 4 iss He 
Ene 160__ Mana 
24549 Exp. 
160 Ae xt Helt 
25 le 160__Mana 
5 24549 Exp. 
to B OL ante Mn 
jamage Panel 160 Mana 


Unlike the other recent 

stages, the Geo Panel 

setup is not in your 

favor. You're surrounded 

by four strong enemies. 
However, the real 

danger is the Warp, 

Enemy Boost x 3 and 

Ally Damage 20% panels 
covering almost every available 
space. If these remain intact, 
this battle could quickly 
become a massacre. The first 
thing you're goïîng to want to 
do is eliminate these effects. If 
you have a mage with the range and power to do so, quickly have them blast 
the Geo Symbols up near the top of the stage, through the No Entry panels. 

If not, quickly send a unit to destroy the No Entry Geo Symbol located near 
the Terra Dragon. Once this is out of the way, toss a strong attacker over to 
the Geo Symbols up on the stage and destroy one as quick as possible. This 
will set off a long Geo Chain which will eliminate all of the enemy’s beneficial 
effects, fill up your Bonus Gauge, and do a nice bit of damage to the four 
monsters as well. However, even with the effects taken care of, your foes 

are strong. Focus on one at a time, starting with the low-HP Terra Dragon. If 
you can keep the No Entry Geo Symbol intact, you can prevent the MC from 
joining the fight until you’re ready to deal with him. 


Tt would onty take one of these Even without their buffs, 
guys to tear your team apart. the enemies pack a real punch. 


ts 


1334248 
901218 
1010 


2730497 


4130255 


3738918 8514318 


2070 3130 


6930358 
23878218 
5250 


5530273 
15227418 
4190 


Amt 


Type 


EQUIPMENT 
Name 


210 MC 


First Visit 


xl 


144120 
101601 
210 


Exp. Gun 
Hell Armor 
Mana Glasses 


Steam Gun 
Light Armor 
Opera Glasses 


200 Terra Dragon 


xl 


213614 
143521 
200 


Exp. | Monster Wpn 
Hell Armor 


Slime Juice 
Traveler Mantle 


200 _Ambriel 


x{ 


366192 
246036 
200 


Exp. | Monster Wpn 
Hell Armor 


Slime Juice 
Traveler Mantle 


200 Tiamat 


xl 


305161 
205030 
200 


, | Monster Wpn 
Hell Armor 


Slime Juice 
Traveler Mantle 


200 Dark Dragon 


Neutral 


xl 


305161 


. | Monster Wpn 
Hell Armor 


Slime Juice 
Traveler Mantle 


160 No Entry 


Symbol 
Panel 


x1 


160 _ Warp 


Symbol 
Panel 


xl 


Enemy Boost 


160 3 


Symbol 
Panel 


xl 


60 Ally Damage 


L 20% 


Symbol 
Panel 


This is another stage 

where it’s essential 

to take out the Geo 

Symbols as quickly 

as possible to avoid a 
slaughter. Fortunately, 

it isn’t very difficult to 

take the Symbols down. 
Using your usual team of 
throwers, toss a powerful 
ranged attacker forward 
towards the bench on the 
upper-left side. Once you’ ve 
reached the bench, toss your 
ranged attacker up onto the 
fence. A strong magic or bow user are your best bets here. Have them 
target the leftmost Geo Symbol on the roof and blast it. This will set off 

a chain reaction, bringing the enemies down to more manageable levels. 
There are still some tough foes here however, so don’t let down your guard. 
Start with the rather weak Petite Orc and play defensively, allowing the 
enemies to come to you instead. Make sure to have your ranged attacker run 
back along the fence, to keep their height advantage and place themselves 
at less risk of counterattack. 


EN 


roraL pÂlÂdE 40’ 


Wifi tie bonus gone, these enemies 
are easy pickings. 


lormal Bill: Bil 15 Bill 20 Bills 
Exp 1051320 2153238 3259212 4365483 5471811 
HL 653901 2721291 6203211 11099661 17410614 
Mana 1480 3040 4600 6160 7720 
Lvl Class Tag |Num.| Amt | Gain Type Name 
197826 Exp. | Monster Wpn Crab Claw 
185 Kid FirstVisit x1 |123046 Hell Armor China Dress 
185 _ Mana 
96090 Exp. | Monster Wpn The Heretic 
185 Kid FirstVisit x1 | 59765 Hell Armor China Dress 
185 _ Mana 
226086 Exp. | Monster Wpn Crab Claw 
185 _ Baciel x1 [140624 Hell Armor Round Shield 
185 Mana 
84786 Exp. | Monster Wpn Crab Caw 
185 White Dragon x1 | 52734 Hell Armor Round Shield 
185 _ Mana 
96090 Exp. | Monster Wpn Crab Claw 
185 Petite Orc x1 [89765 Hell Armor Round Shield 
185 _ Mana 
84786 Exp. [ Monster Wpn Crab Claw 
185 Marionette xl [52734 Hell Armor Round Shield 
185 Mana 
96090 Exp. | Monster Wpn Crab Claw 
185 Cockatrice x1 [59765 Hell Armor Round Shield 
185 __ Mana 
169566 Exp. | Monster Wpn Crab Claw 
185 _ Dragon x1 |105468 Hell Armor. Round Shield 
185 _ Mana 
15269 _ Exp. 
125 embee lef x1 | 34453 Hell 
Ù 125 Mana 
15269 Exp. 
aad Hel 
id ie 125_Nana 


The checkerboard pat- 

tern of Geo Panels and 

effects are completely 
uncontrollable, which 

can make this stage 

rather difficult. The 

Geo Symbols on the roof 

move around, making 
planning in advance 

almost impossible, and due 

to their height, can°t be de- 
stroyed. Playing defensively is 
the best move here. Stay near 
your own base, and let the en- 
emies come to you. Have your 
ranged fighters stand on whatever color isn't limiting ranged attacks, while 
your melee fighters try to stand on Attack +1 panels. If you're lucky enough to 
get Attack + 1 without the No Range Attack effect, take full advantage of it to 
demolish your unlucky foes with magic before they can turn this against you. 
Your overall goal should be to thin the crowds as they come for you, focusing 
on enemies who are not standing on the Boost +50% panels, and therefore are 
easier to kill. Keep an eye on the enemy’s movement range and try to stay 
outside of it. The Attack +1 effect can be just as deadly for your own team as 
itis for the enemies. 


With these Geo Symbols running around, Tet the enermy come to you, so fiat you can 
you'll never be 100% sure what the adapst to the changing Geo Symbols easier. 
next tum brings. 


Exp 1517034 3106493 4701449 6296809 7892254 
HL 961117 3996952 9108982 16297207 25561627 
Mana 1690 3470 5250 7030 8810 


REWARDS EQUIPMENT 

Tag Num.) Amt | Gain Type Name 

211374 Exp. | Monster Wpn The Heretic 

210 Principal First Visit x1 [149014 Hell Armor Jijo Outfit 

210 Mana Orb Dark Orb 

141306 Exp. | Monster Wpn Crab Claw 

185 _Succubus x1 | 87890 Hell Armor Light Armor 
185 __ Mana 

141306 Exp. | Monster Wpn Crab Claw 

185 _Pharbitis x1 [87890 Hell Armor Light Armor 
185 _ Mana 

282606 Exp. | Monster Wpn Crab Claw 

185 Adnachiel x1 [175780 Hell Armor Light Armor 
185 __ Mana 

152610 Exp. | Monster Wpn Crab Claw 

185 Head Orc xt [94921 Hell Armor Light Armor 
185 _ Mana 

152610 Exp. [ Monster Wpn Crab Claw 

185 _Peryton x1 [94921 Hell Armor Light Armor 
185 __ Mana 

141306 Exp. | Monster Wpn Crab Claw 

185 Saint Dragon x1 | 87890 Hell Armor Light Armor 
185 _ Mana 

141306 Exp. | Monster Wpn Crab Claw 

185 Assassin's Doll x1 | 87890 Hell Armor Light Armor 
185 _Mana 

152610 Exp. | Monster Wpn Crab Claw 

185 Werecat xt [94921 Hell Armor Light Armor 
185 Mana 
28256 Exp. 
185_Invincibitity mee x [47578 Hell 
an 185__Mana 
Symbol 28266 Exp. 
185 en anel___x1 | 17578 Hell 
é Walks Around 185 _ Mana 
Symbol 28266 Exp. 
185 Attack +1 Panel x1 | 17578 Hell 
Walks Around 185 _ Mana 
28266 Exp. 
185 No Entry en x4 [47578 Hell 
Us 185 __Mana 
Symbol 28256 Exp. 
ses NoRange Panel xl 17578 Hell 
ACK Walks Around 185 _Mana 


Oa 
ps 


The doorway to the 
orphanage is covered 

by Geo Panels with the 

No Lifting, Invincible, 
Encroach and Game Over 
effects. This effectively 
puts you on a time limit 
for this stage, since with 
each passing turn, the 
Game Over panels spread 
even further. If an enemy 
steps on one, you may as 
well restart the stage, even 
before you get the Game 
Over effect. Use your best 
area-of-effect attacks during the early turns to clear out the Mothmen and 
Black Dogs while they're bunched together and before they can become a 
major risk. Prinnies are also good here, since a high-powered Prinny explo- 
sion can hit most of the tightly bunched foes. The Mothmen can move further 
and have fewer hit points, so they should be your first targets, and you should 
never leave one alive unless you're positive it won’t get within range of the 
spreading Geo Panels. The Boss and Goons are fairly strong foes, but the real 
danger in this stage is from enemies landing on the Game Over panels. 
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The stage begins like this. 


ve but it doesnt stay that way for long! 


Bill: 


Bil 


15 Bill: Ils 


1725941 
1151344 


2560 


3532504 


4778794 


5250 


5343937 
10883944 
7940 


7155713 8967593 
19466794 30527344 
10630 13320 


Num. 


Amt 


Type 


EQUIPMENT 


Name 


210 Boss 


First Visit 


x1 


288235 
203202 
210 


Monster Wpn 
Armor 


Crab Claw 
Protector 


200 _Goons 


First Visit 


x2 


183099 
123018 
200 


Monter Wpn 
Shoe 


Slime Juice 
Falcon Shoes 


195 _Mothman 


x6 


71436 
46807 
195 


Monster Wpn 
Shoe 


Slime Juice 
Ninja Tabi 


195 Black Dog 


x4 


160723 
105316 
195 


Monster Wpn 
Shoes 


Wolfs Fang 
Falcon Shoes 


150 Game Over 


Symbol 
Panel 


x1 


23094 
11628 
150 


150 _Encroach 


Symbol 
Panel 


x1 


23094 
11628 
150 


150 Invincibility 


Svulol 
Panel 


x1 


23094 
11628 
150 


150 No Lifting 


Symbol 
Panel 


23094 
11628 
150 


No Geo Panels or Geo 
Symbols for this stage, 

just a straight-up 
slobberknocker against 

some of Disgaea’s 

toughest foes. Begin 

with Gordon, Marjoly, 

and Prism Red, since 

they have the fewest HP. 
Move your team over towards 
the Orphanage sign at the 
start, which will lure over 
Gordon and Prism Red without 
attracting the attention of 
your stronger foes. On turn 

2, Marjorly and Mid-Boss will start to move, followed by Laharl and Flonne on 
turn 3, although it will take the two of them a few turns to reach your team. 
Fortunately, the Boss remains where he is until you come within range. The 
key to this fight is to take the groups in manageable chunks. Two or three 
foes at a time is the most you want to be dealing with, unless you want to 
get swarmed. Keep in mind that despite most of them looking human, the 
majority of characters here are technically monsters, so don’t expect Axel’s 
defensive ability to work as well. For those playing the game using the title 
screen code, Marjoly is actually the least threatening enemy on the stage, 

as she doesn’t have the SP necessary to use her powerful Dark Force special 
ability, which limits her to fairly weak melee attacks. 


Some people will do anything fora Position your 
Bit of extra screen tire. 


ff 


avoid attracting a swarm of enemies. 


around this sign to 


Exp 1437307 2935983 4436823 5937853 7438923 
HL 1104123 4560663 10370773 18534453 29051703 
Mana 1635 3340 5054 6750 8455 
EQUIPMENT 
Type 
214878 Exp. | Monster Wpn Viper Bite 
169218 Hell Armor Protector 
Ee Mi Xl | 235 Manal _ Shoe Ninja Tabi 
Emblem Devil Ring 
76185 Ep. Sword Heavy Sword 
63756 Hell Armor Black Outfit 
250 Overlord X1 | 250 Mana Belt Beastly Belt 
Emblem Devil Ring 
76185 Exp. Bow Exorcist Bow 
63756 Hell Armor Magical Vest 
ZO Rallemnsel sl 250 Mana Glasses Plastic Nose 
Emblem Devil Ring 
246937 Exp. | Monster Wpn Bear Claw 
di 186321 Hell Armor Traveler Mantle 
Raon Dak Aon xl 225 Mana Belt Energy Belt 
Emblem Dark Rosary 
102894 Exp. | Monster Wpn Bear Claw 
77364 _ Hell Armor Traveler Mantle 
225 Super Hero X1 | 225 Mana Belt Energy Belt 
Emblem Dark Rosary 
651630 Exp. | Monster Wpn The Delusion 
225 Legendary 491682 Hell Armor Chinese Dress 
Witch 225 Mana Orb Dark Orb 
Emblem Dark Rosary, 
68598 Exp. | Monster Wpn Bear Claw 
51756 Hell Armor Traveler Mantle 
225 Defender Xl (“225 Mana Belt Energy Belt 
Emblem Dark Rosary 


Main Character? 


SPECIALABILITIES LOVER BONUS 
+10% t0 alt stats per male ally on map +1% Fer 5 Levels 
MAGICHANGE TYPE ej 
Gun ge 
D 4 z 
Main Character” 4 
__Spear | __ Bow _ | Gun | Axe t: 
12 Ez] 2 1 12 
_CTR THROW | 
) 4 10 10 5 ad 


SPECIAL ABILITIES 
+10% t0 alt stats per male ally on map. 


+1% Per 5 Levels 


This former adversary now becomes an ally. Asagi has a unique ability that no other 

character shares: she can alternate between a monster and human form, each with its own 
unique attacks. You can alternate between her monster and humanoid forms as soon as she dee 
reaches level 2000 by passing proposals with Adell attending the Dark Assembly. Having male e= 
allies on the field boosts her stats. She likes the attention. 


Unlocking Asagi is as easy as defeating her in Extra Stage 1. Pass the proposal “I’ll bring you 
down!” to add Asagi to your arsenal. 


SPECIAL ABILITIES 
If attack misses, move again 


LOVER BONUS 
No Bonus 


MAGICHANGE TYPE 
Sword 


Earth’s favorite intergalactic hero makes his triumphant return to battle. With Thursday and 
Jennifer still recovering, Captain Gordon wants to make the best of the situation and help 
your team emerge victories in whatever adventures lie ahead. Gordon’s shear determination 
lets him courageously retreat to regroup if his attack happens to miss. 

Gordon pleads his case in the Adell-attending proposal “Let's Fight Together” which pops up 
after completing Extra Stage 4. Passing it means Gordon will join your roster. 


SPECIAL ABILITIES 
Receive 50% less damage from females 


LOVER BONUS 
+1% Per Level 


MAGICHANGE TYPE 
Staff. 


Sexy Panties are not the only memento of Marjoly’s you can acquire this time around. Go all 
out and take home an evil witch of your own. You deserve it. Her powerful MP-draining Dark 
Force skill is along for the ride, as well, She’s just fine around the guys but very guarded 
around other girls, only taking half as much damage form any female opponents. 


Completing Extra Stage 7 will grant you the opportunity to pass the “My powers are yours” 
proposal in the Adell-attending Dark Assembly. 


Overlord. 


HP 


24 


+10% damage per empty panel in an AE +1% Per 5 Levels 


H P Dr 
Ae 


Priere is ready to fight for you. Her multi-target skills won't go to waste if you're only 
aiming at one or two enemies, her attack power will increase for every empty square in her 
area of effect. 


7 
Extra Stage 6 is the only obstacle between you and Priere. Pass the proposal “Fighting Tough 7 
Guys” and she's yours. 

D-B 
Dark Adonis 
THROW_ 
Mm Â 10 10 
BASE STATS 
HP m Sp ATK a) DEF j INT SPD HIT 
] ml 
48 E 20 18 14 4 1e 
P BILITIE OVER BO 
Recieve 50% less damage from Males +1% Per Level 
Sword 


Your wildest dreams have come true, as Mid-Boss decides to become your ally. He 


at) 
may not be the toughest fighter out there, but not everyone can be an ultra overlord. ) 
Complementing Marjoly, Mid-Boss keeps an extra-watchful eye on his male opponents, only Leh 
allowing himself to take half of the damage they dish out. He may just prove himself useful 
after all. DN 


Catching Mid-Boss is not quite so easy. You'll first have to defeat him in Extra Stage 5. 
During a following Cycle pass the “1 want to see the ending!” proposal, but don’t enter the 
stage again. Instead, look for the “Allow moi to join” proposal in the Adell-attending Dark 
Assembly. Pass it and the Dark Adonis will be your best friend. 


Bow | 


MV Ë JM ij CTR _THROW 
El E 


BASE STATS 


LOVER BONUS 
+1% Per Level 


+25% damage vs Humanoid units 


MAGICHANGE TYPE 
Bow 


The ultimate overlord is now yours to control. He may pack a punch in his attacks, but 

a lack of legs means his MV stat is a lowly 1. But why would you expect an all-powerful 
overlord to move around on his own? He deserves to be carried, don’t you think? He likes to 
take out his bottled-up rage on humanoids, doing an extra 25% damage if they're in the path 
of his attacks. 

The chance to recruit Zetta presents itself after clearing Extra Stage 11. Pass the Adell- 
attending proposal “You know you need me” and this tome is yours for the taking. 


SPECIAL ABILITIES 
+25% ATK increases when HP is critical 


LOVER BONUS 
+1% Per Level 


MAGICHANGE TYPE 
Sword 


It’s Prism time. Although an entire team of Prism Rangers is present in Holt Village, only one 
of them will join forces with your team. All the signature moves you know and love are here, 
including Prism Justice and Swift Justice. Batteries sold separately. 


Afew different things must be accomplished before the Prism Rangers join forces with you. 
After calling them to your aid at least three times, you must befriend each of the original 
five through their proposals ín the Adell-attending Dark Assembly. After all five appear in 
Holt Village and you clear Extra Stage 2, the proposal “My Comrade!” will appear in the 
Adell-attending Dark Assembly. 


EC 12 21 Es 12 Ei 13 12 
p BITH OVER BO 
When countering, deal normal damage plus 100% of received damage 1% perlevel 


Mr. Champloo isn't someone you want to mess around with unprepared. He's ready to return 
any unwanted favors by counterattacking with the full force of any attack he receives in 
addition to what he normally dishes out. 


Encountering him requires you to complete a simple recipe of one part Clearing Axel Mode /Ì 
and one part 50+ hours total play time. Passing “Hardcore Teacher: Champloo”' is the extra 
seasoning needed to get things going into Extra Stage 13. Winning against him in battle will 
convince him to follow you. 
5 3 
No. 1 Delinquent kj ie 
D 
|__Fist | Sword | Spear | | x xe Ps 
je a ei KeS 
MV_ JM CTR } 
E 5 75 3 We 5, 
nf 
d 
eN, /i 
SPECIAL ABILITIES LOVER BONUS A 
+2 panels to magic range +1 panel per 10 levels 
MAGICHANGE TYPE 
Sword 


If you want a well-crafter magic user, look no further. Not only does she boast excellent INT 
and nice chunk of SP, but she also possesses an extended range of attack, allowing her to Leb 
attack distant opponents other witches and magicians can only dream about hitting. 

You can find Raspberyl waiting for you if you've recruited Mr. Champloo and cleared at least 
30 Dark World stages in Adell mode. Simply pass the proposal “Hardcore Teacher: Raspberyl’ 
to battle it out and show her how much you need her. 


Gs en 
KN Seets and Spoilers 
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ig WEAPON PROFICIENCY 

dr Fist Sword Spear Bow ‘Gun Axe Staff 
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EXP RATE 
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SPECIAL ABILITIES 
+5% demage per enemy unit on the map 


+1% Per 5 Levels 


The final of Disgaea 3's visiting faculty rounds out the list of newly obtainable characters. 
His resume includes a number of well-rounded stats. Mao relishes a battle filled with many 
viable opponents. The more enemies on the field, the more powerful his attacks will be. 


Recruiting Mao is as easy as taking a cruise…to the Land of Carnage. Simply unlock the Land 
of Carnage and have both Mr. Champloo and Raspberyl in your party and you'll be able to 
take on Mao as soon as you pass the “Hardcore Teacher: Mao” proposal. 


If you're playing through a Cycle after clearing Axel Mode you'll gain the use of three new 
allies in the Land of Carnage. After recruiting Axel, three proposals will be added to the 
list of cases Adell can hear while attending the Dark Assembly, each linked to one of Axel's 
comrades Pink, Actress, and MainCharB. These fighters can only be used within the confines 


or ie land of Carnage. All lovers and character specials do the same thing as their respective Generic classes. 


Evil Ranger 
WEAPON PROFICIENCY 
Fit Sword Spear Bow’ Gun he Staff 
MV JM CTR THROW HL EXP. EXP RATE 
| 5 75 E El 10 10 El 
En BASESTATS TE 
DEF INT 


ACTRESS 
CLASS 
A-List Star 
WEAPON PROFICIENCY 
Fist Sword Spear Bow Gun Axe Staff 


SEX LVL CIE 


MAIN HERO B 


CLASS 
Angel Masochist n 
[Spear | Bow |] 
14 14 
CTR_ THROW 
} 5, 
BASE STATS 
HP SP TK DEF INT 
B 
16 14 14 10 14 


Defender 


___ Est | sworf | Spar | 
MV JM_ CTR 
Mm 5 15 2 


+50% healing power 


Clear Extra Stage 8 


Send him in first against higher level enemies. 
Kurtis is still a Prinny, but he’s okay with that. What matters is that he’s got 
the soul of a true Defender of Earth. Unfortunately, that isn’t good enough for 
Earth’s government. They’ve constructed a robot duplicate of Kurtis’s original 
body, with all the same moves but no humanity. Fake Kurtis wants to take the 
original Kurtis’s soul so he can use it as an upgrade, and seems willing to beat on 
Kurtis like a pinata until it pops out. Kurtis likes to pretend that he can handle 
every threat alone, but this fake defender might actually be too much for him. 
Even when that one’s been taken care of, there are more sinister copies waiting 
in the wings.…. 

All you have to do to recruit Kurtis is speak to him in the Land of Carnage. You'll 
only be able to use him in battles initiated from the Land of Carnage map, as with 
the other two “Land of Carnage” characters. If you recruit Kurtis this way, though, 
you'll completely miss out on his storyline and its very satisfying conclusion. If you 
are any kind of Disgaea fan, you really don't want to leave it at that. 

To play through Kurtis’s story properly, you first need to obtain and use three 
or more special Cell Phone items that let you summon Kurtis for an assist during 
battles. Then make Adell a Senator (if you haven’t already) and get the Dark As- 
sembly to pass the EDF’s “Rescue the Earth Hero!” proposal. This opens up Extra 
Stage 3, “Defend the Defender.” Beat that stage, then obtain another three or 
more Kurtis-summoning cell phones, use them, and go back to the Dark Assembly 
to pass the EDF’s “Rescue the Earth Hero Again!” proposal. This opens up Extra 


CE 


Stage 4, “Robots Attack!””, which is the conclusion of Kurtis’ storyline. In order 
for Kurtis’s plot to make sense, you should clear both Extra Stage 3 and Extra 
Stage 4 before recruiting Kurtis in the Land of Carnage. 
The big challenge in trying to play through Kurtis’s storyline is actually getting 
hold of the six or more “Defender of the Earth”-type cell phones required in the 
sequence. There are only two ways to obtain them: as Rank 1 prizes awarded by 
the Bonus List, or by purchasing them at the Cell Phone Shops that sometimes 
appear after entering a Mystery Gate in the Item World. Getting the phones 
through the Bonus List is frustrating, partially because farming Rank 1 maps can 
get pretty boring, and partially because there are two other Cell Phones that 
a 
t 


ppear as Rank 1 drops. You won’t know whether or not the Cell Phone you got is 
he kind that summons Kurtis until you get back to Holt Village. 

Since you have to crawl through the Item World several times to get all of the 
Teasure Maps that open up the Land of Carnage anyway, it’s a bit more efficient 
o just hop into every Mystery Gate you find along the way and hope there’s 

Cell Phone shop that sells the type of Phone you want waiting inside. You'll 
ways have plenty of HL available to purchase however many phones of the 
right type that happen to be there, and Item World is a good place to use them, 
too. Getting the Cell Phones this way practically ensures that you're goîng to be 
ridiculously over-leveled by the time you unlock Extra Stages 3 and 4, but it still 
» seems faster and more fun than the alternative to us. 

Afinal note: sometimes when you visit Specialist Towns in the Item World, Kurtis 
= will be waiting there. You can approach and talk to him, but there’s no other se- 
crets to unlock with his appearances there, and you don’t get any special rewards 
for talking to him so many times the way you do with Axel. Sometimes the cruelest 
thing to put into a game is something that looks like a secret but really isn't. 


BASESTATS 
HP Ed l ATK DEF INT SPD HIT RES 
_ el 
24 10 20 12 8 12 10 10 
p BILT RE 
+25% damage bonus to monsters +15 per level 


RECRLITMENT 
dear Extra Stage 9 


He has the highest ATK of all the story characters. 

While being poïntlessly mean to Etna has its charms, deep down, Laharl knows 
that his castle can’t possibly run itself. He and Flonne have been reduced to 
eating junk food and cup ramen ever since Etna left their Netherworld to start 


ES 


hunting Zenon. He really needs Etna to come back, or he’s goîng to end up giving 
himself scurwy or something. 

This doesn’t mean Laharl is going to apologize to Etna or admit he was a jerk 
or anything. He will rant, rave, and threaten overwhelming violence at her. It’s 
not that anything that's happened is his fault, anyway; it’s all because they 
didn’t let him be the main character this time. Main characters get everything, 
but guest characters? They just get no damned respect. 

To get Laharl to join you, recruit Flonne, then have Adell become a Senator at 
the Dark Assembly (if you haven’ t already). Attend the Dark Assembly and pass 
Flonne?’s “Summon Laharl!!” proposal. This opens up Extra Stage 9, “In Holt Vil- 
lage.” After you beat Extra Stage 9, Laharl joîns the party. 


Fallen Angel. 
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SPECIAL ABILITIES 
+507 healing power 


RECRLITMENT 
Clear Extra Stage 8 


She's a Love Freak. Flonne can heal her allies and cure status ailments with one spell. 


She’s a Fallen Angel now, but otherwise Flonne is as sweet and dumb as she was. 
Unlike Laharl and Etna, she rather likes Veldime and the idea of having some 
adventures there. It’d let her try to get Etna and Laharl to make up and stop 
fighting, which she knows is what they both really want. 

To get Flonne to joîn you, amass over forty hours of time on your current 
savefile’s timer. This unlocks the “1 want to fight an Overlord!” proposal. Get the 
Dark Assembly to pass it, and you unlock Extra Stage 8, “In Holt Village.” Beat 
Extra Stage 8 and Flonne joins the party. 
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The Dark Hero is back! While it would destroy his carefully restored image to 
be seen with you in public, he’s still got a healthy respect for his eternal rivals. 
He’ll join your party to help you level up in the Land of Carnage if you talk to 
him there at just the right time, 

The right time is in episodes 3, 9, 10, 11, and after completing stage 13-4, 
“Final Decision.” Before you recruit Axel, you can also get a little help from 
him in Item World. Whenever you visit a Specialist Town in Item World, there’s a 


random chance that Axel will be there. Be sure to talk to him each time you see 
him. After you've talked to him in five different Specialist Towns, he’ ll give you a 
Speed Weight 2. 


Dark Hero 
WEAPON PROFICIENCY 
Spear 


He's picky about when he'll help you, but has good defenses against humanoids. 


Î Ninja Master 
| WEAPON PROFICIENCY 
Fist Sword ‘Spear Bow Gun Axe Staff 
16 12 12 12 3 26 3 
DO HE EP EXPRTE 
= 5 35 2 4 10 10 5 
BASE STATS 
En AIK DEF NT SPD HIT KES 
20 10 1é 5 10 1 12 9 
p ABILITIE OVER BO 
20% of damage inflicted will also damage SP +15 per level 
Speak to him in the Land of Carnage after clearing 13-3 


He’s awesome against magic-users. 


Fubuki may insist on being cold and aloof in the main 
game, but if you prove yourself by reaching the 

Land of Carnage, then he’ll finally consent to join 
the party. He only joins in the Land of Carnage, 
though, since all he cares about is helping you be- 
come powerful enough to defeat Overlord Zenon. 
Shh! Don’t tell him you’re actually leveling up so 
you can see a bunch of cameo appearances! 

To get Fubuki to join, make sure you've 
cleared stage 13-3, “Killers” Hall,” in your 
current game cycle, then travel to the Land of 
Carnage and speak with him there. 
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Remember all the cool stuff you could do on your home 
island in Phantom Brave? Disgaea 2: Dark Hero Days has 
brought that back with a hidden mini-game of sorts: find- 
ing the various treasure chests hidden in Holt Village and 
Axel's Mansion. There are three chests hidden in different 
locations during each episode of the game, and you have 
until the end of the episode to find them. 

The contents of each chest are randomized using the 
same algorithms that randomize your Bonus Gauge rewards 
at the end of a battle. You'll always receive either HL or 
an item of the approrpirate Bonus Rank from these Chests. 
Generally the Bonus Rank for the chests is higher than 
itis for the battles of a given episode, so you can 
get some really valuable equipment this way. 

Finding the chests requires exploring the village 
thoroughly, and occasionally engaging in some 
light platforming. Remember that as you level 
Adell or Axel up, their jumping ability increases 
and you’ll have an easier time exploring. You 
shouldn’t need to power-level to get to any of 
the chests though. 


Episode 1 


Bonus Rank: 1 


The first chest is cleverly located on an outcropping that runs behind the build- 
ing that you see Amos the Weird Prinny standing in front of. To get to the out- 
eropping, you need to hop onto the roof of the next building over, then hop on 
top of the tree between the two buildings, then hop down onto Amos’ roof. From 
there, drop down behind Amos’s building. 

The second chest is hidden in an area on the bridge, near James the Mothman. 
You can’t actually see it except when changing the camera angle, but you'll get 
a pop-up menu to let you know when you're close to it, 

The third chest is the easiest to find. Head over to the far corner of the map 
from James, in an area that you usually can’t see because of tree foliage. 
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Episode 2 
Bonus Rank: 3 


The first chest is on a different outcropping over by James the Mothman. This 
one is easy to see. 

The second is on top of the chimney that juts out from the roof of the 
building behind the three shopkeepers. It may look like you can't get Adell 
onto the top of the chimney to open the chest, but you can. It just takes some 
careful jumping. 

The final chest is hidden rather cleverly behind the Dark Secretary. If you 
swap the camera angle around, you'll see it behind a fallen pillar at the very 
“edge of the map. 

Episode 3 
Bonus Rank: 5 


The first chest is out behind Amos the Weird 
Prinny’s house, but this time you can just walk 
around the side to get to it. 

The second chest you can find by walking 
around toward the back door of Adell’s 
house. 


The third one is on top of one of the two 
pillars behind Eurinome. To get to it you need 
to jump from the low wall to the top of the pillar 
beside it, and then over again to the pillar with the 
chest on it. It may take a few tries, but you can 
make it. 


The chests in this episode are all a lot easier to get to then the ones in earlier 
chapters. The first one is underneath the tree behind Zommie IIs house. 

The second is beside the house where the Weapon Shop keeper stands. 

On the pillar behind the Hospital keeper’s location is the final chest. This chest 
is much easier to get to than it looks. There’s no trick jumping required, you can 
just hop right onto the pillar from the ground. 


Episode 5 


Bonus Rank: 9 


If you can’t find these chests easily, you may be le- 
gally blind. The first is to the left of Zommie III’s house. 
The second is right next to the pot that Mario Boy is usually 
standing on. 
The third is on a low wall to the right of the two pillars 
just beneath Eurinome’s usual location. 


Episode 6 
Borus Rank: 11 


In this episode, the bonus chests aren't actually in Holt at all. You’ve got to head 
over to the new Coliseum that’s just opened to find them. Conveniently, you're 
automatically dumped there after you fight the first battle of the episode. 


The first chest is in a room that you can get to via a little passage in Hector the 
Gunner’s room. 

The second is în a small room adjacent to the one your friends from Holt Vil- 
lage are in, and behind the Fighter and Lady Fighter that are conversing. 

The third chest for this chapter is pretty tricky. Head for the room where the 
Item Worlder and Healer are stationed. You'll notice there’s a low section of 
wall behind them. Try jumping over it. You’ll land in an invisible passageway that 
looks like it’s not part of the map, but that you can actually move through. Feel 
your way along the path and you'll eventually find a hidden room containing the 
third bonus chest. If you get frustrated, try moving the camera angle so you can 
see the hidden room, and remember that the path curves away from the hidden 
room before it loops back around. 


Episode 7: 
oeren: 13 


The bonus treasures once again spawn in the Coliseum. The first one is in the 
room that branches off from the room where Taiyo the Wanderer stands. 

The second chest is around Hector the Gunner’s room, but not inside of it. 
Instead head to the area just outside of it, along the edge of the map. 

The third chest is in another “hidden room.” This time you need to leap off 
the map ín the empty room next to the room full of fighters from Holt Village. 
Take a left and then a right to get to your destination. 
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Episode 8: 


Bonus Rank: 15 


This is a strange little episode. There’s only 
one bonus chest, and it’s in plain sight when 
you first arrive at the “waypoint” that you’re 
allowed to return to between rounds of battle 
beneath the Coliseum. 


Things go back to normal in this episode, with three chests waiting for you in 
Holt. All are in plain sight and easy to find. The first is right next to James the 
Mothman, on top of the pillar. 
Walk down toward Solei the 
Felynn and you'll see the sec- 
ond chest waiting for you 
on a section of the wall. 
The third chest is 
right next to the Dark 
Secretary. 


Episode 10 


Borus Rank: 19 


There’s some attempt at hiding the chests again this chapter, but you’ll still 
find them all easily. First go to the tree near Zommie III's house that had a chest 
underneath it back in Episode 4. This time, hop up onto Zommie IIl’s house and 
then onto the top of that tree to find your first chest. 

The second chest is waïting on an outcropping of land near Hawkeye the 
Collector’s position. 


The third chest is on top of the fallen pillar right next to the Post Officer. 


Episode 11 


Bonus Rank: 21 


ps 5 p 
The first chest is easy. It’s right next to Adel’s mom. 
The second is on a crate beside the house 
where the shop owners stand. Spin the map 
around until you can see it. 
The third chest for this episode can 
be a total pain. You need to leap onto 
the roof of Amos the Weird Prinny’s 
house, and the chest is waiting for you on 
top of the chimney. Trying to jump onto 
the chimney tends to result in a lot of 
falls. It’s a bit easier to cheat and get yourself in 
range to open the chest by moving Adell really, 
really close to the chimney. 


Episode 12 


Bonus Rank: 23 


One chest is waiting for you right in front of the giant pot in front of Adell’s 
house. 

The second is up by the area where the three shop owners stand, on top of the 
boarded-up hole in the ground. 

The third is easy to get but hard to find, Go to the tree beside Zommie III's 
house and rotate the camera. When the angle’s right, you'll see part of the chest 
hidden behind the low wall in front of the tree. 


Episode 13 


Bonus Rank: 25 


Your first chest is waiting for you alongside Caine the 
Wood Golem. Rotate the camera if you want to 
see it. 

The other is sitting out in the open, on top 
of the short pillar next to Piggolo the Ghost. 

The third one is on top of a tall pillar 
behind the Dark Secretary. Jump off of the 
fallen pillar to get to it. 
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Bonus Rank: 21 ij 


chests is a lot easier. The first is locat- 
ed next to the tree behind the three 

„ shopkeepers, right out in plain sight. 
To find the second, you simply have to 
venture behind the fence located near 
_ the Music Shop. The final chest is hid- 
den just behind the “golden gate” near 
the front of Axel's house. 


Since Axel”s Mansion is a much smaller 
area then Holt Village, finding the 


Borus Rank: 23 
If anything, these chests are even 

easier to find then those in Axel’s first 

episode. One is located right in the 

open, on the “platform” nearby Axel’s 

brother and sister. The second is be- g 
hind the house, right near the corner 

Where the Music Shop and Record Shop 

are. The third chest is on top of Axel’s 
“mansion” It’s located right nearby the cardboard thunderbolts. Just hop on the 
same platform where you found the earlier chest and grab it. 


Bonus Rank: 25 


The first chest practically smacks you 
in the face with how obvious it is. It’s 
sitting right between the Landlord and 
the Dark Assembly. You can’t miss it! 
The next is similarly easy to find. It’s 
sitting right next to the platform to the 
roof. In fact, you can see it from the 
first chest. The last is located behind 
the fence just behind Milly the Shallow 
Girl. You may have to twist the camera 
to see it, but it’s not hard to find. 


The first chest is perhaps even more 
blindingly obvious then the two from 
last episode. It’s located on the pipes 
just behind the Director. You can’t 
miss it if you're planning to do any 
stages in Episode 4, The second is hid- 
den behind the house, right next to rte 
Richard. You’ll have to twist the cam- 
era to see it, but it isn’t well hidden. 
Finally, the last is located directly 
behind Milly the Shallow Girl. 


Introduction to the Dark World 
The Dark World and the Dark Sun 


One of the biggest secrets you can find in Disgaea 2 is a whole new set of stages. 
These stages take place on the same story maps you’ ve been playing through, 
but these are totally new maps with new challenges against high-level enemies 
you haven’t met before, 

On top of that, there’s the Dark Sun. The Dark Sun provides a new twist on 
the battlefield by applying various conditions and effects to handicap you on 
every turn. Some of these effects can assist you, but most of them will hamper 
you. In order to unlock these stages you need to perform a particular feat in 
the regular stage to unlock its Dark World variant. Before that, you need to 
pass a test. 


‚_F inding the Gate to the Dark World: 


In order to find these secret stages in Disgaea 2: Dark Hero Days you’ ll need 

to find a special guide who will take you there, because the regular Dimension 
__ Guide can’t. As you run around about exploring Holt Village or Axel’s Mansion, 
and gathering the treasure chests that can be found during each episode, you 
may accidentally come across an invisible switch. These switches are the keys 
to finding the guide who will take you to the Dark World. There are five such 
switches located around Holt Village. 


One is befiind the One is at the bach door One is behind the house 
Dark Secretary of Adell's house. that Zommie IL is in front of. 
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And the last one's at the 
front-right corner of the map. 


Anotfier is on the opposite side 
of the pathway behind 


The location of the switches is a bit different in Axel's mode. However, both sets 
of switches are shared between stories. If you press a switch in Adell’s mode, 
there will be one less for Axel to press in his story, and vice-versa. 
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One is hidden in the flower box on the 
side of Axel's Mansion 


Another is on the upper-righit side of the 
platform that leads to the roof. 


er à 


Thera sa myntatious button, There ia a mystartous button. 
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One is hidden on the border of the stage, This one is located on the antenna on the 
right near the Landlord. Mansion’s roof. 


The last is located on thie piece of wood 
nearby Axel's mother. 


Once all those switches have been pressed, a notification will pop up saying that 
a Shadow has descended upon the stage. You can find this shadow standing very 
close to that fifth switch in Adell’s mode. In Axel’s story, she’ll be on top of the 
roof. Attempt to talk to Friday Mk.ll three times, and on the fourth she’ll invite 
you to a challenge. Accept her challenge and you'll be pulled into a fight against 
her. Don’t rush în and think you can defeat her right away. She’s a Level 100 
adversary. That should be enough to warn you not to unlock these stages unless 
you're already powerful enough to finish the story. For further details on Friday 
Mk. I's challenge, read the walkthrough for it on page 348. 


The ie a special gate, which only the 
glrangesl warriers are alowed lo vess 
rough We called (he [Dark Gate) 


After Friday Mk.ll has been defeated, she’ll stand next to Friday, and grant you 
free access to any of the Dark World stages you’ve unlocked. She also provides 
entry into the first of these stages, so you can get your toes warm. 
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Uncovering the Dark World: 


Now that you've gaïned access to the Dark World it’s time to discover all the 
places that are within it. For all the main stages in the game on the Dimension 
Guide's list, from Episodes 1-13, there is a Dark World variant. The same applies 
to Episodes 1-4 of Axel's mode. Entering 
the Dark World variant of these areas is 
accomplished by performing a particular 
feat on a certain stage in the Normal 
world. Whenever a Dark World stage 
has been unlocked, you may be given 
a choice to enter it after the stage is 
cleared; otherwise, you’ ll be pulled in 
against your will. The current positions 
of your characters on the stage may 
also carry over into the Dark World. 
Such events will only occur on certaïn 
stages as they're unlocked. Once a stage in the Dark World has been unlocked 
there’s no need to perform the feat again, since it is added to the Dark Guide’s 
destination list permanently. 

Here is a summary of all the requirements to unlock these stages, as well as 
the events that will happen once the requirement is met. 


Dark World Unlocking Quick Chart 


Arca 1 — Town Fields 


x il e he stage E 


Area 3 — Murderer’s Vault 
Dop re ier Oe ne _When the stage is unlocked. 


Area 4 — Dallos River 
4-1: Bloody Valley Destroy all Geo Panels Enter the Dark World instantly 
4-2: Life Exchange Fuse 5 enemies together Opt to enter the Dark World 
4-3: Red Waterfall Fuse all enemies together Enter the Dark World instantly 
4-4; Dragon's Mouth Spend 30 turns on the stage Enter the Dark World instantly 


Arca 5 — Caverns of Evil 
5-1: Gluttan's Hideout _|Let 1 ally be killed Enter the Dark World instantly 


Eternal Oblivion Clear the stage with less than 5 allies Opt to enter the Dark World 
Shriek of Death Make a tower of 8 characters Enter the Dark World instantly in your current state 


5-4: Dark Ruins Kill all enemies using Tower Attacks Opt to enter the Dark World 


Area 6 — Battle Arena (Episode G) 
[Map Name & Number | 


6-1: First Battle Make à tower of 10 characters Enter the Dark World instantly 
6-2: Second Battle Clear the stage with less than 7 allies _ [Opt to enter the Dark World 
6-3: Third Battle Fuse 7 enemies together Opt to enter the Dark World in your current state 


6-4: Fourth Battle Clear the stage by attacking once Opt to enter the Dark World 


Area 7 — Battle Arena (Episode 7) 
[Map Name & Number | 


7-1: Fifth Battie Destroy all Geo Panels Enter the Dark World instantly 
7-2: Semi-Final Clear the stage without taking damage | Opt to enter the Dark World 


7-3: Final Battle Throw an enemy into one being held Enter the Dark World instantly 


Area 8 — Colosseum Depthis 
ap Name Number Unlocking feqirenert_____Whenthestgeunicked.. 
Hades Corridor Change the colors of 6 Geo Panels Enter the Dark World instantly 
Loser's Gallows Destroy à Geo Monster 
Gear the stage without using “Special” 
ther mts Ge 
Enter the Dark World instantly 


Arca 9 —Alche City 
9-2: Graveof Alchemy | Clear the stage moving 11 panels or less |Opt to enter the Dark World 
9-3: Altered Town Build the Bonus Gauge up to Level 2 Opt to enter the Dark World 
9-4: Snarling Capital Move a character to a height of 84dm Enter the Dark World instantly 


10-2: Luring Nightmare [Destroy all Geo Panels Enter the Dark World instantly 
10-3: Rebelling Spirit _[Do more than 500 damage on an enemy_| Enter the Dark World instantly 
10-4: Dead Breath Build the Bonus Gauge up to Level 3 _ [Enter the Dark World instantly 
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12:5: Agito the Reaper _ | Clear the stage using 1 characters Opt to enter the Dark World 
12-6: Castle Gates Do more than 2,000 damage to an enemy | Enter the Dark World instantly 


Wp Name @ amber Unlocking Reqirenert_____Wienthetgekuneded. 
reset pero aotmt [rete mn ee | 


Axels Episode 1 — The Evil Rangers 


1-1: Audition Automatically unlocked Able to enter remaining Dark World stages 
1-2: Meeting The Fans Enter the Dark World instantly 
1-3: Never-beginning Show | Create à tower of 5 characters. Enter the Dark World instantly 


1-4: An Unwelcome Guest | Combine all enemies into one. Enter the Dark World instantly 


Axel's Episode 2 — Makai Wars 
2-1: Desert Ballad (Complete the stage à second time. Opt to enter the Dark World 


es BERT 5 Combine all enemies then toss combined enemy into 
2-2: Two in Dire Rubicon Base without destroying any Geo Panels Opt to enter the Dark World 
1-3: Dancing Sword Spend 20 turns on the stage Enter the Dark World instantly 
1-4: A Hero Arrives Stand on rock directly behind leftmost Sniper Enter the Dark World instantly 
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3 El Live EE ee EE the stage using EEE Tower attacks he to enter the Dark World 
3-2: Demon Sashimi Finish the stage without altering the Geo Symbols _[ Opt to enter the Derk World 


3-3: Mid-Meal Snack en without destroying the No Entry [opt so enter the Dark World 
3-4 Dissection Show One of your characters is killed by am enemy Enter the Dark World instantly 


AE Ee 4 — The Dark Hero! 
enk When the stage is unlocked. 


Rules and Exceptions: 

Clear the stage without taking damage - Damage of any kind, including Poison and Geo 
Effects counts against this. 

Defeat a Green Skull - Defeating one of your own Green Skulls will satisfy this condition. 

Moving xx panels or less - Cancelling the move does not count. 

Fuse x enemies together - You must combine that number of enemies into one. 

Clear the stage with less than x allies - You must not bring out x characters. Cancelling the 
move does not count. 

Kill all enemies using Tower Attacks - It’s okay to fuse enemies together. It’s okay if en- 
emies kill eachother. 

Clear the stage by attacking once - Only applies to the “Attack” and “Special” command. 

Do more than >ooex damage to an enemy - Applies to the “Total Damage” displayed at the 
bottom of the screen. 

Combine all enemies and then toss combined enemy into Base without destroying any 

Geo Panels - If enemy is captured, the Dark World is automatically unlocked. Other- 

wise, you must defeat it before the Dark World is unlocked. 


Inside the Di World Bd the Dark Sun: 


When you go to select a stage in the Dark World, there will be a new line in 
the stage info box, indicating the Dark Sun Lv. The number next to it signifies 
the overall difficulty level of the stage. This number can be anywhere from 1 

Ee (easiest) to 50 (hardest). You’ll also be shown this value by the number of stars 
appearing when you start a Dark World. 


Once inside a Stage of the Dark World you’ ll 
notice a few new additions to the battle inter- 
face, First and foremost is the information be- 
ing displayed just under the Bonus Gauge. The 
new gauge under the Bonus Gauge is the Dark 
Sun's HP, and below that ís a shortened version 
of the Dark Sun Report. 


Dark Sun Report 
nn The Dark Sun has a constant effect on the bat- 
tlefield, and on every turn it will do a variety of 
things. It may revive enemies, it may afflict you 
with status ailments, it can heal you, or it can 
end your game. These effects can be predicted 
by checking the Dark Sun report by pressing 
the square button (provided the cursor’s not on 
something), or by goïng into the Main Menu and 
selecting “Report.” When you check the report, 
you’ll see a list of effects, with numbers down the right-hand side just like the 
Bonus Gauge. Unlike the Bonus Gauge those numbers represent the number of 
turns until that effect takes place, with turn 0 being the turn you're currently 
on. The crucial part of fighting in the Dark World is to always check this report 
and adjust your strategy accordingly. Making strategic adjustments is very impor- 
tant, because while the Dark Sun may have the same report every time you visit 
a certain stage, others are randomly generated. 
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_ The Ascend Conumand 


The Dark Sun isn't some omnipresent thing 

you have to suffer with, since you can actually 
destroy it and get rid of its effects! Now that 
you're in the Dark World, you can finally access 
that one command that was just a bunch of 
grayed out question marks în the normal world. 
In the Dark World, the command “Ascend” is 
used to send a character to the Dark Sun. 


Â Be careful when you use this command, 
because any character that is sent to the Dark 
Sun counts as being killed. When the Ascend 
command is used, the character will attempt to 
destroy the Dark Sun. Whether the character is 
successful or not depends on their current stats, 
and the stats of the Dark Sun. The strength of 
the Dark Sun’s stats is deter- 
mined by the Dark Sun 
Lv for this stage. If the 
Lv of the Dark Sun N 
islowitwillbe mm 
easy to destroy; 
if it's high, it 
will be harder to 
destroy. 

In all cases, 
ad any character that is 
strong enough can destroy the Dark Sun. However, 
even if the character isn’t successful in destroy- 
ing the Dark Sun, it can still lower its HP as 
indicated in the dauge below the Bonus Gauge. 
When the Dark Sun is destroyed, the Dark Sun Report is 
removed for the duration of the battle. 


EEN ee 


One thing to watch out for is that if any 
character with a Felony record uses the As- 
cend command, the level of all the enemies 
on the map will increase. The amount that it 
increases by is typically equal to the number 
of Felonies on that character’s record. For 
example, if a character with 99 Felonies on 
their record uses the Ascend command, all 
enemies on the map will have their levels 
increased by 99. In this case, the character 
will not be killed. 


Here is a list of all the possible effects, and targeting 
combinations that will occur in a Dark Sun Report: 


* Male and Female targets exclude all Monsters. Monster targets 


exclude Male and Female Humans. 
* Randomly selects the number of targets. [____[onster| Al | 


Target Recovers HP equal to 20% of their Max HP. 

Target Recovers SP equal to 203 of their Max SP. 
Recover All HP Target Recovers all their HP 
mmnrern 
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Enemy Revive All defeated enemies are revived on their starting positions. (This will not happen if something is 
occupying that position.) 


Dark Bomb. Target takes damage equal to 50% of their Max HP. 
Delivers repeated damage on 1-3 targets. Shots from the Cannon may strike others in the line of fire. 
‘Changed Human character is transformed into à Monster. (Lose weapon skills, retain innate skills). 


There are a handful of little quirks in the Dark World stages that offer things 
you will not find anywhere else. Two of these twists involve the Dark Sun, and 
one involves a Geo Effect that only appears here. All three of these can give the 
player a few headaches. 


Enemy Ascend 


On certain stages you'll see various enemies 
with a bouncing tag above their sprites with 
a number on it. Those tags indicate that 
that enemy is about to ascend to the Dark 
Sun in the number of turns indicated on that 
tag. This does not mean that the enemy will 
attempt to destroy the Dark Sun. Instead, 
the enemy will sacrifice itself to the Dark 
Sun. Once the Dark Sun has accepted the 
sacrificed enemy it will increase the levels of 
the remaining enemies equal to the level of the sacrifice. For example, if a Level 
90 enemy Ascends to the Dark Sun, then the remaining enemies will have their 
levels increased by 90. 


Dark World Specialties: 8 
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Curse 

The Dark Sun may afflict certain characters 
with the Curse status. This status is noted 

by a bouncing tag above the character with 

a skull icon, and a number next to it. That 
number indicates the number of turns left be- 
fore that character is ultimately killed. Once 
a character has been cursed, there is no way 
to lift it, except to finish the battle before 
the character dies. 


Game Over 


On a few maps there is a new Geo Effect 
that is unique to the Dark World called Game 
Over. As the name might suggest, standing 
on this panel will end the game. The effect, 
however, doesn’t take place until after the 
enemies on the map have moved. Having a 
character stand on these panels is fine, just 
so long as they aren’t standing on it when 
your turn comes around again. 
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Secrets Within the Dark World: 
The Dark World itself isn't the end of the U f7 
road, as there are a few more secrets that 
can only be unlocked by completing a certain 
number of the stages. When you complete 
ten different Dark World stages, a new 
proposal will be added to the Dark Assem- 
bly’s list that will add a secret stage to the 
Dimension Guide’s list when passed. Another 
is available after twenty-five different Dark NL 
World stages are cleared. Finally, if you man- 
age to clear all the Dark World stages you'll be given Usagi’s Journal, which is a 
unique Rank 40 item that increases SP, INT, and RES. 


Main Character? 
WEAPON PROFICIENCY 
Fist Sword” Spear Bow Gun Aue Staff 


_THROW 


BASE STATS 


Badass Overlord 
“WEAPON PROFICIENCY 
Spear 


HP SP. ATK DEF INT SPD) HIT RES 


Legendary Witch 
Nn WEAPON PROFICIENCY 
Fist Sword Spear Bow Gun Axe Staff 


Cels Ad 


Overlord 
WEAPON PROFICIENCY 
Fist Sword Spear Bow Gun Axe Staff 
MV JM CER THROW HL EXP EXP RATE 
F - 5 25 3 E 95 55 E 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
120 90 120 TIO ES TIO 120 1 
56 24 28 24 24 28 2 28 
Ain 
Tyrant 
ds: WEAPON PROFICIENCY 
d Fist Sword Spear Bow Gun Axe Staff 
MV JM CER THROW HL EP EXP RATE 
Mm E 4 20 4 ze 99 99 5 
APTITUDE % 
BASE STATS 
HP Es ATK DEF INT SPD HIT RES 
En Ee 0 10 T00 En TO 120 
“ Od 120 65 68 EO 40 ER 68 60 
| Í Defender 
mi WEAPON PROFICIENCY 
Ë 
© el E Fist Sword ‘Spear Bow Gun Asc Staff 
il Eu dl MV ML CIK THKOW HL EP EXP RATE 
BE El E 7 5 10 10 El 
LIE zi n APTITUDE % 
' ik: 5 BASE STATS 
5 7 HP SD AIK DEF INT SPD HIT RES 
VAREN 120 50 120 ® 120 TO 700 100 
5 sb 24 10 16 10 16 14 12 10 
sé. Dark Adonis 
WEAPON PROEICIENCY 
K Fist Sword ‘Spear Bow Gun Are Staff 
MY ML CER THROW HE EXE RATE 
mj 5 0 7 5 36 5 
APTITUDE 5 
BASE STATS 
id E Gun Are Staff 
4 _n pen: 
mt = = = 5 = 5 
SEX VL MV DM CTR THROW HE EXP EXE RATE 
- = i 
BASE STATS 
DEF INT SPD HIT RES 
TIO 70 TD 720 0 
12 6 12 16 10 


342 | 


Zenon’s Child 


“WEAPON PROFICIENCY 


Fist Sword Spear Bow Gun Axe 
E) MV JM CER THROW HL EXP 
F = 5 15 El 3 95 95 
APTITUDE % 
BASE STATS 
HP Ed ATK DEF INT SPD) HIT 
120 100 100 700 120 TIO 10 
90 32 26 30 32 28 EE 
) 
5 Fallen Angel 
ä WEAPON PROFICIENCY 
Fist Sword ‘Spear Bow Gun Axe 
4 8 E 18 B 8 
MV JM CTR THROW HL EXP 
F ie 4 15 0 3 80 80 
APTITUDE 
BASE STATS 
HP SP ATK DEF INT SPI) HIT 
50 Ee 100 En TZ 5 TIO 
A2 28 16 10 8 18 26 
PR RED 
Super Hero 
WEAPON PROFICIENCY 
Fist Sword ‘Spear Bow Gun Axe 
EN MV JM CTR THROW HL EXP 
Mm | 5 20 T E 15 El 
APTITUDE & 
BASE STATS 
HP SP AIK DEF INT PD HIT 
TIO TIO Ed TI Ed 710 100 
20 El 14 10 8 10 8 
Super Hero 
WEAPON PROFICIENCY 
Fist Sword Speur Bow Gurt Axe Staff 
MV JM CER THROW HL EXP EXP RATE 
MJ 5 X 1 5 5 15 5 
APTITUDE & 
BASE STATS 
HP SP DEF INT HIT 
Ea TO 30 10 100 
18 8 B E E 
ie Super Hero 
WEAPON PROFICIENCY 
Fist Sword Spear Bow Gun Axe Staff 
MV JM CTR THROW. HL EXP RATE 
m|- 5 0 1 5 E 5 
APTITUDE & 
BASE STATS 
HP En ATK DEF INT SPD) HIT RES 
10 TE 10 KE EO Ee 100 TO 
28 6 10 14 6 6 E 12 


À 


a, 


Loef 
Hea 


ê 


ILERS 


BE 
SE 
‚N € 55 q 


Secrels ard Sponers: 


Super Hero 
WEAPON PROFICIENCY 


Fist Sword Spear Bow Gun Axe Staff 
MV JM CER THROW HL EXP EXP RATE 
> 5 20 ï 5 15 15 5 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
En 120 El ® 130 TI 120 TIO 
16 12 8 8 14 10 12 10 
Super Hero 
WEAPON PROFICIENCY 
Fist Sword Spear Bow Gun Axe Staff 
MV JM CER THROW HL EP EXP RATE 
= 5 20 ij - 15 15 5 
APTITUDE % 
BASE STATS 
HP Ea ATK DEF INT SPD HIT RES 
700 TO 100 Ea TIO 0 100 TO 
20 12 10 El 10 8 10 14 
Super Hero 
WEAPON PROFICIENCY 
Fist Sword Spear Bow Gun Aze Staff 
MV M CIK THROW HE En EXP KATE 
= El Eq T 5 E E El 
APTITUDE % 
BASE STATS 
HP SD AIK DEF INT SPD HIT RES 
120 100 100 100 Ea TI 150 100 
24 8 10 10 6 10 En 10 
R D 
Super Hero 
7 WEAPON PROEICIENCY 
Fist Sword Speur Bow Gun Axe Staff 
MV ML CIE THROW HE BE EXE RATE 
5 0 [ B 15 15 5 
APTITUDE %_ 
BASE STATS 
D INT SPD HIT RES 
TIO 100 100 TO 100 
10 10 10 10 10 
KURTIS 


CLASS 
Fake Defender 
WEAPON PROEICIENCY 
Fist Sword Spear Bow Gun Axe Staff 
MV JM CTR THROW HL EXP EXP RATE 
T > 
APTITUDE & 
BASE STATS 
DEF INT SPD HIT RES 
100 TO 100 100 100 
12 E 12 12 12 


Fake Defender 
“WEAPON PROFICIENCY 


Fist Sword. Spear Bow Gun Axe Staff 


EN MV JM_ CER THROW HL EXP EXP RATE 
M = B 20 } A 20 20 5 
APTITUDE % 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
TT EN 120 100 110 100 100 100 
20 8 14 10 10 10 10 10 
PROTOYP R 


Fake Defender 
WEAPON PROFICIENCY 


Fist Sword ‘Spear Bow Gun Axe Staff 
MV JM CTR THROW HL EXP EXP RATE 
M Ee 5 20 1 - 25 25 J 
APTITUDE # 
BASE STATS 
HP SP ATK DEF INT SPD) HIT RES 
110 80 120 00 110 100 100 100 
24 El 16 12 14 12 12 12 
PRO P R 


Fake Defender 
WEAPON PROFICIENCY 


Fist Sword ‘Spear Bow Gun Axe Staff 
EN MV JM CTR THROW HL EXP EXP KATE 
Mm | 5 20 T = EE EE 5 
û APTITUDE & 
BASE STATS 
HP El AIK DEF NT PD HIT RES 
Mio _50 120 100 10 100 100 100 
28 10 18 14 16 14 14 14 
Defender 
i WEAPON PROFICIENCY 
L Fist Sword Speur Bow Gun Axe Staff 
MV JM CER THROW HL EXP EXP RATE, 
mj 5 0 1 = 0 10 5 
APTITUDE & 
BASE STATS 
DEF INT HIT 
En 120 100 
16 Ei 
Tyrant 
WEAPON PROFICIENCY 
Fist Sword ‘Spear Bow Gun Axe Staff 
MV JM CTR THROW. HL EXP EXP RATE 
Mm 2 4 20 4 B KE 99 5 
APTITUDE & 
BASE STATS 
HP Ei ATK DEF INT SPD) HIT RES 
0 En EG 10 100 Ea To 120. 
180 El 100 92 El El 102 Ea 


-Rewards- 


FullArmy 
Main Char 


Solo 


Rewards: Total amount of Experience, Hell, and Mana that can be gotten on the stage. The 
totals exclude all Geo Panel effects present on the map, as well as all non-essential targets. 
Stats: Suggested stats for you to aîm for when challenging the current stage according to 
the playing style explained in the walkthrough. These stats listed are an aggregate average 
of attack and defense power of all characters that will be participating in the battle before 
they're deployed. 

Full Army: Normal map clearance. Using any and all ten characters you can deploy. 

Main Char: Abbreviation for Main Characters Only in using the story characters to clear 

the map. 

Solo: Clearing the stage using only a single character where ever it’s possible. 
# Bills: Notes how many “Make Enemies Stronger” proposals have been passed. As these 
proposals are passed the levels of all opponents increase. Therefore the amount of Experi- 
ence, Hell, and Mana you get from them will go up accordingly as will their stats, so you'll 
need to be stronger to get those rewards. 


dl Walkthrough Target Data List Key 


TARGET LIST 


Lvl Class Tag Num.| Amt | Gain Type Name 
97,689 Exp | Monster Won [Poison Needle] 
85 Garm x3 [24499 Hell 
85 Mana 
5895 bp 
70 ne Symbol xt | 2,628 Hell 
Ze Panel 70 _Mana 


Map Name: Name of the map, as well as its location number in the Dark BONUSES 
Guide’s Area List. [Gauge] Prize Lv | 
Unlock: The feat you need to perform in the Normal World version of this 
stage to add it to the Dark Guide's Area List. 

Drawn In: Whether or not you'll be given the choice to enter the stage 
in the middle of a battle in the Normal World once it's unlocked. 


( Troner 


Gauge: Numbers indicate the inclusive Bonus Gauge levels. 

Prize Lv: Numbers indicate the prize you will receive at those Bonus Gauge levels if the 
level is achieved. Higher numbers have better rewards. 

Target List: Target information, on all available objects on the map. Shaded entries indi- 
cate that defeating the target is not essential to clearing the map. 


Level: The level of the target 
Class: The Class of the target as listed in its status window 
Tag: Various targets have differing properties about them, and as such have various tags to 
explain them 
Symbol: Denotes that the target is a Geo Symbol. The color of the lettering denotes the 
color of the symbol. Black lettering means that the symbol is a Null Symbol. 


Panel: Denotes that an immovable object is resting on a Geo Panel. The color of the let- 
tering denotes the color of the panel. 


Chest: Denotes that the target is a Treasure Chest. 

First Visit: Denotes that the target only appears on the first visit to the map. 
Next Visits: Denotes that the target will appear from the second visit onwards. 
Move Self: Indicates that the Geo Symbol will move every turn. 

Hook Gain: Denotes that this target will yield an additional amount of Exp and HL that is 
greater than expected. This has already been factored into its total rewards. 
Neutral: Denotes that the character is neutral. Neutral characters are allies that are 
controlled by the Al and move between yours and the enemies’ turns. 


Ascend: Denotes that the target will Ascend to the Dark Sun at some point during the battle. 
Num: Denotes how many of those identical targets are on the map. 


Rewards: This column tists the amount of Experience, Hell and Mana you get from defeat- 
ing each one of these targets. 


Amount: The numerical amount gained. 


Gain: What you'll earn from defeating the enemy. You'll always receive three things: 
Experience (Exp), Money (Hell), and Mana. 


Equipment: Lists the weapons and accessories, the target has equipped. 
Type: The classification of the item that is equipped. 
Name: The name of the item that is equipped. 
DARK SLIN DATA LVL: 5 DIEFFICULTY: *5 


Targets random allies on the field with negative effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- HP Damage, SP Damage, Poison, Sleep, Paralyze, Amnesia, Deprave, Curse 


Dark Sun Data: Shows the Dark Sun Report that you can expect to see on this stage. 
Level: The Dark Sun's Level determines how hard it is to destroy. 1 is the weakest, 8 is the 
toughest. 

Difficulty: The overall difficulty of the stage layout given by the number of stars at the 
start of the battle. 

Schedule: The Dark Sun Report showing the possible effects on certain turns. Please refer 
to the Dark World introduction on the explanation of these effects. 

Change Rule: Certain stages will always change a character into only one monster. This 
will explain what happens when the Change effect takes place on that map. 


a 
{ 


IC 


Before you can 
start taking on 
the Dark World stages, 
Friday Mk. Il will be here 
to test your strength. If 
you're strong enough to 
defeat her she’ll let you 
access the secret Dark 
World stages. Though she’s 
a Level 100 character, she 
can be beaten if your troops 
are as low as Level 30. It’s a 
good idea, however, to take 
this battle on only when you 
really want to get drawn 
into a Dark World stage that 
you know you can beat. This 
is because once you’ve defeated her, 
certaîn normal stages may automatically 
pull you into a Dark World stage that you 
are too weak to clear, thereby blocking repeated access to that normal stage 
until the Dark World variant ís cleared. This can be a problem if you've been 
using a certain stage to powerlevel. If you're as powerful as you need to be to 
clear such a stage, then defeating Friday Mk. Il here shouldn't pose a problem 
at all. 

One thing to watch out for is that since all the citizens of Holt Village take 
part in this battle as neutral characters, they can be killed. If any of them 
are dead when the battle ends, there’ll be a gravestone in their place and 
you’ll be unable to talk to them. A quick save and reload will fix this problem, 
should it occur. 


SLrHolt Village 


Waung ons. Would pau ike le lais ry Arial 


and exparlenoe a world rou” 


After flipping all five switcl 


er KOMT 


can find the shadow here. 


(aaps) 


If any villager dies in the battle, 
just save and reload. 


-Rewards- 
B 92,623 92,623 92,623 
HL 26,265 26,265 26,265 
Mana 100 100 100 
ats- 
Full Army 1,000 1,000 1,000 
Main Char 1,300 1,300 1,300 
Solo 2,000 2,000 2,000 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type Name 
92,623 Exp Bow [Dark Bow] 
26,265 Hell Random 

100 Mana Random 
Random 


100 Dark Guide xl 


ee 10 Ep 
1 Dimension Neutral x1 | 18 
Guide 1 Nn 


10 bp 
De Neutral xt | 18 Hell 
Secretary 


1 Dark Hospital Neutral x1 


1 Weapon Shop Neutral xl 


1 Armor Shop Neutral x1 


1 GeneralShop Neutral xl 


1 Item Worlder Neutral xl 


1 PostOfficer Neutral xÎ 


1 Alraune Neutral xl 


1 __Marionette Neutral xl 


1 _ Petite Orc Neutral xl 


d Felynn Neutral xl 


1 Wood Golem Neutral xl 


1 Zombie Neutral xt 


1 Ghost Neutral xl 


Mothman Neutral xt 


k: Defeat Mable Mk. Il. 


Drawn In: Available by 
default. 


This stage mainly serves 
as an introduction to the 
Dark World maps and 
what they’re all about. 
There are three Winged 
Warriors here, and 
they're surrounding the 
Base Panel, This makes 

it easy for your troops 

to walk over to one and 
combo it to death. You 
have to act fast, though, 
since the Dark Sun will 
revive any monster that 
you’ve defeated on every 
other turn. The goal, 
then, ís to be strong 
enough to kill these 
three monsters within two turns. You can cheat a little bit here by having 

a character stand on the panel that the enemies started on to 
prevent their revival. BONUSES 


01 20 
zi 
22 


208,728 
5,128 
240 


421,57 641,673 863,631 
241,023 558,138 1,006,473 
510 780 1,050 


1,085,862 
1,586,028 
1,320 


Full Army 
Main Char 1,100 
Solo 3,500 


Position characters at an enery's Throw the monsters near the base panel 
starting point to prevent its revival, so they can be defeated quickly. 


TARGET LIST EQUIPMENT 


L ass. Tag Num.| Amt | Gain Type Name 
69,576 Exp | Monster Wpn [Poison Needtel 
80 Observer x3 | 18,376 Hell 
80 Mana 
DARK SLIN DATA LVL: 3 DIEFFICULTY: *3 
Turn 1-Nothing Turn 7-Nothing 
Turn 2-Enemy Units Revived Turn 8-Enemy Units Revived 
Turn 3-Nothing Turn 9-Nothing 
Turn 4-Enemy Units Revived Turn 10-Enemy Units Revived 
Turn 5-Nothing Turn 11-Nothing 
Turn 6-Enemy Units Revived Turn 12-Enemy Units Revived 


Melee: You'll need a character strong enough to kill these monsters in one hit, and 
that character will need skills that target more than one of them to be able to kill 
all three within two turns. Use either Sword or Fist skills. 

|Ranged: Most ranged skills only hit one target, except for a few of the more power- 
fulones. However, some monsters such as Aqua Demons, Dragons, and Rocs learn 
ranged multi-target skills early. However you come by them, you'll need them here. 

Magic: Magic users should take advantage of the fact an enemy won’t be revived if 
they're standing on their starting panel. If you can defeat each monster here in one 
shot, you’ll be fine. 


Main Cfiaracters Only 
With Hanako and Taro being the least useful of the main characters, use them to stand 
on the enemies’ starting positions to prevent their revivals. Use your strongest charac- Í wi 
\ters to take care of the other monsters one at time. 


k: Clear Episode 1-2 
without taking damage. 
Drawn In: Decide to enter or 
not after the stage is cleared. 


You have a time limit of 
two turns on this stage. 
Once those turns are used 
up, the third turn will 
give you a game over, so 
you’ll need to be quite 
strong in order to clear 
this map. There are a 

few tricks that you can 
do to make things a little 
easier. Throwing high-HP 
Prinnies into the middle 
of the enemy formation 
on the first turn will help. 
Getting a character to 
destroy that far-off Geo 
Symbol will do some good, 
though it's a non-issue if you’re too 
strong. Capturing these Orcs is also an 
option. If, however, you find that the two-turn time limit is 

5 5 5 ĳ BONUSES 

too stringent, you can try to get rid of it by Ascending one of 
your most powerful characters to destroy the Dark Sun and 
negate its effect. 


443,612 870,712 
115,658 505,022 
406 862 


2,242,719 
3,320,873 
2,230 


1,325,549 | 1,783,864 
1,169,012 | 2,107,628 
1,318 1,714 


HL 


Full Army 
Main Char 
Solo 


6,500 
70,000 


Use thiree-by-three target s Try capturing an Orc if 


such as the Wood Golent’s Rush Hour. things loof bleak. 
TARGET LIST 
Lvl Class Tag Num.| Amt | Gain Type Name 
85,366 Exp | Monster Wpn [Poison Needle] 
81 Orc Master x4 |22,310 Hell Armor [Protector] 
81 Mana 
102,148 Exp | Monster Wpn [Rose Whip] 
82 Orc King x1 |26,418 Hell Armor [Fur Jacket] 
82 __Mana 
7,251 Exp 
65 Ee Symbol xt [2278 Hell 
Ĳ Panel 65 Mana 
DARK SLIN DATA LVL: 2 DIEFICULTY: *2 
Turn 1-Nothing Turn 6-Nothing 
Turn 2-Nothing Turn 7-Nothing 
Turn 3-Game Over Turn 8-Nothing 
Turn 4-Nothing Turn 9-Nothing 
Turn 5-Nothing Turn 10-Nothing 


Solo 

Melee: You'll need to be strong enough to dispatch these Orcs in one blow. Skills such 
as Winged Slayer will make things easy. The Orc’s Ork God skill can also be a suit- 
ably efficient killing machine. 

Ranged: Some high-level bow and gun skills are required for success on this stage, 
like Totenkreuz and Omega Comet. Dragons and Rocs also have some good multi- 
target ranged skills. 

Magic: Magic users should have access to all the area-effect patterns by now, which 
should make this stage quite easy. Just be sure to take into account any elemental 
strengths and weaknesses, so that you don’t leave any Orcs standing after your attack. 


Main Characters Only il 
Rozalin and Adell should both have fun on this map as they have skills that can easily 0 
deal with the Orc arrangement here. Pile on the attacks and make sure that either ä 
Adell or Rozalin inflicts the killing blow. 


Unlock: Take at least 1 damage from 
enemy attacks on Episode 1-3 

Drawn In: Automatically drawn in 
once the unlock requirement is met. 


This is a bit of a tough map. Mystic 
Beasts are standing right in front of 
you, and you start off in the middle 
of an Enemy Boost x3 field of purple 
panels. You’ll need to tower-throw a 

character over to the symbol caus- 
ing this effect on the chimney and 
destroy it. The other problem to 
deal with is that the Dark Sun will 
afflict your characters with various 
status aïlments, which may seri- 
ously hamper your efforts. Take 
a look at the Dark Sun schedule 
to see whom the Dark Sun is 
goîng to target and bring in all 
characters on that turn except 
those that are on the schedule. 
As long as you can work around 
the Dark Sun on this stage it 
should be fairly easy. 


BONUSES 


[Gauge] Prize Lv | 
2 
23 
24 


293,067 
73,497 


528,228 
319,737 


804,306 
739,257 


1,082,070 
1,332,057 
1,110 


1,360,125 
2,098,137 
1,395 


Full Army 
Main Char 
Solo 


Just send any Level 1 character Destroy this symbol if youre fi 
into Stage 1-3 to unlock this place. a squad of characters. 


LIST REWARDS EQU 


Lvl Tag Num. | Amt | Gain Type 
97,689 Exp | Monster Wpn [Poison Needle] 
85 Garm x3 [24499 Hell 
85 Mana 
5,595 Exp 
70 remo Symbol xt | 2628 Hell 
Ee Panel 70 __Mana 
DARK SLIN DATA LVL: 5 DIEFICULTY: *5 


Targets random allies on the field with negative effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- HP Damage, SP Damage, Poison, Sleep, Paralyze, Amnesia, Deprave, Curse 


Solo 

Melee: You'll need to be really strong here to take on those wolves, because that 
Geo Symbol is just too far away for a character to destroy on their own. Bringing in 
one of your own Mystic Beasts can help when you're dealing with their wind-based 
attacks. 

Ranged: Ranged characters won't have much of an advantage, since this is going to 

| bea close-quarters fight. It will also be an ugly close quarters fight if you're not up 
to dealing with enemies that have their stats tripled. 

Magic: In order for a magic user to be successful here, they need to be able to kill 
these monsters in one hit, despite the Enemy Boost x3 effect. You can kill two of 
them at once with a three-panel spell on the first turn to lighten the burden. 


Main Characters Only é 
You'll need at least Adell, Yukimaru, and Rozalin to form a tower, then throw one of | 
them near the Geo Symbol to destroy it. That leaves Etna, Tink, Taro and Hanako to 

‚deal with the monsters for the remainder of the first turn. Make sure those characters 
jare suitably powered up. 


Unlock: Defeat a Green Skull on 
Episode 1-4 (your own as well 
will suffice) 

Drawn In: Automatically 
drawn in once the unlock 
requirement is met. Character 
positions are also carried over. 


All the enemies here 
are placed on panels that 
have Reverse Damage and 
No Lifting effects. Since 
they’re all nicely grouped 
together and won't ever 
step off those panels, it 
means this stage has but one 
purpose: it's a levelling ground 
for Healers, because their 
healing magic inflicts dam- 
age to anything standing on a 
Reverse Damage panel. 
f you don’t have, or don’t 

want to use, healing magic, you can 

get rid of the Reverse Damage effect by 
getting a character to the Geo Symbol causing this effect and use the fist skill 
of Rising Dragon to move the symbol off the panel. You should also be aware 
that each turn a random character will get transformed into a Dragon on this 
stage, but that won't get rid of any healing abilities, since they’re character 
skills. A character that gets transformed will only lose his or her weapon skills. 


Exp 247,408 499,648 760,528 1,023,584 1,286,976 
HL 65,336 285,656 661,496 1,192,856 | 1,879,736 
Mana 640 1,360 2,080 2,800 3,520 


Full Army 1,000 
Main Char 1,300 
Solo 2,200 


3,000 3,700 
4,000 4,800 
7,500 10,000 


TOTAL DAMAGE “0 


Defeat this Green Skull when 
revisiting to unlock this place. Reverse Damage symbol. 


Lise Rising Dragon to move the 


BONUSES 


Lvl Class Tag Num.| Amt | Gain Type Name 
30,926 Exp Staff [Sorcery Rod] 
80 Red Skull x4 | 8,167 Hell Orb [Astral Orb] 
80 Mana 
30,926 Exp Staff [Jewel Scepter] 
80 Red Mage x4 | 8,167 Hell Orb [Astral Orb] 
80 Mana 
10,770 Exp 
75 KE Symbol __x1 | 3,003 Hell 
amen Panel 75__Mana 
10,770 Exp 
75 Nolifting Symbol xt | 3,003 Hell 
Panel 75 Mana 
DARK SUN DATA LVL: 6 DIFFICULTY: *10 
Turn 1-Change — 1 Ally Turn 6-Change — 1 Ally 
Turn 2-Change — 1 Ally Turn 7-Change — 1 Ally 
Turn 3-Change — 1 Ally Turn 8-Change — 1 Ally 
Turn 4-Change — 1 Ally Turn 9-Change — 1 Ally 
Turn 5-Change — 1 Ally Turn 10-Change — 1 Ally 
Change Rule: Human character turns into Dragon 


Melee: You can't really use a fist character to knock the Reverse Damage symbol off 
its panel, as they'll just get transformed. Yau can use a Succubus, though, as they 
have a melee-style healing skill. 

Ranged: Either a Healer or a Flora Beast can fill the role of a ranged attacker 
with healing magic. They both have pretty tough magic defense against all these 
enemies. 


Magic: While a Wiseman and a Healer may fit within the same category of mages, 
the Wiseman is best with a staff and will likely learn to heal more targets from 
farther away. 


Main Chtaracters Only 
This can be a problem if you don't have a character with healing skills; Taro, obvi- 
ously, doesn't count. You must have fist skills for Adell, he must have learned Rising 
Dragon to knock the Reverse Damage symbol off its panel, and he must do it on the 
first turn in case he gets transformed. 


Unlock: Clear Episode 2-1 within 
2 turns. 

Drawn In: Decide to enter or not 
after the stage is cleared. Charac- 
ter positions are also carried over, 


Almost all the monsters 

here will Ascend to the Dark Sun at 
various times. After every turn the 
remaining enemies will level up 
exponentially. In order to limit or 
prevent this from happening, you can 
try to defeat enemies before they get 

a chance to Ascend. To start with, you’ll 
need to tower throw a few characters 
over to the monster that’s about to Ascend on 

the first turn, and defeat it. Now it’s just a simple 
matter of enduring enemy attacks and defeating 
all the Dolls that are about to Ascend. Note that 
the Dark Sun may or may not mess up your plans, 
as it’s totally random on this stage; if it becomes 
a problem, it’s probably a good idea to destroy it. BONUSES 


Destroying the Dark Sun also has the bonus effect of preventing 
all monsters from Ascending, but it’s not without its risks. 


Ep 732,672 1,320,576 | 2,010,768 | 2,705,184 |_3,400,320 
HL 183,744 799,34 1,848,144 | 3,330,144 | 5,245,344 
Mana 680 1,440 2,200 2,960 3,720 


Full Army 800 1,500 2,300 3,200 3,700 
Main Char 1,100 2,000 3,200 4,200 4,900 k 
Solo 4,000 13,000 25,000 30,000 40,000 


Throw a couple characters here to Destroy the Darft Sun to prevent the 
have a chance at unfocking this stage. Marionettes from Ascending. 


TARGET LIST 
Class Tag Num. 


Death 21584 Exp 


85 coppetia  Astend 7 zn Hell 


91,584 Exp 
en x1 [22968 Helt 
opd 85 Mana 


DARK SUN DATA EVL: 4 DIFFICULTY: *4 


SF) er 


Solo 

Melee: You won't be able to move fast enough to defeat them all, so always go after 
the closest enemy that's about to Ascend. You'll need to be strong enough to defeat 
some high-level monsters in one hit. 

Ranged: Ranged characters can have an easier time of things than other sorts, and 
since the Thief can move the furthest in a given turn, you should use her. As with 
the melee-based solo strategy, attack the closest and fastest-Ascending targets. 

Magic: Seven-panel magic is wonderful here as it can enable a magic user to kill two 
enemies at once. The catch is that the magic user needs to move fast enough to do it 
before enemies start Ascending, so stick a pile of shoes on a magic user beforehand. 


| Main Characters Only | 
You'll have little choice but to destroy the Dark Sun, so send Taro and/or Hanako to | 
Í get rid of it and prevent the Marionettes from Ascending. 


8 - - — Te 


Unlock: Clear Episode 2-2, on a 
return visit, within 1 turn. 

Drawn In: Decide to enter or not 
after the stage is cleared. 


Only characters with high 
RES need apply, as this stage 

has an interesting Geo Effect arrangement. 
You're only given one panel to move to from 
the Base Panel, and on the next turn that 
character will be warped to the other side of 
the map into a pack of Ghosts. You’ll want to 
have a character pick another up off the Base 
Panel. When they warp to the other side, throw 
the character towards the No Entry symbol and 
move it from its position, to allow the rest of 
your troops to storm the area quickly. 

You'll need to act fast though, as you”ll then 
only have four turns to defeat all these Ghosts; 
the Dark Sun will incur a Game Over on the 
sixth turn. Destroy the Dark Sun if it looks like 
you won’ t make the time limit. 


580,578 
138,606 


Full Army 
Main Char 


939,972 
600,306 
1,140 


1,431,204 
1,386,006 
1,740 


1,924,770 
2,495,706 
2,340 


2,418,708 
3,929,406 
2,940 


Ries 


Throw these enemies around the base Pick up a character to throw near 
panel to defeat therm allin one turn. the Geo Symbol after you've warped, 


EQUIPMENT 


yp' Name 
96,763 Exp | Monster Wpn [The Dismal] 
90 Wraith x6 [23,101 Hell 
90 Mana 
30,521 Bp 
200 No Entry Symbol x1 [20,503 Hell 
Panel 200 Mana 
17,924 Exp 
90 Warp Symbol x1 4,278 Hell 
Panel 90____Mana 
DARK SLIN DATA LVL: 6 DIEFFICULTY: +10 
Turn 1-Nothing Turn 6-Game Over 
Turn 2-Nothing Turn 7-Nothing 
Turn 3-Nothing Turn 8-Nothing 
Turn 4-Nothing Turn 9-Nothing 
Turn 5-Nothing Turn 10-Nothing 


Melee: You'll absolutely need multi-target attacks here to defeat all six Ghosts within 
the time limit. You also need to be strong enough to defeat them in one hit. 

Ranged: Use either a Flora Beast or a Healer here to get the job done. If you use a 
Healer make sure she has either Zielregen or Omega Comet learned, so that you can 
defeat multiple Ghosts quickly. 

‚Magic: Magic using characters shouldn't have too much of a problem here if they Í 

have very high RES. Ideally, your spellcaster should be able to defeat these Ghosts Í 

in one hit. 


Main Chiaracters Only 
| This isn’t much different from using an army of generic characters, but you may want 
‚to destroy the Dark Sun. You might not have enough characters to get the job done 
‚ within the time Umit. 


Unlock: Clear Episode 2-3 by mov- 
ing no more than 10 panels. 

Drawn In: Decide to enter or not 
after the stage is cleared. 


Now this is what we call a dirty ambush. 
You're confined in a small area due to 
a No Entry barrier, with the symbol 
miles away, and twelve 
reasonably powerful 
Archers have you 
tightly surrounded. If 
that’s not enough, the 
Dark Sun will destroy 
the Base Panel after 
the first turn is over, 
thus disabling your 
ability to bring in 
more characters. 
There are several 
things you can do 
here to make things a little bit easier. You could destroy the Dark Sun and 
prevent the Base Panel from being destroyed. You could use Spear skills 
or Adell’s Crimson Flame to punch through the No Entry barrier, reach the 
symbol, and destroy it. You could throw the Archers into a 
three-by-three panel arrangement and use successive three-by- 
three panel attacks to thin their numbers quickly. You could also 
simply power your way through. 


Exp 1,290,168 | 2,088,828 | 3,180,456 | 4,277,268 | 5,374,908 
HL 308,016 1,334,016 | 3,080,016 | 5,546,016 | 8,732,016 
1,080 2,280 3,480 4,680 5,880 


BONLISES 


Full Army 
Main Char 1,700 


ss 
e 


@ oisplay move range 


If you move here, all the enemies Use displacement skills such as 


will come to you. Crimson Flame to get out of the trap. 
GET LIST MENT 
Lvl Ct Te Type Name 
107,514 Exp Bow [Crystal Bow] 
90 Bow Master x12 | 25,668 Hell 
90 Mana 
15,269 _ Exp 
85 No Entry Symbol x1 3,828 Hell 
Pine! 85 __Mana 
DARK SLIN DATA LVL: 6 DIFFICULTY: *10 
Turn 1-Crush Base Panel Turn 6-Nothing 
Turn 2-Nothing Turn 7-Nothing 
Turn 3-Nothing Turn 8-Nothing 
Turn 4-Nothing Turn 9-Nothing 
Turn 5-Nothing Turn 10-Nothing 


Melee: The best melee character to use here is a Marionette because of their immu- 
nity to status ailments, notably poison. Get the Marionette’s defense high enough 
and the Archers won't be able to make a dent in it. 

|Ranged: If you are goîng to use a ranged character here, make sure their SPD is 
boosted up into the stratosphere. Don’t let the character turn their backs to the 
majority of Archers. 

‚Magic: It’s goïng to be several turns of pain for magic users, and the most durable í 

of the lot is, you guessed it, the Geo Master. At the very least, he should have high 


Í 
defense against Sleep. 


Main Chiaracters Only 
if you can get Adell outside the No Entry barrier using Crimson Flame, it can really 
turn the tables; he might draw the attention of the Archers away from the characters 
\inside this artificial prison. The tough part, however, will be dealing with all the status 
‚effects you'll likely be stuck with, so bring lots of healing items. 
° 


IP 


aa 


A Dark Sun that does nothing 
but heal your 
characters? Brilliant! 
Unfortunately, it's 
not all that simple. 
The Armor 

Knights, even though 
they’re nicely 

lined up for you to 
knock down, will all 
Ascend within six 
turns. That means 
you’ve got a strict 
time limit to defeat 
them or you could be looking at an impossible fight against a Majin, and Majins 
get their stats doubled when they’re the last enemy standing. 

Just throw everything you’ ve got at the Armor Knights and if it looks like 
you won't be able to kill them all in time, take the bullet and destroy the 
Dark Sun to keep them grounded. A neat trick for when you're BONUSES 
taking on this map for the first time is to set some characters up 
near the Majin’s starting point. If the Majin is defeated before 0 25 
the Armor Knights Ascend, you’ll clear the stage once the Armor 
Knights do Ascend because there won't be any enemies left. 


Exp 783,877 1,303,630 1,984,711 2,668,748 | 3,353,271 
HL 197,007 851,682 1,965,257 | 3,537,732 5,569,107 
Mana 550 1,160 1,770 2,380 2,990 
=Stats- 
Full Army 1,200 2,000 3,000 3,900 4,800 al 
Main Char 1,500 2,700 4,200 5,100 6,200 | 
2,500 4,500 6,500 9,800 13,000 


up one character to 
unlock this stage. 


If the Majin is killed before the 
Armor Knights, yowll win. 


TARGET LIST 


Tag Num. 
125,432 Ep Spear [Shovsri] 
90 SteelkKnight Ascend X5 | 29946 Hell Muscle [Ace Muscle] 
90 Mana 
166,717 Ep Sword [Berserker] 
100 Chaos Soldier x1 |47,277 Hell Muscle [Ace Muscle] 
100 __Mana 
DARK SUN DATA LVL: 3 DIFFICULTY: *3 


Targets random allies on the field with beneficial effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- Heal HP, Heal All HP, Heal SP, Heal All SP, Heal Status Ailments. 


Melee: Sinners can be useful here. Their high number of counters can be quite ben- 
eficial when you're dealing with the high HP of the Armor Knights. Just be sure your 
Sinner’s fast enough to avoid most of their attacks. 

Ranged: You could have either a Gunner or an Archer sit back and pelt the Armor 
Knights from afar without getting attacked. You're working against the clock, so 
you'll need some of the multiple target abilities those weapons provide to speed 
things along. 

Magic: For magic users, this stage should be a snap. They can stand well back and 
blast these enemies without attracting their attention. They just need to be power- 

| ful enough to defeat the Majin before the Armor Knights Ascend. 


Í Main Cfhiaracters Only 
Time to make a mess of things. Go after the Majin first, so that its stats aren't 
doubled when he’s the last one standing, by using attacks from Adell, Etna, Rozatin, 
and Tink. With the Majin defeated, all the Armor Knights will Ascend and you’ clear 
‚the stage. 
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This stage seems 
quite annoying upon 
first glance, with 
Clone and an Enemy 
Level Up 30% effect 
on the same colors, 
but it’s actually 
quite easy when 
you do a couple 

of simple things. 
First things first; 
get a character to 
the closest purple 
symbol, throw it 
onto a green panel, 
and then bring out 
some magic users. 


ters into Zombies. 


Destroy the purple symbol to cause a Geo Chain, thus clearing the map of all 
the Geo Symbols. With only one enemy against your army of ten, this map 
becomes child’s play to clear, even with the Dark Sun turning your charac- 


127,763 
HL 44,296 
110 


Full Army 
Main Char 1,300 
Solo 6,000 


245,384 
135,140 
230 


501,213 
781,396 
470 


5,200 
30,000 


629,302 
1,228,696 
590 


6,500 
35,00 


ach unit vhn 


saagrjearnt 5, 
waasor rasa 
ger 
is 


Just stand here and select End Turn Pick up this symbol and throw it 
urtiCthis stage is unlocked. next to Adell, so he can destroy it. 


TARGET LIST REWARDS 


Amt _| Gain 
127,763 Bp 
110 Ghast xl [44,2% Hell 
110 Mana 
18,142 Exp 
105 Silence Symbol x1 5,778 Hell 
Panel 105 __Mana 
18142 Ep 
105 Nolifting Symbol xt | 5,778 Hell 
Panel 105 _Mana 
18,14Z Exp 
105 Clone Symbol x1 5,778 Hell 
Panel 105 Mana 
18142 Bp 
1os Fem EMP symbol va | 5776 Hel 
Panel 105 Mana 
DARK SUN DATA LVL: 4 DIFFICULTY: *4 
Turn 1-Change — 1 Ally “Turn 6-Change — 1 Ally 
Turn 2-Change — 1 Ally Turn 7-Change — 1 Ally 
Turn 3-Change — 1 Ally “Turn 8-Change — 1 Ally 
Turn 4-Change — 1 Ally ‘Turn 9-Change — 1 Ally 
Turn 5-Change — 1 Ally Turn 10-Change — 1 Ally 
Change Rule: Human character turns into Zombie 


Melee: You’ actually want to be turned into a Zombie for this stage because of their 
special trait of full recovery. You must get to the Clone symbol ASAP and destroy it. 
You should be strong enough to take into account that the Zombies here will be a 
higher level than when you started. 

Ranged: Acharacter with a ranged weapon can still attack from that range, even 
while turned into a Zombie. Use a Gun's range to defeat these Zombies from across 
gaps and, as with Melee characters, destroy the Clone symbol ASAP. 

Magic: Magic users can conceivably clear this map in a single turn. They just need 

to be outfitted with some movement-improved shoes, so they can move up eight 

panels and blast the Zombie with a spell. 


Mair Characters Only 
This is much the same as it is when you're fighting with an army. Get any character to 
toss a purple symbol onto a green panel, then destroy it to clear out all those annoy- 
ing Geo Symbols. 


KP ige 


DarkaWorld5=2: 


This stage sort of plays 
out like Capture the 
Flag, but the odds 
are stacked against 
you. There are loads 
of Thieves starting 
all around you, and 
they’re all making 
a beeline for that 
one open red panel. 
lf any character is 
standing on that 
panel at the end of a 
turn, it's game over. 
To make things 
even more fun, the 


Dark Sun will put all your allies to sleep on every third turn. Since it takes at 
least three turns for just one Thief to reach that red panel, you're goïng to 
have to defeat all of them quickly. Make sure you bring out a Marionette or 
three for their status ailment immunities, and give them shoes to increase 
their movement range. Use the Marionettes to block the paths the Thieves 


will take to reach that red panel. You can use one c 


haracter to block the path 


in front of the Base Panel, and two characters to block the path to the Base 
Panel’s left. With the paths blocked, keep the Thieves busy by catching them 
in a pincer attack. 


Mana 


Full Army 
Main Char 
Solo 


889,176 
252,144 
800 


1,537,272 
1,083,744 
1,680 


2,339,544 
2,496,144 
2,560 


3,144,168 
4,489,344 
3,440 


3,949,224 
7,063,344 
4,320 


6,300 
55,00 


293 


TOTALOAMAGE 6056 3 
LEK 


BONUSES 


Destroy ary of the Geo Monsters 
to unlock the stage. 


Get your characters positioned 


here to impede those Thieves. 


Lvl Class Tag Num.| Amt | Gain Type 

111,147 Exp Fist [Love Spankin] 

100 _ Bandit x8 [31,518 Hell 

100 Mana 

1794 Ep 

90 Nolifting Symbol xt | 4,278 Hell 

Panel 90 Mana 

TIA Ep 

90 Invincibility Symbol xl | 4,278 Hell 

Panel 90 Mana 

17924 Ep 

90 Game Over Symbol x1 4,278 Hell 

Panel 90 Mana 

17,924 Exp 

90 No Lifting Sm xl | 4,278 Hell 

anel 90 Mana 

DARK SUN DATA LVL: 6 


DIFFICULTY: *10 


Turn 1-Nothing 
Turn 2-Nothing 


Turn 4-Nothing 
Turn 5-Nothing 


Turn 3-Sleep — All Allies 


Turn 6-Nothing 

Turn 7-Sleep — All Alies 
Turn 8-Nothing 

Turn 9-Nothing 

Turn 10-Sleep — All Allies 


Melee: You need a Fist user who can move seven panels and knows Rising Dragon, 
because you'll need it to move the Invincibility symbol. Once the Invincibility 
symbol has been moved, go destroy the Game Over symbol nearby. Go back to the 
Invincibility symbol and knock it back onto the red panels. Now you’re free to deal 
with the Thieves as you please. 

Ranged: You will need a Thief who can move seven panels or more, has high Sleep 
Defense, knows all the Gun skills, and is strong enough to kill these enemies in 
one hit. Aim up on the map from the base panel to kill the first two Thieves, then 
make your way to the red panel before the enemies get there by heading left. Use 
Totenkreuz as the Thieves bunch together. 

Magic: Magic users have the range and power, but they lack the movement range. 


Equip your magic user with shoes, and make sure they have some Sleep and/or 
Poison Defense specialists set. 


Main Cfiaracters Only 
It’s a good idea to destroy that pesky Dark Sun using Taro or Hanako. It’s also à good 
idea if Adell knows Rising Dragon. That way, you can use the strategy outlined for Solo 
Melee characters to get rid of the Game Over symbol. 


_ 


Le) 


Strategically speaking, 
this is a dead easy fight. 
The only limitation 

is that you’ll need 

to beef your stats up 
considerably. Just bring 
all your characters out 
and hack at this lone 
Zombie. The poison 
status is inconsequential 
because the battle 

will be over before 
your characters will be 
seriously injured. 


Full Army 
Main Char 
Solo 


685,585 
1,136,237 
500 


8,000 
14,000 


1,385,5867 
4,613,202 
1,010 


2,085,643 
10,431,027 
1,520 


28,000 
43,00 


2,785,708 
18,589,752 
2,030 


39,000 
75,000 


3,485,773 
29,089,377 
2,540 


40,000 
52,000 
110,000 


TOTALDAMAGE 0 


Make a tower out of any five characters Use Espoir to nullify the poison 
to unlock the stage. on this stage. 
TARGET LIST EQUIPMENT 
Lvl Class Tag Num. Amt | Gain Type 5 Name 
685,585 Exp [ Monster Wpn [Dark Aura] 
5 1,136,277 Hell Shoes [Falcon Shoes] 
On RE Kl 500 Mana Shoes [Falcon Shoes] 
Shoes [Falcon Shoes] 
DARK SLIN DATA LVL: 5 DIFFICULTY: *5 
Turn 1-Poison — All Allies “Turn 6-Nothing 
Turn 2-Nothing Turn 7-Poison — All Allies 
Turn 3-Poison — All Allies Turn 8-Nothing 
Turn 4-Nothing Turn 9-Poison — All Allies 
Turn 5-Nothing Turn 10-Nothing 


Solo 

Melee: If you have some Poison defense specialists on your equipment, you should be 
okay. Bring along some good healing items in case your HP dips a little too low for 
comfort. 

Ranged: Even though this Zombie has three shoes on, they don’t seem to grant it 
a movement bonus, as it will never move more than four panels. Use this to your 
advantage. A Thief's hit-and-run tactics will make this map a cinch. 

Magic: This stage is very simple if you”re standing eight panels away from the Zom- 
bie. You can freely cast spells and hit it from that distance without fear of being 
attacked. You might need some items to deal with the poison from the Dark Sun. 


Main Chiaracters Only 
This is a pretty straightforward battle if you just bring out all the characters and gang 
up on the zombie. 


This stage was created 
entirely to make it easy to 
kill Aqua Demons. They’re 
immune to Ice, but there’s 
a Geo Effect covering the 
map that lowers Fire and 
Wind properties by 50%. 
Those attacks will cause 
great damage to all the 
enemies here. There’s also 
a small catch, as the Dark 
Sun will revive all the de- 
feated Aqua Demons every 
five turns. Avoid having to 
constantly do your work 
over again by destroying the 
Dark Sun before you start. 
With the Dark Sun gone, you 


can have as much fun as you want taking apart these enemies. 
to take them on one at a time, due to their numerous multi-target attacks. 
Their strength definitely lies in their numbers. 


ust be careful 


Exp 1,329,578 
HL 465,955 
Mana 1,110 


Full Army 2,200 
Main Char 2,900 
Solo 4,500 


2,472,046 
1,984,840 
2,320 


3,758,069 
4,558,585 
3,530 


4,500 
6,500 
11,000 


5,046,687 
8,187,190 
4,740 


7,000 
9,100 
18,000 


6,335,791 
12,870,655 
5,950 


8,500 
12,000 
23,000 


B Select rowing range & dreckon 
== - à 


Don't throw a single character Send up a sacrificial lamb to 
if you wart to unlock this stage. destroy the Dark Sun. 


EQUIPMENT 


Type Name 

118,556 Exp | Monster Wpn [Gluttony] 
100 Aqua Fighter x6 [33619 Hell 
100 Mana 

141,431 Exp [| Monster Wpn [Confusion] 

120 Charybdis x3 [55522 Hell Orb [Lunar Orb] 
120 Mana 

193,949 Exp | Monster Wpn [Paranoia] 

150 Dagon x1 |97,675 Hell Orb [Lunar Orb] 
150 _Mana 
i 19,117 _ Exp 
10 VEREMENE symbol xt | 7503 Hel 
Panel 120___Mana 
19,117 Ep 
zone Be Symbol __ xt | 7,503 Hell 
Eet Panel 120 Mana 

[DARK SLIN DATA LVL: 3 DIEFICULTY: *3 


Turn 1-Nothing 
Turn 2-Nothing 
Turn 3-Nothing 
Turn 4-Nothing 
Turn 5-Enemy Units Revived 


Turn 6-Nothing 
Turn 7-Nothing 
Turn 8-Nothing 
Turn 9-Nothing 
Turn 10-Enemy Units Revived 


WeDor/tiNeedsNojStinking Army! 
(o 


So 
Melee: In order to clear this map solo, you need to defeat enemies here at a rate of K 
two every turn. This is very hard if not impossible to do with a single character, so 

you might want to go ahead and use a second character to destroy the Dark Sun. 

Ranged: This is probably even more difficult to do alone than with a Melee charac- 
ter. The enemies are really too spread out for most of a ranged character’s multi- 
target skills to hit more than one of them. Using up a spare character to destroy the 
Dark Sun will make victory possible. | 

Magic: Magic users move very slowly across the map, and by the time you've killed 
two or three enemies they'll have been revived. Make things easy on yourself by 
using a different character to destroy the Dark Sun. 


Main Characters Only 
Using Taro and/or Hanako to get rid of the Sun is only the first step. The next step 
involves moving your crew of characters around as a single group, taking out the Aqua 
Demons as you move them around this map’s twisted paths. 


A 


How could you make a battle- 
field that’s nearly entirely 
covered by an Enemy Boost 
x3 effect more annoying? By 
placing four Enemy Boost 
+50% symbols around the 
four corners of the map. 

Get started by sending a 
couple characters to destroy 
two of the nearby Enemy 
Boost +50% symbols. Fol- 
low up by moving a bunch 

of Mages onto the bridge so 
that they can take advantage 
of the Recovery 80% effect, 
then pound on those Rocs with 

their spells. If your magic users 
are powerful enough, they’ll get rid of half of the enemies on that first round. 
Once half the map is completed, it's time to carefully move your battalion of 
mages along the bridge and inflict the same kind of punishment 
on the other six Rocs. 


Exp 1,401,744 | 2,692,212 | 4,094,232 | 5,499,024 | 6,904,344 

HL 485,988 2,075,748 | 4771,428 | 8,573,028 | 13,480,548 
1,320 2,760 4,200 5,640 7,080 
2,400 5,000 7,200 9,500 12,500 
3,000 7,000 9,000 13,000 17,00 
5,000 12,000 16,000 24,000 33,000 


Place the Null symbol here and 
destroy it to unlock the stage, 


Put your two strongest defensive 
characters here to act as a wall. 


Amt_|_Gain ype 
116,812 Exp | Monster Won [Lonheart] 
110 xiz | 40,499 _ Hell 
110 Mana 
70,869 Exp 
95 Heal20% 4 | 4,753 Hell 
Panel 95 Mana 
70,69 Exp 
95 Roane 4 | 4,753 Hell 
Fall 95 Mana 
[DARK SUN DATA LVL: 5 DIEFICULTY: *5 


All effects except for Game Over are randomly determined 


Solo 

Melee: Avery high-HP Wood Golem would be ideal for its self-regenerating capabili- 
ties, which can be amplified further by the Heal 80% effect. Destroy the Enemy 
Boost symbol near the Roc group after you've defeated them. 

Ranged: An Archer is ideal here because she uses two essential anti-crowd skills: 

‚_ Zielregen and Omega Comet. Make sure she’s powerful enough to take at least one 
hit from the enemies, so she can benefit from the Heal 80% effect. 

Magic: Magic users don't have much HP, so you'll need to pour all their strength into 
their INT stat and then some. That way, they can kill each group of Rocs in a single 
blast of magic, without alerting the others nearby. 


Main Characters Only 
Take this map on in much the same way as you would with a full complement of 
generic troops. Destroy the two nearby Enemy Boost symbols and then focus your at- : 
‘tacks on one of the Roc groups at a time. Use the bridge for any emergency healing. % 


A 


Unlock: Fuse 5 enemiesinto 1on 
Episode 42 


This map looks frightfully dif- 
ficult, with no Range attacks, 
No Lifting, and everyone gets 
a repeated attack, all while 
you're going through a gaunt- 
let of Felynns. There is a way 
around all this, though, which’ ll 
make the map so easy that you 
won’t even get attacked. 

First, have someone destroy 

the No Entry symbol that's sit- 
ting near the Base Panel. There’s 
never a Geo Effect under the Base 
Panel, so you're free to do this. 
Move that character away, bring out 
a magic user, and destroy the No Lift- 
ing symbol from the Base Panel. Move 

that magic user onto the wooden bridge. 

Bring out two more characters, one of which must be an Armor Knight, so you 

can throw him from the Base Panel onto the red panel where the No Entry 
symbol was. With the Armor Knight in place, use him as a waypoint in throw- 
ing magic users from the Base Panel to that island in the middle of the river. 
No enemy can attack anything that’s on that island. As long as the magic users 
have a range of seven they can wipe out nearly all the Felynns themselves. 
You'll just need a few melee characters to polish off the rest. 


Exp 1,051,308 | 2,019,159 | 3,070,674 | 4,124,268 | 5,178,258 
HL 364,491 1,556,811 3,578,571 6,429,771 10,110,411 
Mana 990 2,070 3,150 4,230 5,310 
Full Army 1,700 3,000 4,500 5,500 7,000 
Main Char 2,100 4,000 6,000 7,200 9,100 
Solo 3,500 6,500 11,000 14,000 18,000 


Throw five enemies into another 


one to unlock the stage. 


Get four magic users onto this 


island and victory will be yours. 


REWARD EQUIPMENT 
Num.| Amt Type Name 

116,812 Exp | Monster Wpn [Golem Punch] 
110 _ Tailring x9 | 40,499 Hell 
110 Mana 
12,889 Ep 
80 No Entry Symbol xl 3,403 Hell 
Panel 80 Mana 
12,889 Exp 
80 Nolifting Symbol xl | 3,403 Hell 
Panel 80 Mana 
12,889 Exp 
80 No Lifting Symbol xl 3,403 Hell 
Panel 80 Mana 
12,889 Exp 
80 Attack +1 Symbol xl 3,403 Hell 
Panel 80 Mana 
12,889 _ Exp 
80 Hatan Symbol xt | 3,403 Hell 
Panel 80 Mana 

DARK SUN DATA LVL: 7 DIFFICULTY: *30 


All effects except for Game Over are randomly determined 


WeDor’tiNeedsNojStink 


Solo 

Melee: A character with exceedingly high SPD is must here, so give a Weight to a fist- 
using Ninja. The Felynns shouldn't be able to touch him. 

Ranged: Ranged characters are severely hampered here, due to not being able to 
use ranged attacks at all. The perfect answer to this problem is the Holy Dragon, 
which is immune to all the Felynn’s special attacks. On top of this, it can heal 
itself. 

Magic: Magic users suffer from the same setback as ranged characters do, but 
they're even worse off because of their low HP and DEF. The one way to get around 
this is to use a Geo Master and increase his DEF by an astronomical amount so that 
the Felynns inflict very little damage to him. 


Í Main Chtaracters Only 

In order to efficiently gang up on the Felynns as you progress along the path, you'll 
need to get rid of the No Range Attacks effect. Do this by destroying the No Entry 
symbol. Then, pass a character over to the other side of the river where those Geo 
Symbols are and destroy one of them to start a Geo Chain. 


This stage requires 
tower-throwing in 
order for you to clear 
it. Start by throwing 
a few Gun-wielding 
characters onto that 
small island and use 
their multi-target 
skills to defeat the 
Flora Beasts. Throw a 
character across and 
destroy the No Entry 
symbol. Throw the 
remaining characters back 
across towards the Base 
Panel and make a large tower. 
Use that last character on the island to Ascend and destroy the Dark Sun. 
Throw the tower to where the Wood Golems are and dispense characters 
around them, so one of your characters can destroy or move the No Entry 
symbol on the yellow panel. Gang up on the Wood Golems to defeat them 
and move the Invincibility symbol off the blue panels. That way, you can 
efficiently knock out the Flora Beasts. 


Exp 970,389 1,869,735 [| 2,891,014 | 3,881,874 | 4,873,055 
359,406 1,530,756 | 3,515,506 6,313,656 9,925,206 
920 1,920 2,920 3,920 4,920 


Full Army 
Main Char 9,800 


50,000 el 


Throw a character onto this island 
to defeat the Flora Beasts from afar. 


Destroy the No Entry symbol to 
progress further on the map. 


TARGET LIST 
Lvi Class Tag Num. 
109,512 Monster Wpn [Greed] 
110 Belladona x3 dn Orb [Lunar Orb] 
114,675 Monster Wpn [Sloth] 
120 Belladona x3 | 45,018 Orb [Royal Orb] 
120 
148,914 Monster Wpn [Golem Punch] 
115 Tree Folk x1 ne Belt [Spirit Belt] 
18,529 
100 No Entry Symbol __x1 [| 5,253 
Panel 100 
18,529 
100 No Entry Symbol xt [| 5,253 
Final 100 
18,529 
100 Invincibility Symbol x1 5,293 
Panel 100 
DARK SLIN DATA LVL: 2 DIFFICULTY: *2 


Targets random allies on the field with negative effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- HP Damage, SP Damage, Poison, Sleep, Paralyze, Amnesia, Deprave, Curse 


a DE World Wattson eg 
WeDorttiNeedsNoyStinking Army! _ 


Solo 

It is fundamentally impossible to clear this stage with a single character without 
having at least three characters to throw you around. There's not much to this stage 
except getting tossed into a group of enemies, and being strong enough to defeat 
them all quickly while removing Geo Effects, regardless of the type of character 
you're using. 

Another thing to keep in mind when soloing this map is that the Curse effect may 
‚pop up and attach itself to a character. Prevent this from happening by using a spare 
character to destroy the Dark Sun. 


Main Cfiaracters Only 
Whenever you need to destroy the Dark Sun, Taro and Hanako are the best choices, as 
they tend to be quite useless otherwise. Also keep in mind that since you'll probably 
have at the very least four human main characters at this point, Rozalin or Adell will 
be the main damage dealers, with Yukimaru and Etna following close behind. You need 
their throwing capabilities as well as their attacks. 


Unlock: Spend 30 turns on Episode 4-4 
Drawn In: Automatically drawn in 
once the unlock requirement is met. 


You'll be stuck with 
whatever characters you 
initially dispatch, because the Dark 

Sun will destroy the Base Panel once 
you end the turn. Throw a few heavy- 
hitting characters across the chasm 
from the Base Panel to deal with 
those Geo Masters. Bring out a 
few Archers and Gunners to deal 
with those really hard-to-reach 
Geo Masters at the bottom edge 

of the map, and send everyone 

else you can along the bridge 

to defeat the Majin and the Geo 
Masters around him. 

Bring in a Healer or two in case 
things get complicated and you 
need some medical attention. It pays 
to have a well-rounded 
group when you can’t bring 
in any more characters. 


HL 


Full Army 
Main Char 
Solo 


1,225,286 
432,434 
1,010 


2,300 
3,500 


2,241,651 
1,839,584 
2,190 


3,408,628 
4,203,134 
3,330 


4,576,353 
7,583,084 
4,470 


7,200 
14,000 


5,744,423 
11,919,434 
5,610 


Standing here for 30 turns is tiring. 


Use an Archer to defeat those 
hard-to-reach enemies. 


zazorezzn 
raaorvaan 


Turn 2-Nothing 
Turn 3-Nothing 
Turn 4-Nothing 
Turn 5-Nothing 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type Name 
130,300 Exp Staff [Moonlight Staff] 
115 _ Prophet x8 [| 44,179 Hell Armor [Holy Dress] 
110 __ Mana 
182,886 Ep Fist [Knuckle Bomber] 
130 Chaos Soldier x1 | 79,002 Hell Armor. [Dandy Gown] 
130 Mana 
DARK SUN DATA LVL: 6 DIEEICULTY: *10 
Turn 1-Crush Base Panel Turn 6-Nothing 


Turn 7-Nothing 
Turn 8-Nothing 
Turn 9-Nothing 
Turn 10-Nothing 


Melee: The one character you'll want to use here is an Orc. They are Melee monsters, 
but their final skill will allow them to target some of those distant Geo Masters. 
Since the Orc has rather poor RES, and it'll need a lot of SP, equip some Orbs. 

|Ranged: The Archer is the character of choice to use here because she can hit some 

‚_ targets that Gun users simply can’t. Her extra range with a bow and high RES make 
her a better choice than a Healer. 


Magic: As long as you stay outside the Majin’s attacking range while dealing with 
those Geo Masters behind the Base Panel, they should be okay on their own. Use a 
Geo Master of your own for healing purposes, just to be on the safe side, 


Main Characters Only 
‚Throw Yukimaru across the chasm and let her deal with those Geo Masters behind the 
‚base panel, while keeping Rozalin nearby. Push all your characters forward with Adell 
leading the charge across the bridge. If you don't have Flonne yet, bring in lots of 
healing items. | 


pe dn 
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There’s an awful lot of Zom- 
bies here, and it’s goïng to 
take quite some time 
to cut through them 
all. The Dark Sun 
will destroy the 
Base Panel on the 
first turn, so you're 
forced to immedi- 
ately bring out all 
the characters you'll need. 
Dispatch characters that 
have large area effect capabili- 
ties, such as magic users, Orcs, 
Wood Golems, Rocs, Sword users, 
and Fist users. Using all these 
characters together in a long 
chain of combos can quickly thin 
out the crowds of Zombies. Several may survive the first round of attacks, but 
don’t worry. After another round of multi-target chaîn combos, they’ll be a 
lot easier to manage. 


-Rewards- 
Exp 2,446,368 4,875,552 7,408,928 9,945,696 12,483,168 
HL 960,384 4,080,384 | 9,363,584 | 16,809,984 | 26,419,584 
Mana 1,920 4,000 6,080 8,160 10,240 
Full Army 1,700 3,200 4,500 6,000 7,500 
Main Char 2,300 4,500 6,000 7,800 9,800 
Solo 5,000 6,600 11,000 15,000 20,000 


TOTAL DAMAGE 45 2049: 


Bring a Level 1 character and let Lise attacfs like Ork God to 


an Orc kill it to urlock the stage. flatten these Zombies. 
TARGET LIST REWARDS EQUIPMENT 
L Class Tag Num.| Amt | Gain ype Name 
152,898 Exp | Monster Wpn [Mystic Attack] 
120 _ Wieht xi6 | 60,024 Hell 
120 Mana 
59 Exp 
9 _ _ATK+50% Symbol xl 66 Hell 
Panel 9 Mana 
59 Exp 
9 _ Attack +1 Symbol x1 66 Hell 
Panel 9 Mana. 
DARK SLIN DATA LVL: 5 DIFFICULTY: *5 
Turn 1-Crush Base Panel Turn 6-Nothing 
Turn 2-Nothing Turn 7-Nothing 
Turn 3-Nothing Turn 8-Nothing 
Turn 4-Nothing Turn 9-Nothing 
Turn 5-Nothing Turn 10-Nothing 


Melee: With this many monsters, you'll need a Fist user, and one with very high eva- 
sion at that. The obvious choice is, of course, a male Ninja with a Weight equipped. 

Ranged: As long as you're able to outpace the Zombies, they can't really get close 
enough to attack you. A Thief with all the Gun skills learned can make a killing on 
this stage. It may take a bit of time though. 


Magic: Amagic user starting off right next to a swarm of enemies is inevitably 
doomed. It's a good idea to outfit a magic user with some movement-improved shoes 
so that they can easily outrun the monsters. AMv of six or seven should suffice. 


Main Characters Only al 
(adel and Yukimaru are the only characters that’ UL probably have large multi-target hl 
attacks, with Big Bang and Winged Slayer respectively. Since they're the two strongest 
fighters you have, increase the Combo counter with your other characters and let 
them go last. 


DarkyWortd4522:8 
Eternalfoblivior 


Unlock: Clear Episode 5-2 using no 
more than 4 characters 

Drawn In: Decide to enter or not 
after the stage is cleared. 


This is one map 
where, if you don’t 
clear it on the first round, 
you’re going to 
‚ find yourself in 
very deep trou- 
ble. The entire 
map is covered in 
blue Geo Panels, 
and these panels 
have the effects of 
Clone, Enemy Level Up 
30%, and Fusion. On top of 
all that, two enemies in the 
back will be Ascending on the first 
turn, increasing the levels of whatever’s left behind. To sum up, the Succubi 
start off at Level 125, and if you leave them alone, their levels will climb into 
the thousands on the first turn. They’ll reach Level 9999 within six turns. 

In order to deal with this map, you'll need to do a few things on the first 
round. Throw some characters over to destroy both the Clone and Fusion 
symbols. You should also destroy the Dark Sun to prevent those Succubi from 
Ascending. If you still have some characters left to deploy, use them to de- 
stroy the Enemy Level Up symbols. The objective is to prevent these enemies 
from becoming way too powerful for you to handle. 


-Rewards- 
Exp 708,894 1,425,942 2,166,066 2,907,036 3,648,168 
HL 241,994 1,240,308 | 2,844,108 | 5,104,008 8,020,008 
Mana 750 1,580 2,370 3,180 3,990 
=Stats- 
Full Army 1,200 2,300 3,600 4,500 6,000 
Main Char 1,800 3,600 4,700 5,900 7,800 
Solo 180,000 180,000 180,000 180,000 180,00 


Providence 


You can’t deploy more than four Prevent this Level 1300 Carmilla from 
characters when you're unlocking this stage. being created on the first turn. 


BONUSES 
[Gauge] Prize Lv | 


TARGET LIST REWARD. 

Lvl Class Tag Num.| Amt Type Name 
118,149 Exp 
125 _Carmilla x4 | 40,499 Hell 
125 Mana 
118,149 Exp 
125 _Carmilla Ascend x2 | 40,499 Hell 
125 _Mana 
18,257 _ Exp 
110 Clone Symbol xl 6,328 Hell 
Panel 110__Mana 
18,257 Exp 
no POV MP spmtot 3 | 638 Hel 
ke Panel 110 Mana 
18,257 _ Exp 
110 Fusion Symbol x1 6,328 Hell 
Panel 110 Mana 

DARK SUIN DATA LVL: 35 DIFFICULTY: *3 


Targets random allies on the field with negative effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- HP Damage, SP Damage, Poison, Sleep, Paralyze, Amnesia, Deprave, CurseDark 


(en Piena Ob 
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Solo 
Don’t try soloing this map unless you are powerful enough to deal with the Succubi at 
any level, and you can defeat your own clones with ease. If you can deal with Level 
9999 monsters then you're prepared to take on this map. 

Some good characters to use here on this map against the Succubi are the Flora 
Beasts, Healers, Holy Dragons, and Geo Masters, mainly because they can heal them- 
selves, but mostly because they can easily kill their own Clones. 

You should really go after and destroy the Clone symbol first, because getting 
bogged down by innumerable high-level monsters, each of which gives out a quarter 
of the yield of a regular monster, can get tiresome pretty fast. 


Main Characters Only 
With seven characters available and four of them able to throw, it should be easy 
enough to get Taro or Hanako to destroy the Dark Sun and throw someone across the 
map to destroy the Clone symbol. If you’re lucky, you might have a character or two 
‚left over to destroy the Fusion symbol on the first turn as well. 


- 
Â ENA 
Dmk World Walkthromnng ed 


on Episode 5-3 

Drawn In: Automatically drawn in once 
the unlock requirement is met. Charac- 
ter positions are also carried over. 


What’s this? A normal 
map, that doesn’t 
have overpowered 
enemies or compli- 
cated Geo Symbol 
arrangements? 
Well... not quite. 
The Dark Sun will 
turn characters 
into Cu Siths every 
turn, but other than 
that this is a really 
straightforward map. 
Bring out a number of magic 
users and bombard the Samurai and 
Orcs from afar with three-panel area-effect magic to defeat them. Don’t 
worry about your characters turning into Cu Siths, as they can take care of 
those Ghosts easily. If you defeat the Samurai and Orcs on the first turn, the 
rest should be relatively easy to deal with if you focus all your second-turn 
attacks on those Warriors. 


1,575,153 
652,512 
1,630 


3,169,956 | 4,815,162 
2,765,397 | 6,340,887 
3.390 5,150 


6,462,225 
11,378,982 
6,910 


8,109,636 
17,879,682 
8,670 


Full Army 
Main Char 
Solo 


E 
Select a target 
: 


TARGET LIST 


Make a tower using eight characters 
to unlock the stage, 


REWARDS 


Being changed into a wolf can 
be quite helpful. 


| _Amt i 
126,025 Exp Spear [Demon Spear] 
125 _Kengou x3 [52019 Hell Belt [Bravery Belt] 
125 _ Mana 
126,025 Exp Axe [Demon Smasher] 
125 Gladiator x3 | 52,019 Hell Muscle [Victory Muscle] 
125 __Mana 
106,334 Ep | Monster Wpn [The Arcane] 
125 Wraith x3 [43891 Hell Orb [Lunar Orb) 
125 _ Mana 
126,025 Exp | Monster Wpn [Poor Orphan] 
125 Orc Master x3 [52019 Hell Nuscle [Mictory Muscle] 
125 _Mana 
121,926 Ep Staff [Prinny Staff] 
130 Bow Master xl [52668 Hell Armor [lron Dress] 
130 Mana 
SUN DATA LVL: 2 DIFFICULTY: *2 


Turn 1-Change — 1 Ally 
Turn 2-Change — 1 Ally 
Turn 3-Change — 1 Ally 
Turn 4-Change — 1 Ally 
Turn 5-Change — 1 Ally 


Turn 6-Change — 1 Ally 
Turn 7-Change — 1 Ally 
Turn 8-Change — 1 Ally 
Turn 9-Change — 1 Ally 
Turn 10-Change — 1 Ally 


Change Rule: Random male or female human turns into Cu Sith 


Melee: The majority of enemies here will be using physical attacks. A good character 
to have here is a Wood Golem with a ton of HP and high DEF. Its area-effect attacks 
will be quite useful in mowing down the groups of enemies that will approach you. 

Ranged: A Human character will just get turned into a Cu Sith and lose their weapon 
abilities, so use a Holy Dragon. Since the Holy Dragon is immune to nearly all the 
skills these enemies have, it'll be clear sailing. 

Magic: Since human characters don't lose their class skills when changed into a 
monster, it's safe to use a Geo Master for soloing this stage. Be sure to keep well 
back so as not to draw any enemies to your position. Take those Orcs out first so 
that they don’t use their best skill against you. 

Main Characters Only 

This is pretty easy for Adell, Yukimaru, and Tink to take care of. Use the other charac- 

ters to drive the combo counter up for those three. You may want to destroy the Sun 

on this stage to preserve some vital weapon skills for Yukimaru. 
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This is another one of those 
really-powerful-lone-enemy 
Dark World stages, and it’s 
certainly not the last. The 
Disperse Damage effect 
will be quite annoying to 
deal with should you let 
this Rifle Demon get a turn 
against you, as it could 
conceivably wipe out all 
the troops you deployed 
in one shot. It'll be even 
more of a pain if that 
were to happen because 
the Dark Sun will destroy 
the Base Panel on the 
first turn. To win, you 
just need to deploy and use all ten characters to deplete its HP in just one 
turn. Check the Rewards and Stats table to see roughly how 
powerful your characters need to be to be able to do that 
kind of damage to him. 


594,028 
594,789 
300 


1,208,343 | 1,822,957 | 2,437,603 
2,436,514 | 5,531,539 | 9,873,864 
610 920 1,230 


3,052,250 
15,465,489 


Mana 1,540 


Full Army 
Á Main Char 
Solo 


just two peop! 


yf Don’t let this guy get a chance 
are fine for unlocking the stage. 


to attack you. 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type Name 
594,028 Exp [ Monster Wpn [Demon Fang] 
300 Malachidael xi |594,789 Hell Muscle [Dream Muscle] 
300 Mana 
24549 Exp 
160 _ No Entry Symbol _ xt [| 13,203 Hell 
Panel 160 Mana 
5 24,549 Exp 
160 hee Symbot xl [13203 Hell 
ARES Panel 160__Mana 
DARK SUN DATA LVL: 5 DIEFFICULTY: *5 
Turn 1-Crush Base Panel Turn 6-Nothing 
Turn 2-Nothing Turn 7-Nothing 
Turn 3-Nothing Turn 8-Nothing 
Turn 4-Nothing Turn 9-Nothing 
Turn 5-Nothing Turn 10-Nothing 


Solo 

Melee: A Rifle Demon's attacks cannot be evaded, so the best answer is to use a 

| meatshield sort of character with a lot of HP to take the punishment. A Wood Golem 
will fit the bill. If its HP is equal to four times the Rifle Demon's attack power, 
you're pretty much invincible, 

|Ranged: The best thing you can do to a Rifle Demon is to paralyze it. Fortunately 
there are ranged characters that have Paralysis skills, such as the Bow’s Zielregen 
and the Thief’s Freedom. 

Magic: Magic using characters will be dead meat against a Rifle Demon unless, of 
course, they stay seven or eight panels away to avoid luring one to them, or they're 

| strong enough to kill it in one or two hits. @i 


Main Chiaracters Only 
Don’t waste any characters here. You'll need them to drive the combo counter up so 
Adell can deliver a knock-out punch. Kill the Rifle Demon on the first turn at all costs. 


DarkaWorld{o=1: 
EirstsBattle 


Unlock: Make a tower of 10 characters 
® on Episode 6-1 

Drawn In: Automatically drawn in 
once the unlock requirement is met. 


Unlike the previous stage, 
this one forces you to be able 
to clear it in one turn. The 
Majin will never move from 
its position and will recover 
all its HP after the turn is 
over. All of your characters 
will have to attack him 
using only normal attacks, as 
you can’t escape the Silence 
effect on those Geo Panels. As 
an added bonus, all of your 
characters are rendered 
invincible, so none of them 
will die here. 
The problem then is that the 
Dark Sun will end the game on the tenth turn if 
youre unable to deplete the Majin’s HP. Take a 


few turns to position all the characters you’ll need because there’s also a No 
Lifting effect in place, and attack away. If you're unable to defeat the Majin 
on the first try, you probably won’t be able to at all, so come back later when 


you’re more powerful. 


1,234,511 
3,300,780 
810 


1,859,826 | 2,485,151 
7,471,530 | 13,325,280 
1,220 1,630 


3,110,486 
20,859,030 
2,040 


16,000 22,000 35,000 45,000 
22,000 30,000 46,000 60,000 
160,000 230,000 300,000 400,000 


Make a tower out of all the characters 
you can deploy to unlock the stage. 


Having an attack power greater than 
75,000 leads to an easy win. 


Class. 


Death 
Avenger 


xl 


Invincibitity 


150 


Silence 


150 


Heal 20% 


No Lifting 


150 


Heal 20% 


150 


No Lifting 


Pr) 


0 


Invincibility 


No Entry 


xt 


DARK SLIN DATA LVL: 8 DIFFICULTY: 
e) 
ih Turn 1-Nothing Turn 6-Nothing 

Turn 2-Nothing Turn 7-Nothing 

Turn 3-Nothing Turn 8-Nothing 

Turn 4-Nothing Turn 9-Nothing 

Turn 5-Nothing Turn 10-Game Over 

WeDorn/tNeedsNo Lg Armty 
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Solo 
Melee: You need to be able to defeat the Majin in one turn, so use a Kunocihi with a 
Weight equipped. It gives her an opportunity to attack twice. 


Ranged: A Healer is probably the best choice here, as she can boost her attack 
power up if her regular attack doesn't work. 


Magic: Magic users can get away with using spells on this map if they're standing, 
on the Base Panel. Their range should be long enough to hit the Majin from the 
Base Panel. 


Main Characters Only 
There's no difference between using the main story characters and a full army. Just 


‚be sure these characters are slightly stronger, because there's less than ten of them at 
your disposal. 


LInfock: Clear Episode 6-2 usi 
S econdsB attle' no more En ec 


Drawn In: Decide to enter or not 
after the stage is cleared. 


There’s only one 

mage here, but the 

No Entry barriers make 

actually reaching her rather 
difficult. The mage is stand- 

ing in an enclosed area, which 

you can’t move into, which 
features Invincibility and Enemy 
Level Up 10% effects. Both those 
Geo Symbols are also very difficult 
to reach, and you need to move 
that Invincibility symbol off its spot 
before you can get rid of the Enemy 
Level Up symbol sitting next to it. 

The good news is that it is pos- 
sible to knock the Invincibility 
symbol off its panel on the first 
turn; the catch is that it requires 
some precise planning. To do it you’ll 
need to deploy ten characters. Since you can only move 
through this place in single file, you'll need characters 
with movements of seven, eight, and nine. Line up your throwing characters like 
this, from the front of the line to the Base Panel: Thief, Ninja, Kunoichi, Beast 
Tamer, Gunner, Samurai, Valkyrie, Armor Knight, Sinner, and Adell. You can substi- 
tute any class that has the same throwing distance if you want. 

Once Adell lands, he'll need to move six Panels further and then use Tiger 
Charge to knock the Invincibility Symbol off the Geo Panel. On the next turn you 
can destroy the Level Up symbol, and then make your way over to start attacking 
the mage. Don’ t worry too much about getting blasted by the mage’s spells, as 
the Dark Sun will heal your army every turn. 


Ep 160,367 326,878 496,009 665,262 834,541 
HL 75,132 316,557 724,482 1,298,907 | 2,039,832 | 
Mana 140 290 440 590 740 


Full Army 2,500 5,000 8,000 10,000 15,000 
Main Char 3,200 7,000 11,000 13,000 20,000 
Solo 8,000+ 17,000- 28,000+ 33,000+ 40,000+ 


Make a tower out of all these characters 
to throw as far as you can. 


Have Adell use Tiger Charge to move 
tie Invincibility symbol. 


EQUIPMENT 


Amt Gain Name 

160,367 Exp Staff [Lovely Rod] 

75,132 Hell Orb Holy Orb) 

140 Galaxy Mage Xl | Y40 Mana Orb Wa de 

Orb [Holy Orb] 
18,529 Bp 
100 No Entry Symbol x1 5,253 Hell 
Panel 100 __ Mana 
18,529 Bp 
100 Invincibility Symbol _x1 | 5,253 Hell 
Panel 100. Mana 
18,529 Bp 
100 Invincibility Symbol xl | 5,253 Hell 
Panel 100 Mana 
18,529 _Dp 
100 neme Symbol xt | 5,253 Hell 
Pra Panel 100__Mana 

DARK SUN DATA LVL: 6 DIEFICULTY: +10 


Targets random allies on the field with beneficial effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- Heal HP, Heal All HP, Heal SP, Heal All SP, Heal Status Ailments. 


(en Dik World Walkthronh D’) 
WeDorttiNeedsNoyStinking Army!) _ 


Solo 

Melee: You absolutely need to have a Fist user here if you want to save time and 
pain. Stick as many shoes as you can on him, so he can run up and use Tiger Charge 
to get rid of the Invincibility effect. The high SPD also helps in evading those spells. 

Ranged: A Healer is a must, because of her high RES and resistance to elemental 
attacks. Add movement points to her equipment in the Item World or through the 
Dark Assembly. 

Magic: Amagic user is virtually useless here, unless its INT stat is much higher than 
this Mage's already obscene RES stat. Use a Geo Master here for their naturally very 
high RES, to avoid taking too much damage from the Mage’s attacks as you move 
around in circles. 


Main Characters Only 
Clearing this map with only the main story characters can be extraordinarily annoying 
because you only have access to four, five, or six characters that can throw, making 
the monster-type characters dead weight. If Adell can survive long enough to use Tiger 
Charge and then stop the mage from levelling up, you're in good shape. 


Duiwautien ' 


k: Fuse 7 enemies into 1 on 
Episode 6-3 


Drawn In: Decide to enter or not 
after the stage is cleared, Charac- 
ter positions are also carried over. 


This is, bar none, one of the most frus- 
trating maps to clear because you can be 
dealt a Game Over just through bad luck. 
Don’t be surprised at yourself when you 
hurl the controller at the screen. 

The basic set up is this: there's a Geo 
Monster that's been sealed off by an In- 
vincible No Entry barrier. After you move, 
it will move onto a different colored 

panel. Because it has a Game Over 
effect attached to it, it means that the 
entire battlefield is one giant Game Over 
trap, and if anything is standing on the same color panel as 
the Geo Monster is on after the turn ends, it's Game Over. 

There are a few techniques you can use. Since the Geo Monster will never be on 
the same colored panel twice în a row, always move your characters onto the colored 
panel the Geo Monster is currently sitting on, and you'll never get a Game Over from 
one of your allies. Also, leave space for the enemies to move onto the same colored 
panel you're on. Enemies tend to use up all their movement points to attack you, so 
if possible, lure them onto the same colored panel you're standing on. Unfortunately 
there’s nothing you can do if an enemy moves onto the same colored 
panel as the Geo Monster, since enemies will always move after the 
Geo Monster, and before the turn ends. The only way to stop that from 
happening is to destroy the Geo Monster with a long-range attack, and 
that requires considerable power. It’s at Level 1000. 


Exp 1,137,968 2,303,296 3,497,472 | 4,692,816 5,888,416 
HL 491,568 2,079,168 | 4,764368 | 8,547,168 | 13,427,568 
Mana 1,040 2,160 3,250 4,400 5,520 


Full Army 2,500 6,500 7,500 
Main Char 3,200 8,500 9,800 
Solo 10,000 5,000 70,000 


27842478 
10021002 


Destroy that Garne Over symbol 
once youre strong enough. 


Defeat all the Thieves as onse group 
if you cant destroy the symbol. 


Lvl Class Tag Num.| Amt | Gain Type Name 
142,246 Ep Gun [Peace Maker] 
130 Trickster x8 [61,446 Hell Glasses [Crosshair Scope] 
130___Mana 
152,434 E 
Symbol 502,503 Hell 
1000 Game Over hen xl 1,000 knal 
Moves Self 
152,434 Ep 
1000 Invincibility Symbol xl |502,503 Hell 
Panel 1,000 Mana 
152434 Ep 
1000 NoEntry _ Symbol xt [502,503 Hel 
Panel 1,000 Mana 
DARK SLUIN DATA LVL: 7 DIFFICULTY: “30 


Melee: Watch where you step and use someone with Fists here, so that they can 
use Tiger Charge on that No Entry symbol. You should attempt to destroy the Geo 

\_Monster in the back. 

Ranged: Use a Thief for its large movement range, and for its expertise with guns. 
You'll want both so that you can use either Totenkreuz or Inferno to destroy the Geo 
Monster. 

Magic: You actually won't need to destroy the Geo Monster if you have seven-panel 
area magic skills. If you're strong enough you should be able to defeat one group of 
Thieves in one hit without drawing the other group towards you. 


Main Characters Only | 
When using a limited number of characters, it’s best to just focus on getting rid of one 
group of Thieves at a time by not getting the other group's attention. Having eight 
enemies moving around increases the chance that you'll get a Game Over. 


8 Unlock: Clear Episode 6-4by using 
“Attack” or “Special” only once. 

Drawn In: Decide to enter or not 

after the stage is cleared, 


Like the previous stage, 
this one has a Geo Monster 
sealed to the back of the 
map which can sit on any of 
the four colored panels in its 
space. The Geo Monster is 
producing a No Entry effect, 
so every turn, you won’ t 
be able to move through a 
certain colored panel. Think 
of this map as a randomized 
sliding door maze. Though 
you can’t move through No 
Entry barriers, you can at- 
tack enemies that are standing 
on the other side of them, which is why all the 
enemies here can attack from long ranges. It’s 
best to use characters that rely on physical attacks here as all the enemies 
have pretty high RES stats, and to move around in two small groups with a 
Healer or two at the ready. 


1,576,904 
681,172 
1,560 


3,191,720 
2,881,132 
3,240 


4,846,500 
6,602,052 
4,920 


6,502,912 
11,843,932 
6,600 


8,159,672 
18,606,772 
8,280 


Full Army 
Main Char 
Solo 


BONUSES 
[Gauge] Prize Lv | 


Destroy this symbol in one attack, so 
you can throw Prinnies to unlock the stage. 


This Geo Symbol can: move around. 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num. | Amt Type Name 
150,374 Staff [Chief's Staff] 
130 Galaxy Skull x4 | 64,957 Orb [Lunar Orb] 
130 
121,926 Gun [Peace Maker] 
130 Hitman x4 | 52,668 Glasses [Nightvision] 
130 
121,926 Bow [Beast Killer] 
130 Now Master x4 | 52,668 Glasses [Nightvision] 
130 
152434 
Symbol 502,503 
1000 No Entry Panel x1 1,000 
Moves Self 
152,434 Exp 
1000 No Entry Symbol xl |502,503 Hell 
Panel 1,000 _ Mana 
152434 Exp 
1000 Invincibility Symbol x1 [502,503 Hell 
Panel 1,000 Mana 
DARK SUN DATA LVL: 4 DIFFICULTY: *4 


Alleffects except for Game Over are randomly determined 


Í Solo 

Melee: A good sword user is best here because of their ranged skills. The Kunoichi 
works well, since she can put enemies to sleep. 

Ranged: Use a Healer here, as some of the enemies like using elemental attacks. If 
you have a range-improved bow from the Item World, it'll make it easier to get to 
those hard-to-reach enemies. { 


Magic: As with most solo trips using magic users, the Geo Master is the best choice. 
Attacking enemies from eight panels away or further will not alert any of the 


‚enemies. 


Main Characters Only 
This isn't much different from using a full generic army, ‘but with no healing, things 
get a little bit tricky. If you have Flonne in your ranks then it’s no big deal, but if you 
don’t, bring in some powerful heating items to compensate. Tink's Sonic Roll is excel- 
lent for moving through the No Entry barriers. 


Destroy all Geo Panels 
on Episode 7-2 
Drawn In: Automatically drawn 
in once the unlock requirement 
is met. 


Clearing this map actually 
requires no power at all. 
There’s a Level 1000 Wood 
Golem trapped in its spot, 
which you don’t want to 
release, There’s also a Prinny 
trapped inside a small patch 
of aqua panels. 

The two Geo Symbols of 
Clone and Enemy Combine 
are the keys. Stick those on 
the aqua panels outside the 
Prinny’s prison and let it mul- 
tiply and combine. The idea 
here ís to raise the Prinny’s 
level so high that you can defeat 
the Wood Golem by throwing the 
Prinny at it. 

The Wood Golem, at its standard level, has around 100,000 HP, so you’ll 
need the Prinny to be at least Level 6400 for the explosion to kill the Wood 
Golem in one shot. Once there are two Level 3200 Prinnies in the prison, 
destroy the Clone symbol and end the turn so that only one Level 6400 Prinny 
is remaining. 


-Rewards- 
Exp 1,646,354 | 3,314,548 | 4,983,080 | 6,651,641 8,320,198 
HL 5,110,042 20,591,092 3,502,869 34,741,719 43,408,296 
Mana 1,200 2,420 3,640 4,860 6,080 
-Stats- bil 
Full Army 13,000 25,000 40,00 50,000 65,000 wi 
Main Char 17,000 35,000 57,000 65,000 85,000 zl 
28,000 350,000 450,000 ‘8 


Turn all Geo Panels red before destroying When the Prituty's HP is more than 


the Null Symbol to unlock the stage. twice the Golenv’s, you can bomb him. 


BONLISES 


REWARDS 


Num.|_Amt 
122,068 Exp 
200 Cpt. Prinny xl | 82012 Hell 
200 Mana 
1,524,286 Exp 
1000 Green Giant x1 |5,025,030 Hell 
1000 Mana 
23,094 _ Exp 
150 Invincibility Symbol x1 11,628 Hell 
Panel 150 Mana 
73,094 _ Exp 
150 No Entry Symbol xt | 11,628 Hell 
Panel 150 Mana 
23,094 _ Exp 
150 No Entry Symbol x1 11,628 Hell 
Panel 150 __Mana 
23,04 Exp 
150 No Lifting Symbol x1 11,628 _ Hell 
Panel 150 Mana 
23,094 _ Exp 
150 Invincibility Symbol x1 | 11,628 Hell 
Panel 150 Mana 
23,094 _ Exp 
150 Fusion Symbol x1 11,628 Hell 
150 Mana 
2,094 Exp 
150 Clone Symbol x1 11,628 Hell 


DARK SLIN DATA 


LVL: 1 


DIFFICULTY; *1 


Turn 1-Nothing 
Turn 2-Nothing 
Turn 3-Nothing 
Turn 4-Nothing 
Turn 5-Nothing 


Turn 6-Nothing 
Turn 7-Nothing 
Turn 8-Nothing 
Turn 9-Nothing 
Turn 10-Game Over 


(a Dee World Walkthrough B’) 
WeDorttiNeedsNoyStinking Army! 


Solo 

Melee: Someone with a lot of movement points, such as a Ninja, is needed here. One 
trick in getting to throw the Prinny on time is to destroy the green No Entry symbol 
from the opposite platform with Dimension Slash. Now move onto the red panel 
where you’ll be invincible. 

Ranged: Use a Gunner for their reasonable movement and throwing ranges. He’ ll 
need a movement of at least seven. Put the Clone symbol into position first so 
you're not wasting a turn. 


Magic: You'll want to seriously increase the movement rating of a magic user for 
them to be effective here. Outfitting a Geo Master with three Falcon Shoes is a 
good plan. If there is more than one Prinny in the prison and you are short on time, 
throw the red symbol onto the aqua panels and move to them after you throw 


Main Characters Only 
Rozalin is useless here because she can only throw a distance of three panels, so it's 
all up to Adell, Yukimaru, and Etna to get the job done. Of course if you're strong 
enough to take apart the Wood Golem in a few hits, you don't need to worry about 
using the Prinny as a bomb. 


+ Clear Episode 7-3 without 
taking any damage 
Drawn In: Decide to enter or not 
after the stage is cleared, 


This stage gives you two 
very different options. One 
is the rather boring way, of 
simply defeating that lone 
Majin here by ganging up 
on it. The other is to get 
that Stage Clear symbol 
from the opposite end of 
the map to sit on the Geo 
Panel right behind the Base 
and move someone next to it 
to win. The latter is a little 
more difficult; you'll need 
to hang around for two 
turns in order to pass the 
symbol back along the line of 
throwing characters, which means somebody 
has to survive an attack from the 
Majin. If the HP of the character standing closest to the Majin is 
about 50% higher than the Majin’s ATK stat, you should be fine. 


BONUSES 


-Rewards- 
Exp 761,761 1,539,541 2,317,381 3,095,231 3,873,081 
HL 1,262,530 | 5,125,780 | 11,590,030 | 20,655,280 | 32,321,530 
Mana 500 1,010 1,520 2,030 2,540 
-Stats- 

Full Army 10,000 20,000 30,000 40,000 50,000 
Main Char 13,000 27,000 42,000 52,000 65,000 
Solo 22,000 45,000 65,000 100,000 140,000 


31027 rarr 
geumraar 


This guy wont even move if you 
attack from that far away. 


You can also win by bringing 
Stage Clear symbol hore. 


R R RD OUIPMI 
Lvl Class Tag Num.| Amt Gain Type Name 
Death 761,761 Ep Sword [Rasetsu] 

500 x1 |1,262,530 Hell Shoe [Falcon Shoes] 
Avenger 500 Mana 
8,895 Exp 
70 Stage Clear Symbol xl 2,628 Hell 
70 Mana 

DARK SUN DATA LVL: 2 DIFFICULTY: *2 


Targets random allies on the field with negative effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- HP Damage, SP Damage, Poison, Sleep, Paralyze, Amnesia, Deprave, Curse 


eeddsNojStinking Army! 


Solo 

Melee: It’s not likely that you'll be able to get the Stage Clear symbol back across 
the map yourself, so you may as well hack away at the Majin with your strongest 
character. 

Kanged: Aneat trick here ís improving the range of a gun by two panels so that it 

‚__can hit things from seven panels away. At that distance you can use normal attacks 
and hit the Majin from halfway across the map while it just sits there. 

Magic: As long as you stay on the other side of the gap separating the Base Panel 
from the central area, you're free to attack the Majin as you please and he won't 
budge. 


Mair Characters Only 
You probably won’t have enough characters to reach the Stage Clear symbol, so you'll 
just have to move in, gang up on the Majin and defeat him. You might want to use 
Taro or Hanako to get rid of that pesky Dark Sun while you're at it. % 


PD arkyVorlde 55 


FinalsBattle 


Unlock: Throw an enemy to a charac- 
ter that is already holding one up on 


Episode 7-4 
Drawn In: Automatically drawn in 
once the unlock requirement is met. 


Pins 


Only high-DEF characters 
need apply. This stage is very 
similar to the normal version 
in its layout, but there’s one 
big twist. The Archers and 
Gunners on those unreach- 

able catwalks have Enemy 
Boost X3 and Enemy Level 
Up 10% effects on them. 

To get through here with 
ease, you need to get rid of 
both those effects, and that 

requires that a character 

have a ranged weapon im- 
proved to hit something from 

six panels away. Tower throw the 

character with its range-improved weapon and 
destroy the Enemy Boost x3 symbol on the first 
turn, and have other characters assist by doing whatever damage they can to 
the long-range enemies. The Armor Knights will stand still and won’t attack 
as long as you're more than two panels away. On the second turn you'll need 
to destroy the Level Up 10% symbol, and with both symbols gone you can now 
really push the offensive and clear the map. Just be sure to defeat the Majin 
here before you defeat all the other enemies. 


Ep 2,584,470 | 5,270,551 7,996,550 | 10,724,439 | 13,452,746 
HL 1,229,573 | 5,176,748 | 11,844,823 | 21,233,798 | 33,343,673 
Mana 2,120 4,390 6,560 8,230 11,200 
Full Army 2,500 4,000 5,500 7,500 10,000 
Main Char 3,000 5,500 8,000 9,800 13,000 
Solo 20,000 25,000 30,000 40,000 55,00 


EE 


1/0 


Length 4 panels) 
EN 


Inerease the attack range of a gun to 
destroy that Enemy Boost symbol. 


Throw an Armor Knight into one that's 
afready been lifted to unlock the stage. 


151,699 Exp Gun [lon Blaster] 
140 Bullseye x4 [71,071 Hell Armor [Battle Armor] 
140__ Mana 
: 151,699 Bp Bow [Heavenly Bow] 
140 Cupid x4 [71,071 Hell Armor [Spirit Mantle] 
140 Mana 
195,040 Exp Spear [Bloody Cross] 
140 Zang x2 |S1,377 Hell Armor [Round Shield] 
aish 140 Mana 
195,040 Exp Spear [Bloody Cross] 
En he x2 | 91,377 Hell Armor [Tower Shield] 
nig 140__Mana 
160,367 Exp Staff [Demon Staff] 
140 Galaxy Mage xt | 75,132 Hell Orb [Holy Orb] 
140 Mana 
160,367 Exp Staff [Demon Staff] 
140 Galaxy Skull x1 | 75,132 Hell Orb [Hoty Orb] 
140__ Mana 
; 269,984 Exp Fist [Cross Counter] 
160 _Violater xl |145,233 Hell Armor [Battle Armor] 
140 __Mana Muscle [World Muscle] 
18,529 Bo 
too Enemy Boost symbol 1 | 5253 Hell 
8 Panel 100__ Mana 
18,529 Bo 
100 en Up symbol 1 | 5,253 Hell 
Panel 100 Mana 
18,529 _ Exp 
100 No Entry Symbol x1 5,253 Hell 
Panel 100 Mana 


DARK SUN DATA DIFFICULTY: *4 


Melee: Good luck can be part of a successful battle, and you'll need it here to avoid 
the Archers and Gunners’ incredibly powerful attacks. Use an evasive Ninja and 
make a beeline for that No Entry symbol. Destroy it so that you can reach the 
Enemy Boost x3 symbol. 

Ranged: A Good character to use here is the Holy Dragon. It’s immune to many of 
the non-elemental attacks that the Gunners and Archers may use, and it can move 
over enemies. That's a necessity to reach the No Entry symbol quickly. Outfit the 
Holy Dragon with movement-improved shoes, an orb and some armor for durability. 


Magic: This is not a fun map for magic users because they're slow and will be cut 
to ribbons with physical attacks. About the only thing you can do is to pelt enemies 
from far away so that they don’t attack you, and be strong enough to endure the 
Geo Effects. 


Main Characters Only 
Rozalin will be vital in destroying the Geo Symbols. Tower throw her from the Base 
Panel and she’ll be in position to destroy the Enemy Boost symbol on the first turn, 
as long as she’s packing a range-improved gun. From there the battle plays out like 
normal. 


rawn In; Automatically drawn 
the unlock requirement 


This can be a troublesome map to 
deal with. It has been divided into 
four zones, and the only way to 
move around these zones is to use 
Warp Panels. Unfortunately, you can 
only have one character standing on 
them. This makes 
using a full army 
relatively difficult 
to use, but there 
are a few tricks. 
Since you can 
only have one 
character on those 
warp panels at a 
time, it also means 
that if someone is holding up 
a tower, the whole tower will warp as well. That means you can warp to an 
area, throw all the characters down, and on the next turn slaughter the two 
enemies in that area. Another option is to have a really powerful magic user 
sit on the Base Panel, where it’s not affected by the No Range Attacks effect, 
and be perfectly safe as he bombards the monsters with spells. When your 
characters reach the Dragons, destroy the No Range Attacks symbol to make it 
easier to attack them from around the Base Panel. 


Exp 1,103,250 2,251,864 | 3,416,068 | 4,581,040 5,746,186 
HL 416,808 2,242,788 5,130,488 | 9,196,188 | 14,439,888 
860 1,780 2,700 3,620 4,540 


Full Army 
Main Char 3,500 
Solo 


13,00 
27,000 


Destroy a No Lifting symbolto place 
rent color. 


Mafe a tower to warp all those 


characters to one location. 


TARGET LIST EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type. Name 
160,367 Exp | Monster Wpn [Chimera DNA] 
140 _ Foolfool X2 |75,132 Hell Glasses [Nightvision] 
140 __Mana 
160,367 Exp | Monster Wpn [The Fallen] 
140 _ Charybdis x2 [75,32 Hell Orb [Royal Orb] 
140 Mana 
230,891 Monster Wpn [Dragon Anger] 
150 _ Tiamat x2 |116,280 Hell Armor [Fullplate] 
150 _Mana 
19,66 Ep 
125 No Entry Symbol x1 8,128 Hell 
Panel 125 Mana 
19,696 _ Exp 
125 Invincibility Symbol x1 8,128 Hell 
Panel 125 _Mana 
19,65 _ bp 
125 Warp Symbol Xi 8,128 Hell 
Panel 125 Mana 
19,696 _ Exp 
125 Warp Symbol al 8,128 Hell 
Plaat 125 __Mana 
19,696 _ Exp 
125 _ Warp Symbol xt | 8128 Hell 
Panel 125 Mana 
19,66 _ Bp 
125 _ Warp Symbol _ xt | 8,128 Hell 
Panel 125 __Mana 
19,6% Exp 
125 None symbol xi | 8128 Hell 
BE Panel 125 _Mana 
DARK SUN DATA LVL: 6 DIFFICULTY: +10 


All effects except for Game Over are randomly determined 


Solo 
Melee: Since you'll only be fighting two enemies at any one time, a Wood Golem that 
has a lot of HP is the perfect choice to survive this map. After an enemy group is 

defeated, he can sit around and regenerate all of his HP before moving on. 
Ranged: A Thief is best here for their high SPD stat. When you get to the Dragons, 
destroy the No Ranged Attacks symbol from maximum range, then warp your way 
back to the Base Panel and attack them safely from there. 
‚Magic: Magic users can have a lot of fun by just standing on the Base Panel and at- 
tacking any enemy, as long as they have a spell range of at least seven. Use either 
Wind or Star magic. 


Main Characters Only 
This isn't too different from fighting with an army, but you'll be limited because Tink, 
Taro, and Hanako can't lift. Those characters will be lagging behind a bit. If the Dark 
Sun schedule isn't looking good, use them to destroy it. 


Unlock: Defeat the Geo Panel Monster 
on Episode 8-3 

Drawn In: Automatically drawn in 
once the unlock requirement is met. 


This is one of the most deadly ambush-oriented maps 
in the game, and the only way to get through it is by 
throwing a tower of characters to the other side of the 
map, picking up the Stage Clear symbol, and then pass- 
ing it back along the line of characters standing in the 
middle of the map. It sounds easy to do, but it’s not. 
Even with the one turn the Kunoichi get, they could 
stack up multiple status ailments and severely damage 
your characters in the process. 
At the very least, all the characters you’ll need in 

thís operation should have some Coffee Makers so 

that the Sleep status doesn’t hamper their ability 

to throw. All your active characters must also have 

a high DEF stat to endure any possible attacks. With 

those two requirements met, you can retrieve the 
Stage Clear symbol with a minimum amount of fuss. 
Place it on the Aqua panel and move a character next 
to it to clear the stage. 

To get rid of the Kunocihi’s Invincibility effect, use 

the fist skill King of Beasts to destroy the Stage Clear 
symbol so that it’s knocked onto the blue panels. 


Ep 1,040,232 | 2,120,304 | 3,217,368 | 4315224 | 5,413,248 

HL 487,344 2,053,344 | 4,699,344 | 8,425,344 | 13,231,344 

Mana 1,120 2,320 3,520 4,720 5,920 
-Stats- 

Full Army 1,700 3,000 4,200 5,500 6,500 

Main Char 2,200 4,200 6,400 7,200 8,500 

Solo 5,000 


9,000 13,500 17,000 22,000 


This is the symbol you need to destroy 
to unlock the stage. 


Pass this symbol down a line of 
characters to the aqua panels. 


BONUSES 


TARGET LIST REWARDS UIPMENT 
Lv Class Tag Num.| Amt | Gain Type Name 

130,029 Exp Bow [Soul Eater] 
140 _Tsukikage x8 | 60,918 Hell 
140 Mana 
0,990 Ep 
135 Attack +1 Symbol x1 9,453 Hell 
Panel 135 Mana 
20,990 _ Exp 
135 Invincibility Symbol x1 9,453 Hell 
Panel 135 __Mana 
20,990 bp 
135 Invincibility Symbol x1 9,453 Hell 
Panel 135 Mana 
20,990 Exp 
135 No Entry Symbol x1 9,453 Hell 
Panel 135 _Mana 
20,990 Ep 
135 No Lifting Symbol xl | 9,453 Hell 
Panel 135 _Mana 
20,990 Exo 
135 Stage Clear Symbol x1 9,453 Hell 
135 Mana 

DARK SLIN DATA LVL: 5 DIEFICULTY: *5 


Alleffects except for Game Over are randomly determined 


Melee: You'll need a highly evasive Ninja here with good status defense in order to 
reach the Stage Clear symbol. Once you've gotten to the symbol you'll have to 
repeatedly throw it towards the aqua panels. 

Ranged: A Gunner is needed here because it has the best throwing ability of all the 
generic ranged characters. He'll need to have boosted movement, good status de- 
fense against all ailments except Amnesia, high SPD, and quite a number of healing 
items just in case. 

Magic: A Geo Master is the best available option because it has the best movement 
rate of all the magic users. Since he can only throw three panels at most, you're 
going to be eating a lot of attacks. Prepare for it with a high DEF and status defense 
against all ailments. You may have to heal from time to time. 


Main Cftaracters Only 
We recommend you get Flonne before taking this map on, as you'll need one ad- 
ditional throwing character in addition to the four you usually end up with. Make sure 
your characters have good status defense vs. Paralyze and Sleep and you should be set 
to pass the symbol down this murderous hallway. 


/ 


Unlock: Clear Episode 8-4 without 
using the “Special” command. 


In: Decide to enter or not 
after the stage is cleared. Character 
positions are also carried over. 


Unlike the last stage, this one is dead easy. All 
you need to do is gang up on this lone Marionette 
and defeat it. There are a bunch of Level 1 
Zombie Dragons in the back, but since nearly the 
entire battlefield has the Geo Effect of Disperse 
Damage, it means that all the damage inflicted 
upon the Marionette is divided up and trans- 
ferred over to those hapless Zombie Dragons. 

On top of the Disperse Damage effect there 
are also ATK +100% and DEF -100% effects to 
help bring the pain. Use the strongest attacks 
you’ve got, and you can easily clear this map in 
just one turn. 


Exp 533,369 1,083,188 | 1,647,710 | 2,235,621 | 2,855,473 

HL 884,059 3,593,716 | 8,130,571 | 14,494,660 | 22,685,983 

Mana 509 1,118 1,27 2.336 2,45 
-Stats- 

Full Army 5,000 9,500 13,000 19,00 25,000 

Main Char 6,000 13,000 19,000 25,000 33,000 

Solo 11,000 23,000 35,000 50,000 67,000 


€Gadn Hand 
HAngal's 
Dos 
Exodus 


TVs no problem to avoid using the 
Special corumand to unlock the stage. 


Defeating the Marionette is all 
you need to worry about. 


BONUSES 


En 


Exp 

immer | 36 Hell 
Drgaon 1 Kana 
533,234 Exp 

500 Mad Jester x1 |883,771 Hell 
500 Mana 

30 ATK +50% Symbol x2 528 Hell 
Panel 30 Mana 


30 DEF-50% _ Symbol x2 | 528 Hell 
Panel 30 Mana 
f 0 Ep 
zo PEPE symbol xl | 528 Hel 
amABE Panel 30__Mana 
[DARK SUN DATA VL: 6 DIFFICULTY: +10 


Turn 1-Enemy Units Revived 
Turn 2-Enemy Units Revived 
Turn 3-Enemy Units Revived 
Turn 4-Enemy Units Revived 
Turn 5-Enemy Units Revived 


“Turn 6-Enemy Units Revived 
Turn 7-Enemy Units Revived 
Turn 8-Enemy Units Revived 
“Turn 9-Enemy Units Revived 
Turn 10-Enemy Units Revived 


Melee: This is one map where you can go for broke and equip a Weight to a Samurai. 
Although it's not entirely reliable, the Samurai’s tendency to instantly kill a target 
in one hit when he's low on HP can be kind of fun to play around with. 

Ranged: Check the elemental weakness on the Marionette. If Fire is at -50%, use 
a Gunner as they have very powerful fire elemental skills. If Ice is at -50% use an 
Archer’s Poison Blast skill. If Wind is at -50% use a Mystic Beast's wind-based skill. 

Magic: To be able to defeat the Marionette in one turn, you'll need to hit its el- 
emental weak point. Depending on the weakness, bring out the appropriate magic 
user and blast the Marionette with that element. 


Main Cfiaracters Only 
Much as when you're fighting with a full army, bring out all the main characters and 
just have a blast with the Marionette. It’s not like you're in any danger of dying, un- 
less you're drastically underpowered, 


\e SEO En Eh 


pDarkyvworldse st: 


Unlock: Clear Episode 8-5 without tak- 
ing any damage. 

Drawn In: Decide to enter or not 
after the stage is cleared, Character 
positions are also carried over. 


All the enemies 
here are arranged 
in a single three- 
by-three area, 
which makes 
it very easy to 
defeat all of them 
quickly. Bring out 
all your characters 
that have three-by- 
three area effect 
skills such as Sword 
and Fist users, Orcs, magic users, and Wood Golems. Stay at least eight panels 
away before you move in for the kill, as you don’t want 
to accidentally draw enemies out of that formation. When BONUSES 
all your characters are in position, let loose with all those 
attacks and the enemies won’t know what hit them. 


1,253,668 
550,682 
1,100 


2,513,800 [| 3,816,827 | 5,121,294 
2,325,932 | 5,327,462 | 9,555,272 
2,370 3,600 4,830 


6,426,053 
15,009,362 
6,060 


Full Army 
Main Char 3,800 
Solo 10,000 


21,000 
50,000 


Sorau oaMAGEND 


All those enemies are nicely arranged… to be destroyed. 


TARGET LIST REWARDS EQUIPMENT 
K Class Tag Num.| Amt | Gain Type Name 
122,319 Exp Spear [Valkyrie Spear] 
120 Beast Queen x8 | 48,019 Hell 
120 Mana 
275,116 Exp | Monster Wpn [Dark Aura] 
180 _Adnachiel xl [166,530 Hell Belt [Aura Belt] 
140 __Mana 
DARK SLIN DATA LVL: 2 DIFFICULTY: *2 


All effects except for Game Over are randomly determined 


WeDor/tiNeedsNo)Stinking Army! 


Solo 

Melee: A Sword user's Winged Slayer is ideal here. It’s a better choice than a Fist 
user's Big Bang skill because it doesn't have an elemental property attached to it. 
If you're going to use a Sword user here, use a Kunoichi in case you need to put 
enemies to sleep. 

Ranged: An Orc is especially potent because they have a ranged three-by-three 
attack, even though they're typically an ordinary melee attacker. Power the Orc up 
enough so that it can defeat all these enemies in a single blow. 


Magic: This is a piece of cake for magic users here, especially Geo Masters or Star 
Skulls. The all-purpose Star element is the only way to go for attacking numerous 
enemies at a time. Having some survive due to elemental resistance is always a 
bother. 


Main Characters Only ; 
Yukimaru and Adell will be the most useful characters here because they're Sword and 
‚Fist specialists respectively. Use Hanako and Rozalin to increase Yukimaru’s and Adell’s 
|attack power and let loose with them both when they’re ready. fj 


Unlock: Build the Bonus Gauge up to 
Level 4. 
j Drawn In: Decide to enter or not 
after the stage is cleared. 


This is not good; you’re 
surrounded on all sides 

by Winged Warriors, and 

the red panels surround- 

ing the Base Panel in the 
middle of the map contain 
the effects Game Over, 

Invincibility, and No Lifting. 

The worst part is that when 

those enemies move on the 

first turn, they’ll stop on the red 
panels and there’s nothing you can do to 
blockade them. 

In order to clear this map, you’re going to 
have to get rid of that Game Over effect. To 
get rid of it, you must defeat the Winged Warrior positioned directly in front 
of the Game Over symbol. Next, bring in a Fist user who has the Rising Dragon 
skill, and use that to knock the Geo Symbol off the panel. With the Game 
Over effect gone, bring out the rest of your characters and position them on 
the red panels where the surrounding enemies are scheduled to be. You can 
check this by looking at their movement radii. On the next turn you'll have to 
be quick about defeating the remaining enemies, because the Dark Sun will 
revive them every third turn. You could, of course, always expend a character 
or two to destroy the Dark Sun. 


-Rewards- 


1,386,970 
649,790 
1,400 


2,827,060 | 4,289,820 | 5,753,620 
2,737,790 | 6,265,790 | 11,233,790 
2,900 4,400 5,900 


Exp 7,217,660 
17,641,790 


7,400 


Full Army 
Main Char 70,000 


70,000 


VENI 


ITN 


If ttonus Gauge Boost 


Pass the Bonus Gauge Boost proposal 
to easily unlock the stage. 


Defeat this spy that's blocking the 
way to the Game Over symbol. 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.) Amt | Gain Type Name 

138,697 Exp | Monster Wpn [Chimera DNA] 
140 Spy xi0 | 64,979 Hell 
140 Mana 
930 Exp 
30 No Lifting Symbol xl 528 Hell 
Panel 30 Mana 
930 Exp 
30 Invincibility Symbol xl 528 Hell 
Panel 30 Mana 
930 Exp 
30 Game Over Symbol x1 528 Hell 
Panel 30 Mana 

DARK SUN DATA LVL: 5 DIFFICULTY: *5 


Turn 1-Nothing 
Turn 2-Nothing 


Turn 4-Nothing 
Turn 5-Nothing 


Turn 6-Enemy Units Revived 


Turn 3-Enemy Units Revived 


Turn 7-Nothing 

Turn 8-Nothing 

Turn 9-Enemy Units Revived 
Turn 10-Nothing 

Turn 11-Nothing 

Turn 12-Enemy Units Revived 


VP COT rD on 


WeDortNeedsNoyStinking Army! 


It would be great if this map could be EK with just one character, but it can't. 
There's no way to get rid of the Game Over effect in a single turn without at least a 
few characters helping, and on top of that, it’s also next to impossible to defeat all 


ten enemies within three turns before they all get revived. 
You'll need three charactesr to clear this stage, bare minimum. You'll need one 
to kill that Moth in one hit, and you'll need two to move the Game Over symbol, as 
you need some throwing assistance to reach it, and you'll need one or more of those 
characters to destroy the Dark Sun. 
With just two characters left, you can return most of them to the base panel, while 
one goes back to the red panels and uses the Invincibility effect to its advantage. It 
takes a while, but there's no easier way of clearing the stage with so few characters. 


Main Characters Only 
Adell will be crucial in getting rid of the Game Over effect, and Rozalin will be useful 
to get that Winged Warrior out of the way. This means that Etna will have to throw 
Adell, because Yukimaru and the rest of the characters will be needed to preemp- 
tively attack some of the enemies. If you can't clear the map within three turns, use 
‚either Taro or Hanako to get rid of the Dark Sun. 


Throw an enemy to a charac- 
ter that is already holding one up on 


The only reasonably difficult thing 
about this map is the red carpet of 
Geo Panels, which have an Enemy 
Boost x3 effect. The symbol for 

it is at the far end of the map 
behind the lead Orc, so once 

that’s destroyed this map becomes 
relatively easy to clear. 

The only other thing that might 
mess up your attack plans is that 
the Dark Sun will turn one human 
character at random into an Orc. 
The attack abilities of an Orc might 
prove quite useful for melee char- 
acters, but for ranged characters 
it can be a pain. In any event, it’s best to 
take this map slowly; if you move too far 
too fast, you’ll just be swamped with Orcs, most of which will be using that 
nasty three-by-three area effect skill of theirs. 


-Rewards- 

Bp 1,307,229 2,655,375 | 4,030,164 | 5,406,093 | 6,782,278 

HL 598,243 2,523,163 5,776,483 | 10,358,203 | 16,268,323 

Mana 1,220 2,530 3,840 5,150 6,460 

Full Army 2,800 5,200 7,500 9,500 11,000 

Main Char 3,500 7,000 10,000 13,000 15,000 @ 

Solo 5,800 12,000 17,000 24,000 30,00 vl 
el 


geerkoer vanae 
Kemona Le 


Blast the Orcs with magie from 
as far away as possible. 


Tower-fuse two zombies together 
to unlock the stage. 


EQUIPMENT 


Type 


Name 


130 Orc Master 


x6 


Monster Wpn 
Armor 


[Mad Parasite] 
[Knight Shield] 


130 ___Mana 
160,367 Exp | Monster Wpn [Dark Aura] 
140 _ Ore King x2 |75,132 Hell Armor [Dandy Gown] 


206,171 Exp [ Monster Wpn [Demon Cry] 
160 Shadow Orc x1 [110,905 Hell Armor [Fuliplate] 
160__Mana 
17,924 Exp 
vo EremyBoost symbol xl | 4278 Hell 
Panel 90 Mana 
DARK SLIN DATA LVL: 3 DIFFICULTY: *3 


Turn 1-Change — 1 Ally 
Turn 2-Change — 1 Ally 
Turn 3-Change — 1 Ally 
Turn 4-Change — 1 Ally 
Turn 5-Change — 1 Ally 


Turn 6-Change — 1 Ally 
Turn 7-Change — 1 Ally 
Turn 8-Change — 1 Ally 
Turn 9-Change — 1 Ally 


Turn 10-Change — 1 Ally 


Change Rule: Random male or female human turns into Petite Orc 


Solo 

Melee: It’s best to use a highly evasive Ninja here so that he can quickly destroy the 
Enemy Boost symbol. Even though he'll be turned into an Orc the evasive traits of 
the Ninja will remain. 

Ranged: A Holy Dragon can be especially potent here as it is immune to all the skills 
at the Orcs’ disposal. Since it can also heal itself, it is virtually invincible provided 
you get rid of that bothersome Geo Symbol beforehand. 


Magic: Amagic user isn’t really the greatest kind of character to use here. Their low 
defense and low HP make them easy pickings for the Orcs. However, if you can stay 
away from the red panels and hit the Orcs from nine panels away they won’t even 
bother you. 


Main Characters Only 
lt isn't much different than fighting with an army of generic characters; in fact, it’s 
pretty much identical except you'll be fighting with slightly fewer characters. With 
that in mind, you can just have a free-for-all on this map with all the Orcs. Remember 
to have a bunch of healing items on hand if Flonne hasn't been recruited. 


Unlock: Move à character to the high- 
est point (64dm Episode 9-1 

Drawn In: Automatically drawn in 

once the unlock requirement is met. 


This map looks really ugly when 
you first set eyes on it. Most of 
the map’s streets are covered in 
red panels that have a pretty 
nasty Ally Damage 100% effect 
on them. The rest of the map is 
covered în yellow panels that 
have a Silence effect. And just 
for that little extra something, 
the Base Panel will be destroyed 
on the second turn courtesy of the 
Dark Sun. You're really going to have 
to do something about that Ally 
Damage effect, and fortunately all 
five Geo Symbols generating the effect 
are nicely lined up at the other end of the map. 
You’re going to need two characters to get rid of all five Geo Symbols on the 
first turn, and thankfully creating two towers to throw those characters to 
them is feasible. Make sure before you start, that you know which symbols 
that will be destroyed by which character so that you don’t botch it and take 
unnecessary damage, Once the red panels are cleared there’s just over half a 
dozen Gunners for you to deal with, and they aren’t all that hard to beat. 


Exp 1,061,893 | 2,164470 | 3,284,386 | 4,405,114 | 5,526,017 
HL 497,497 2,096,122 | 4,797,247 | 8,600,872 | 13,506,997 
Mana 980 2,030 3.080 4,130 5,180 
Full Army. 2,800 4,700 6,500 7,500 9,000 
Main Char 3,500 6,500 8,500 9,800 12,000 
Solo 5,800 1,000 15,000 19,000 24,000 


unlock the stage. 


Get a Nirtja to this panel to 


Throw this symbol onto the red panels 
and destroy it to make things easy. 


QLUIPMENT 
Num. Tvpe N 
151,699 Exp Gun [Crisis] 
140 Bullseye x7 [71,071 Hell Glasses [Nightvision] 
140 Mana 
15,269 Ep 
ss Al Danse Symbol _x5 | 3,828 Hell 
E Panel 85 Mana 
15,269 Exp 
85 Silence Hat xt | 3,828 Hell 
Aret 85__Mana 
DARK SLIN DATA LVL: 5 DIEFICULTY: *5 


Turn 1-Nothing 
‘Turn 2-Crush Base Panel 
Turn 3-Nothing 
Turn 4-Nothing 
Turn 5-Nothing 


Turn 6-Nothing 
Turn 7-Nothing 
Turn 8-Nothing 
Turn 9-Nothing 
Turn 10-Nothing 


Solo 
Melee: You'll absolutely need a Wood Golem here for its self-regenerative capabili- 
ties. On top of this, he'll need some good footwear to increase his rather abysmal 
movement radius to at least eight. Walk the twisted path through the yellow panels 
to reach the red symbols and destroy them. 


Ranged: A Healer is needed here for her recovery abilities. Her movement will need 
to be improved by footwear so that she can move 8 panels in one turn. She can use 
her bow from one of the houses to destroy two red symbols, and then use Omega 
Comet to destroy the remaining three. 

Magic: Like all solo attempts for this map, a character needs to have a movement of 

‚__at least eight. The Geo Master makes this easier, as he has a starting movement of 
four and knows healing spells. Equip him with some good shoes. He'll need to take 
a different route, as he has to throw the yellow symbol onto the red panels and 
destroy it, creating a Geo Chain. 


Main Characters Only 
Since you’ll only have enough characters to get just one of them down to the bottom 
Lof the street, get Rozalin to that yellow symbol and throw it down onto the red pan- 
\els. Then on the next turn destroy the yellow symbol to create a Geo Chain to destroy. 
lat of the symbols. 


_ 
@ Dark World En) 


This stage is more of a 

bonus stage than anything 
else. There are only two 
Thieves here, and they’re 
standing next to two groups 
of Chests on either side of the 
map. What makes things even 
easier is that there are 

rows of Invincibility panels 

all over this map for you 

to use, It’s pretty much 
impossible to lose here. 

The Dark Sun will swap 
between targeting males 

and females with Paralyze 
and Sleep every turn, which 
can make progressing through here rather slow, but that won’t be an issue if 
you destroy the Dark Sun beforehand. To collect the loot you'll need to reach 
the Thieves before they attack on the first turn, and destroy the chests to 
collect their goodies at the same time. So you’ ll need to create two towers of 
characters, and throw them across. Remember though that the red panels also 
have a No Lifting effect on them as well, so you'll be slightly restricted on the 
starting distance of the tower- throw. 


-Rewards- 
Exp 323,250 661,050 1,002,426 1,343,998 | 1,685,618 
HL 167,792 683,592 1,562,792 | 2,800,392 | 4,396,392 
Mana 300 640 940 1,260 1,580 


4,500 5,500 7,000 
5,900 7,200 9,100 
11,000 14,000 19,000 


unlock the stage. 


Use multiple target attacks to easily 


je 


The Invincibility panels don’t protect 


against the Dark Sun! 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.} Amt | Gain Type Name 

161,625 Exp Fist [Poison Hand] 
150 Trickster x2 [81,3% Hell 
150 ___Mana 
3,551 _ Exp 
50 Treasure Chest x7 | 1,378 Hell 
50 Mana 
3,551 Exp 
50 No Lifting Symbol x1 1,378 Hell 
Panel 50 Mana 
3,551 EXP 
50 Invincibility Symbol x1 1,378 Hell 
Panel 50 Mana 

DARK SLIN DATA EVL: 1 DIFFICULTY: *1 


Turn 1-Sleep — All Gender 
Turn 2-Paralyze — All Gender 
Turn 3-Sleep — All Gender 
Turn 4-Paralyze — All Gender 
Turn 5-Sleep — All Gender 


Turn 6-Paralyze — All Gender 
Turn 7-Sleep — All Gender 
Turn 8-Paralyze — All Gender 
Turn 9-Sleep — All Gender 
Turn 10-Paralyze — All Gender 


Gender Rule: Randomly targets allied Males, Females, or Monsters 


Solo 
Melee: If you don’t care about the Treasure Chests, as the loot you get from it isn't d 
anywhere near as good as the stuff you can get from other stages’ Bonus Gauges, 

then all you need is a Wood Golem to march on through here. 

Ranged: Monsters are the best here, because the Dark Sun won't target them with 
Paralyze or Sleep. So the ideal ranged monster would be the Holy Dragon for its 
recovery skill. 

Magic: Agood magic using monster to use here is the sometimes-useful Succubus. It 
can syphon off HP, and will sometimes put targets to sleep with the Nightmare skill, 


Main Characters Only 
You can't really grab all the loot from the chests here if you wanted to. There's just 
not enough main characters who throw to do it. On the upside you have Tink, Taro, 
and Hanako who are invincible on this map, with Tink being able to cover lots of 
ground fast. 


Af 


ie 


2 DarkiWorlds973: 
N(teredsT'owis 


Don’t bother trying to defeat all the enemies on this map, because the vast major- 
ity of them are goîng to be clones — Clones of your own characters to be precise. 
To make matters more annoying, the exit, denoted by the green Stage Clear 
panels, ís so incredibly far away despite being so close to the Base Panel because 
the No Entry demarkations on this map are impossible to get rid of. Even more 
annoying is that there’s also a No Lifting effect stacked onto the Clone effect, and 
the symbols for these effects are also so far away that it’s impossible to throw a 
character around to reach them. Ultimately you're goïng to need either Adell or a 
Spear user to reach the finish line by using a skill to forcibly move them past the 
Armor Knights who are guarding the green panels. It's best that you use one charac- 
ter that is really strong, and bring out all your weakest characters so that you can 
easily lay waste to their clones by using skills that can propel you în the direction 
you want to move in. Get to the Clone symbol ASAP and destroy it so that you don't 
get bogged down near the end. Once you're through to the green panels, just end 
the turn and victory is yours. 


-Rewards- 
Exp 415,604 849,918 1,288,830 | 1,727,994 | 2,167,220 
HL 209,304 878,904 2,009,304 3,600,504 5,652,504 
Mana 300 1,260 1.580 
Full Army. 2,500 10,000 12,000 
Main Char 3,200 13,000 16,000 
5,200 25,000 32,000 


Get to the Clone symbol and 
destroy it ASAP. 


Use skills that can move a character 
to get behind those Armor Knights, 


Class 
207,802 Exp Spear [Triton Lance] 
150 tanend x2 |104,652 Heil Armor [Fulplate] 
WE 150__ Mana 
17,924 _ Exp 
90 StageClear Symbol xl | 4278 Hell 
Panel 90 Mana 
TA Bp 
90 NoEnty Symbol xl | 4278 Hell 
Panel 90 Mana 
17,924 Exp 
90 Invincibility Symbol x1 4,278 Hell 
Panel 90 Mana 
17,94 Exp 
90 Clone Symbol xt | 4,278 Hell 
Panel 90 Mana 
17,924 _ Exp 
90 Nolifting Symbol xt | 4,278 Hell 
Panel 90 Mana 
DARK SLIN DATA LVL: 3 DIEFICULTY: *3 


Targets random allies on the field with negative effects. 


Randomly chosen effects which are set on a 12 turn cycle. 


- HP Damage, SP Damage, Poison, Sleep, Paralyze, Amnesia, Deprave, Curse 


Ni Eren TES il 
WE ‚NeedsNo}Stinking Army! 
ee 4 
3 Solo 
Melee: Use a highly evasive Ninja here that can really move. You won't be able to hit 


your clone but then neither can the clone hit you. You just need to reach the end, 
and the Ninja's character skills will allow him to do just that. 


Ranged: Use a Dragon, because it's multitude of skills are mostly Fire-elemental Í 
which it’s immune to. You'll definitely want to increase its movement rate to get to 
that Clone symbol and destroy it faster. 

Magic: Use a Geo Master here, because the incredibly high RES it has is the defense 
you need against his clone. Don’t get the RES too high or you won’t be able to de- 
feat any Clones that stand in your way. It can be a bit tricky, but use healing spells 
whenever you need to. 


Main Characters Only 
Either Adell or Etna will have to be the main stage clearers for this stage, due to their 
displacement skills. Since this is essentially a solo run, it might be a good idea to 
stock up on healing items, just in case something goes horribly wrong on the miscal- 
culation front. 


De 


7 DarkaWorld94: 


ock: Move a character to the high- 
est point (84dm) on Episode 9-4 
Im: Automatically drawn in 
once the unlock requirement is met. 


This map is shades of the Dark Sun stage on 
6-1, It's a strong man competition, so if you 
don’t have the strength to do this test in a 
single turn, you will find yourself screwed 
over. More importantly, when you unlock this stage you are 
immediately drawn into it, and that makes this stage one 
of the hardest Dark Sun stages, purely because you won’t 
be expecting this surprise. The trick to this stage is that you 
must lure the Prinny standing in front of you, to that one red 
panel. And also deliver enough damage to this Prinny on that 
panel so that it can kill that other Prinny standing way over 
there at the back of the stage from the Disperse Damage 
effect. Since the Prinny you'll be attacking has a lot less HP 
than the one in the back it means you're going to have to 
deliver damage equal to that stronger Prinny's HP sitting in 
the back. If you're not strong enough, just reset. One other 
surprise in store for you is that there’s a rare chance the Dark Sun may produce a 
Game Over effect, Since the Dark Sun is at Level 8 you'll need to be pretty powerful 
to destroy it should it produce a Game Over effect in the first few turns. To lure that 
Prinny onto 

the Geo Panel you need to stand right in front of it. Use whatever 
you can to increase the damage, by using buffs and building up the 
Combo Counter. 


324,761 629,343 953,770 1,278,534 1,603,362 
175,039 731,014 1,668,289 | 2,986,864 | 4,686,739 | 
300 620 1,260 1,580 $ 


100,000 130,00 170,00 
100,000 130,000 170,000 
100,000 130,000 170,000 


Throw a character here to unlock the stage. You must bre the Prinny to this panel. 


100 Gen. Prinny xl |31,518 Hell 
100 _ Mana 
213,614 Ep 
200 Prinny King x1 |143,521 Hell 
200 __ Mana 
ie 17,94 E 

go Piperse symbol x1 | 4278 Hell 
Damage Panel 90 Mana 
17,94 Exp 
90 _ No Entry Symbol xl | 4278 Hell 
Panel 90 Mana 

DARK SUIN DATA LVL: 8 DIFFICULTY: *50 


Alleffects are randomly determined 


Melee: Because power is the name of the game, a good character to use is an Orc 
with a Weight equipped to increase its attack power by 25%. 

Ranged: Interestingly enough the Aqua Demon is in a class of its own, since it can 
raise its INT by 50% from the Plasma Charge skill, You'll be more than ready to 
deliver the damage needed to win on the next turn after the Prinny is lured when 
you've used that skill, 

‚Magic: Taking advantage of the Prinny’s elemental weakness to increase the damage « 
is a safe bet. So if you've taught a magic user the Magic Knight's anti- and -charge 
spells the damage can be multiplied by an incredible amount. Those spells aren't 
necessary but they do make things that much easier. 


Main Cfiaracters Only 
Taro is goïng to be the point character to deliver the damage, because he, Hanako, 
and Rozalin can buff his attack stat to the max easily. ) 


a 
{ 


S— GN 
Ais En Dek World Walkthrough Jg 


Oh joy, another map filled with 
Game Over effects on the panels. 
Fortunately this ís one of the 
easier ones, even though 

the panels appear in a 
checkerboard fashion all 
over the map. To get rid 

of the Game Over effect 
you’ll need to throw a fist 
user, who has learned Rising 
Dragon, by tower throwing 
him across the map to the 
Game Over symbol and using 
Rising Dragon to knock the 
symbol off its panel. The great 

news out of all this is that now you can just 
simply place your characters on the red panels and they’ll take 
advantage of the Invincibility effect. It’s pretty easy to clear a 
map when you can't lose because you're invincible. 


Exp 1,293,000 | 2,644,200 | 4,009,704 | 5,375,992 | 6,742,472 
HL 651,168 2,734,368 | 6,251,168 | 11,201,568 | 17,585,568 
Mana 1,200 2,480 3,760 5,040 6,320 


Full Army 3,300 5,500 7,000 9,000 11,000 
Main Char 4,200 7,500 9,000 12,000 15,000 
Solo 6,800 13,000 16,000 23,000 30,000 
[DARK SLIN DATA LVL: 7 DIFFICULTY: *30 


All effects except for Game Over are randomly determined 


Destroy the No Entry symbol so you 


cant fuse enemies to unlock the stage. 


You 1ust use Rising Dragon to 
move the Garne Over symbol. 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type Name 
161,625 Exp Gun [Noble Rose] 
150 Bullseye x8 | 81,396 Hell Glasses [Crosshair] 
150__Mana 
1,889 _ Exp 
80 Game Over Symbol x1 3,403 Hell 
Panel 80 Mana 
12,889 _ Exp 
80 Invincibility Symbol xt | 3,403 Hell 
Panel 80 Mana 
12,889 Exp 
80 Nolifting Symbol xt | 3,403 Hell 
Panel 80 Mana 


This map is one of the most difficult ones to solo, because you never know where 


those Gunners are going to move, or if they'll happen to land on a red panel and end 


your game. On top of that, there’s only one way to get rid of the Game Over effect 


and that’s with a fist user who knows Rising Dragon. 


Despite that, a little thing called trial and error for the patient may be on your 
side. If the character has a movement radius of eight, then you can get to that Game 


Over symbol in just two turns. That means you have to hope one of those Gunners 


doesn't stop on a red panel for just one turn. The chance that'll happen is very low if 


you move about randomly, but it can be done. It all depends on where you move. 


Adell is best, because he also has Crimson Flame, which enables him to move 


further in a turn. First, move from the Base 1 panel up, and then 4 to the left. Use 


Crimson Flame to defeat the gunner that’s lured. Now you can move up to Game Over 


symbol eight panels away and use Rising Dragon on the next turn. Congratulations, 
you've just broken the game in half! 


Main Characters Only 


|t’s pretty easy to clear this map with just the main characters. You'll need Adell to 


knock the Game Over symbol off its panel. Everyone else is then free to use the Invin- 
|cibiliey effect to their advantage. 


killing field. 


This stage is virtually covered in 
aqua panels with a Reverse Damage 
effect, which means this is a Healer’s 
only not quite, because 
all the local enemies also have healing 
skills. It’s not like you can goad them 
into counterattacking you, because 
none of them have any. There’s also 
the issue of the Dark Sun damaging 
your characters on every turn; the 
Geo Effects will reverse its healing. 
The best thing you can do is destroy 
the Reverse Damage symbol on the 
first turn by tower-throwing a Healer 
near it, then hitting it with a healing 
spell. This way, the Dark Sun will be on 
your side for this battle. Keep in mind 
that the best types of attacks to deal with 
these monsters are physical skills with elemental properties. 


-Rewards- 
Ep 1,100,791 2,228,368 | 3,383,297 | 4,539,022 5,694,978 
HL 651,168 2,065,784 4,731,434 8,486,084 13,329,734 
Mana 1,200 2,200 3,340 4,480 5,620 
Full Army 1,400 2,600 4,000 5,500 6,500 
Main Char 1,800 3,700 5,000 7,200 8,500 
Solo 3,000 5,500 9,000 14,000 18,000 


COLOR 


unlock the stage. 


TARGET LIST 
Class 


Destroy all the Geo Panels to 


tE 


TOTAL DAMAGE 7 28 


Destroy the Reverse Damage symbol 
with healing magic. 


114,675 
120 Deen x2 |45,018 Hell Orb [Royal Orb] 
ba 120 __ Mana 
121,926 Exp 
130 Haen x1 | 52,668 Hell Orb [Royal Orb] 
canan 130 __Mana 
142,246 Exp 
130 _Hecate x2 [61,446 Hell Orb [Royal Orb] 
140 _Hecate x1 [71,01 Hell Orb [Royal Orb] 
140 _ Photinia xt [71,071 Hell Orb [Royal Orb] 
150 _ Photinia x1 | 81,39 Hell Orb [Holy Orb] 
95 Nolifting Symbol x1 | 4753 Hell 
Panel 95 Mana 
95 Invincibitity Symbol xt | 4753 Hell 
Panel 95 Mana 
Exp 
95 _ No Entry Symbol xi | 4753 Hell 
Panel 95 Mana 


20859 bp 
os Reverse symbol xt [4753 kel 
amass Panel 95 ___Mana 

[DARK SUN DATA VL: 5 DIEFICUITY: 3 


Turn 1-Heal HP — All Allies 
Turn 2-Heal HP — All Allies 
Turn 3-Heal HP — All Allies 
Turn 4-Heal HP — All Allies 
Turn 5-Heal HP — All Allies 
Turn 6-Heal HP — All Allies 


Turn 7-Heal HP — All Allies 
Turn 8-Heal HP — All Alies 
Turn 9-Heal HP — All Allies 
Turn 10-Heal HP — All Allies 
Turn 11-Heal All HP — All Allies 
Turn 12-Heal All HP — All Alies 


WeDort/tiNeedsNojStinking Army! 
(o 


So 

Melee: Get ready for a long haul. Be sure the characters in your base are as strong as 
or stronger than the enemies here, because you're going to lure them near the Base 
Panel and capture every one of them. This also means you'll have to make frequent 
return trips to the base panel for the Dark Sun to heal all the damage it and the 
monsters inflicted on you. 

Ranged: A Healer is, of course, mandatory here. It’s shockingly easy to kill enemies 
in one hit, using Reversed healing spells. The only timiting factor is that her skill 
level with her spells may be a bit low, and thus her range may fall a little short. 


Magic: The Geo Master is the natural choice here because he also has healing spells 
at his disposal. It’s too bad he can’t hit himself with his own Star magic, as he 
would be even better here. Remember to head back to the Base Panel every so 
often so that the Dark Sun doesn’t kill you. 


Main Characters Only 
Flonne is a necessity here, because she's the only main character in the game with an 
innate healing skill. Go recruit her before you come here. When you’re using Flonne, 
be sure to bring along some powerful healing items, as they're the only way you'll be 
able to recover HP. Destroy the Reverse Damage symbol before the eleventh turn, and 
you’ll easily clear the stage. 


E 


Unlock: Get the “Total Damage” coun- 
ter past 500 on Episode 10-3 

Drawn In: Automatically drawn in 
once the unlock requirement is met. 


We feel that this stage is the most 
difficult one in the game. There’s nothing quite 
like being automatically dragged into a stage 
you weren't prepared for, then looking at the 
Geo Effects, and coming to the conclusion that 
you're royally screwed. 
There are a few tricks you can use to make 
things a little easier, but there's no way to make 
this a walk in the park. You can't get rid of the 
Ally Damage 20% effect, but you can nullify its 
effect if you bring in a Wood Golem. Its regen- 
erative powers will compensate for the damage. 
Make sure your Golem is resistant to poison, 
because it’s goïng to get hit with Prinny Dance. 
Since there’s nothing but Prinnies on this map, 
you may be tempted to throw them around to 
clear them out. The No Lifting effect, which you can't destroy anytime soon, pre- 
vents this. You'll have to pick up and throw your own Prinnies from the Base Panel, 
but be aware that you can only do this a few times. Further, if you don't want your 
human characters to be turned into Prinnies, destroy that Dark Sun. 
Another option here is to use a Holy Dragon, because they can heal themselves and 
easily move through the crowds of Prinnies. Be sure they're resistant to Amnesia. 


Exp 692,710 1,416,570 [| 2,148,090 | 2,880,030 | 3,612,070 
HL 348,840 1,464,840 | 3,348,840 | 6,000,840 | 9,420,840 
Mana 1,500 3,100 4,700 6,300 7,900 
Full Army 1,100 2,100 3,200 4,500 5,500 
Main Char 1,400 2,600 4,500 5,900 7,200 
Solo 2,300 4,500 7,000 12,000 15,000 


_—_ 


Ton 


To unlock this stage, do 500 damage. The Holy Dragon is uttimpeded 
Yowl need an ATK of 1,500. by enemies standing in its way. 


TARGET LIST REWARDS EQUIPMENT 


Lvl Class Tag Num.| Amt | Gain Type Name 
69,271 Exp 
150 Pvt. Prinny x10 | 34,884 Hell 
150 Mana 
1,382 _ Exp 
35 No Lifting Symbol x1 703 Hell 
Panel 35 Mana 
1,382 _ Exp 
35 AWDamse smtol x1 | f03 Hel 
d Panel 35 Mana 
1,382 Exp 
35 Invincibility Symbol xl 703 Hell 
Panel 35 Mana 
DARK SLIN DATA LVL: 7 DIFFICULT Y: *30 
Turn 1-Nothing Turn 7-Nothing 
Turn 2-Nothing Turn 8-Nothing 
Turn 3-Change — 1 Ally Turn 9-Change — 1 Ally 
Turn 4-Nothing Turn 10-Nothing 
Turn 5-Nothing Turn 11-Nothing 
Turn 6-Change — 1 Ally Turn 12-Change — 1 Ally 
Change Rule: Random male or female human turns into Pvt. Prinny 


Melee: The only melee character worth their salt here is the Wood Golem. Be sure 
it has a high status defense, as being poisoned here can be deadly. Get the Wood 
Golem to the Geo Panel-free area to defeat the Prinnies. 


Ranged & Magic: The Holy Dragon can handle both these duties nicely and will 
have a little easier time of it here than most. It’s still rather easy to kill, though, so « 
be sure to heal constantly as you make your way to that free area on the other side 
of the map. 


Main Characters Only 
It takes a bit of precision to get this done. You'll only have, at the very least, four 
characters that are human. That means four of them can be turned into Prinnies, but 
Prinnies can't throw. You're going to need two characters for throwing and two to be 
morphed into Prinnies for bombs, so use Adell, and either Yukimaru or Etna for throw- 
ing. Create a two-character line to throw the morphed Prinny smack dab between the 
two large groups of Prinnies to get rid of nearly all of them. All that’s left now is to 
lure the remaining two for the last Prinny bomb to kill, 


4 


Á 


RA 


DarkyWorlds1 024: 


EVT Tas 
dt 


DeadsBreatht’ 


ock: Increase the Bonus Gauge up to 
Level 3 on Episode 10-4 
Drawn In: Automatically drawn in once 
the unlock requirement is met. Charac- 
ter positions are also carried over. 


The four Archers in the 
middle of this formation 

will all Ascend on the first 
turn, thereby increasing the 
remaining Orcs’ levels from 
150 to just over 2700. That's 
not good. 

Prevent the Archers’ ascent 
by either destroying the 

Dark Sun, or defeating the 
Archers using numerous four- 
panel area spells. Even though 
there are a lot of enemies here, 

they start off all neatly arranged. Defeat as many enemies as you can at this 
point because this nice formation will crumble into madness on the next turn 
when the rest all decide to attack. Use highly evasive Ninjas, really high HP 
Wood Golems, nearly invulnerable Holy Dragons, and other 
characters that are really tough to kill. The hard part of this 
stage is having the endurance to survive a long onslaught, as 
opposed to being strong enough to dispose of enemies in one or 
two hits. 


Exp 2,737,560 | 6,997,964 [| 10,610,584 | 14,225,164 | 17,840,256 

HL 1,402,248 | 7,329,016 | 16,751,836 | 30,014,896 | 47,118,196 

Mana 2,440 6,280 9,520 12,760 16,000 

Full Army 3,200 5,000 7,000 9,000 11,000 Ì 
Main Char 4,000 7,000 8,500 12,000 15,000 

Solo 6,500 12,000 16,000 23,000 30,000 


COMBO 
TOTALDAMAGE 0 


Destroy the Dark Sun before 
those Archers ascend. 


Use a super evasive Nirtja when there's 
a tort of enemies to deal with. 


REWARDS 


170,860 Exp 
150 _ Orc King x16 | 86,047 Hell 


Monster Wpn [Titan Fist) 


150 __Mana 
171,810 Exp Bow [illusion Dress] 
160 Cupid Ascend x4 [92421 Hell Armor. [lron Dress] 
160 Mana 
[DARK SLIN DATA LVL: 3 DIFFICULTY: *3 


All effects except for Game Over are randomly determined 


Melee: Use an Orc here because their Ork God skill will be one of the few attacks 
that can take out all those Archers in one hit on the first turn. Be sure the Orc has 
really high DEF and HP to withstand the opposing Orcs. 

Ranged: A Roc can really be useful here as any enemy standing next to it will have 
its stats lowered. That's a good thing, considering that it'll only be able to defeat 
three of those four archers before they Ascend. The Roc also has some pretty de- 
cent area effect skills to thin the crowds. 


Magic: Geo Masters are the best magic-users for soloing most maps, and this is no 
exception. Defeat the Archers with a single spell, then retreat to the outcroppings 
to avoid getting hammered by those Orcs. Systematically defeat the largest, closest Í 
groups of enemies as they rush you. 


Main Chiaracters Only Í 
Send Hanako to the Dark Sun to destroy it so that the Archers won't Ascend, as it's no 
great loss to lose her here. Now you can use the rest of your characters to fight it out | 


‚with the Orcs and Archers. Be careful not to bunch your characters up. / 


taking any damage 

Drawn In: Decide to enter or not 
after the stage is cleared. 2 
positions are also carried over, 


The outer ring of the map is covered 
in yellow panels, with Invincibility and 
No Range Attacks effects on them. A 
one Majin is standing on the central 
pillar. Since you can’t hit him and 

he can’t hurt you, it’s best to use 

the outer ring as a staging area to 
organize your troops. Throw a few of 
your characters on the central pillar 
and surround him; if you can, steal 

his Gun to prevent him from using 
Totenkreuz. Once you've got him 
outnumbered, there’s not much he 
can do except eat your attacks. 


Ep 761,761 1,539,541 
1,262,530 | 5,125,760 
500 1,010 


Full Army 
Main Char 
Solo 


2,317,381 
11,590,030 
1,520 


3,095,231 
20,655,280 
2,030 


45,00 
59,000 
110,000 


3,873,081 
32,321,530 
2,540 


55,000 
70,000 
150,00 


Lise your most powerful attachs 
at your disposal. 


TARGET LIST REWARDS EQUIPMENT 
Lvi Class Tag Num.| Amt Gain Type Name 
Death 761,761 Bp Gun [Simurgh] 
500 A x1 [1,262,530 Hell Armor [Kamikaze Suit] 
NENDE 500__Mana Muscle [World Muscle] 
17,94 Bp 
90 _ No Entry Symbol xl 4,218 Hell 
Panel 30 Mana 
17,924 _ Exp 
90 _Invincibility Symbol x1 4,278 Hell 
Panel 90 Mana 
17,924 Exp 
90 _Invincibility Er rd Xi 4,218 _ Hell 
4 90 Mana 
17,924 Ex 
90 ie Rane a | 47e Hel 
WE G0___Mana 
DARK SUN DATA LVL: 6 DIFFICULTY: *10 


Turn 1-Heal All SP — Enemies 
Turn 2-Heal All SP — Enemies 
Turn 3-Heal All SP — Enemies 
Turn 4-Heal All SP — Enemies 
Turn 5-Heal AlL SP — Enemies 


‘Turn 6-Heal All SP — Enemies 
‘Turn 7-Heal ALL SP — Enemies 
‘Turn 8-Heal ALL SP — Enemies 
Turn 9-Heal All SP — Enemies 
Turn 10-Heal All SP — Enemies 


(a DE World Walkthrough B’) 
WeDorttiNeedsNoyStinking Army! 


Solo 

Melee: Use an Orc and move it onto one of those pillars that circle the central one 
because they don’t have any Geo Panels on them. You can use the Ork God skill 
from that distance to put the hurt on the Majin. 

Ranged: An Archer or Healer is ideal for the range a Bow provides. A Healer may 
be the better choice for the healing skills, but they won't matter much if you can 
defeat the Majin before your HP drops to a dangerous level. 

Magic: Be sure the Geo Master you're using here has a high enough HP and DEF so 
that he’s not using healing magic every turn. Don’t hesitate to return to the yellow 
panels and heal yourself up safely. 


Main Characters Only 
Have Rozalin and Etna throw Yukimaru and Adell respectively onto the central pillar 
while they stay behind on those two small pillars and lend some ranged support to 
their attacks. Add Tink into the mix if you want, but Taro and Hanako will be quite 
useless. 


Unlock: Clear Episode 11-2 without 
destroying any Geo Panels. 

Drawn In: Decide to enter or not 
after the stage is cleared. 


When you see the Enemy 
Boost x12 Geo Effect, you'll 
know it’s goïng to spell a 
quick death. Fortunately, 
there’s an easy way to get 
rid of all those Enemy Boost 
symbols on the first turn. 
You'll need a lot of magic 
users here, and they're 

all going to have to have 
learned at least one kind 

of seven-panel area-effect 
magic. Bring out your mages, 
keep them close by the Base 
Panel, and target the central 
Archer in each group. The 
spell will hit all the Archers and the Enemy Boost symbol. If the mages can destroy 
that Geo Symbol in one hit, you can repeat this four times on the first turn to make 
this stage very easy to clear. 

You also might want to try adding more mages into the mix so they can continue 

to pound the Archers after the Enemy Boost effect’s been removed, thus softening 
them up so your more powerful troops can finish them off. Just be careful that your 
magic users aren’t so weak that the Archers can shoot them dead in one hit. The 
Dark Sun is going to destroy the Base Panel on the third turn, so be careful. 


brrr rl 


Ep 2,061,720 | 4,222,164 | 6,398,736 | 8,576,388 | 10,754,256 
HL 1,109,052 | 4,643,352 | 10,605,252 | 18,994,752 | 29,811,852 
Mana 1,920 3,960 6,000 8,040 10,080 
Full Army 5,600 12,000 17,000 25,000 32,000 
Main Char 8,400 17,000 22,000 32,000 42,00 
Solo 15,000 45,00 100,000 180,000 270,000 


be destroyed promptly. 


These four symbols need to 


Use wide range spells to destroy 
the symbol and injure the Archers. 


TARGET LIST REWARDS EQUIPMENT 
JK Class Tag Num.| Amt | Gain Type Name 

171,810 Exp Bow [Salamander] 
160 Cupid x12 | 92,421 Hell 
160 Mana 
18,529 Exp 
100 Ken Eon Symbol x4 | 5,253 Hell 
Panel 100 Mana 
18,529 Ep 
100 _Encroach Symbol x4 5,253 Hell 
Panel 100 Mana 

DARK SLIN DATA LVL: 5 DIFFICULTY: *5 


Turn 1-Nothing 
Turn 2-Nothing 
Turn 3-Crush Base Panel 
Turn 4-Nothing 
Turn 5-Nothing 


Turn 6-Nothing 
Turn 7-Nothing 
Turn 8-Nothing 
Turn 9-Nothing 
Turn 10-Nothing 


ges CES 
WeDon’tsNeedsNo}Stinking/A 1 


| Solo 

Melee: There's no easy way to do this with a melee character except to just 
overpower the opposition. That will take a while, because you've got to be strong 
enough to endure the attacks of the Archers, who’ve had their attacks boosted to 
obscene levels. 

Ranged: Like melee characters, any ranged character you pick will need to simply 
overpower these Archers. Be sure your fighter of choice has high status defense, to 
guard against the ailments inflicted by the Archers' Bow skills. 

Magic: You don’t need an insanely overpowered magic user to win here. Just stay 
within the central area, standing nine panels away from the Enemy Boost symbol 
so that you can use two-panel area spells to destroy it. You might attract some 
Archers, so be sure you've boosted your magic-user’s DEF considerably. 


Main Characters Only 
To destroy all four Enemy Boost symbols on the first turn, you will need to recruit both 
Flonne and Laharl. From the base panel, throw Rozalin, Laharl, and Tink along the 
four main catwalks, with Adell moving eight panels from the Base Panel. Once these 
‚four characters are in position use their long-range attacks and/or skills to destroy 
those symbols. 


Unlock: Get the “Total Damage” 
counter past 1000 on Episode 11-3 


Drawn In: Automatically drawn in 
once the unlock requirement is met. 


This stage is going to be a 
little tricky. You're on an 
outer ring with aqua panels 
all over it, each of which has 
a No Lifting effect in place. 
The symbol for this effect is 
on the opposite side of the 
Base Panel, which means 
you won’t be reaching it 
anytime soon. 

The other thing you have to 
worry about is that all the 
enemies are in the central 
area, each group has a rc St RÓ 
Healer handy, and they're je 5 b 
sitting on differently- 
colored Enemy Boost +50% 
panels. Since all your 
opponents have strong magical defenses, you’ll have to resort to long-range 
physical attacks from Gunners, Archers, Healers, and various monsters. 

This will be slow going. You must be sure to kill any enemies you attack, 
because their Healers will fully regenerate their HP if they’re even slightly 
injured. It’ll make things a lot easier for you if you use your spellcasters to 
destroy the four Enemy Boost symbols. 


3,149,440 6,379,706 9,658,822 | 12,938,856 | 16,219,101 
1,638,655 | 7,853,589 | 17,908,579 | 32,050,089 | 50,278,119 
2,880 5,920 8,960 12,000 15,040 


Full Army 
Main Char 


TOTALDAMAGE 1024 


A Heal spell inflicts over 1,000 damage se seven-panel magic to increase 
at 7,800 RES to unlock the stage. the Combo Counter. 


BONLISES 


TARGET LIST 
L 


5 Type Name 

195,283 Exp Staff [Mystery Staff] 
180 Cardinal X4 |116,571 Hell 
130 Mana 

195,283 Exp Bow [Evil Hunter] 
180 Cupid x3 [116,571 Hell 
180 _ Mana 
203,587 Exp Staff [Spirit Staff] 

180 Galaxy Mage x3 [123,232 Hell 
180 Mana 

195,283 Exp | Monster Wpn [The Conundrum) 
180 _ Photinia x3 [116,571 Hell 
180 Mana 

195,283 Exp | Monster Won [The Conundrum) 
180 _Hecate x3 [116,571 Hell 
180 Mana 
18,529 Exp 
100 Een Boost Symbol xl | 5253 Hell 
Panel 100 Mana 
18,529 _ Bp 
soo Enemy Boost symbol xt | 5253 Hell 
eel Panel 100 Mana 
18,529 _ Ep 
Loo eel 
Panei 100 Mana 
18,529 Exp 
too PEMY SOE symbol xt | 5253 Hel 
Panel 100__Mana 
18,529 Exp 
Nolifting Symbol xt | 5,253 Hell 
Panel 100 Mana 


DARK SLIN DATA LVL: 4 DIFFICULTY: *4 


Alleffects except for Game Over are randomly determined 


(a Dek Word Walkthrough B’) 


WeDorttiNeedsNoyStinking Army! 


Solo 

Melee: A Beast Tamer, while an odd choice, is ideal here for a couple of reasons. 
She's good with a Spear, so she can catapult herself across the gap to reach the 
center platform. Her RES is also decent, so most of the local enemies’ attacks will 
be virtually useless. 

Ranged: The Archer is an obvious choice to tackle this map. Her high RES makes her « 
hard to kill, and her range of five with the Bow is just enough to reach those pesky 
Healers from the outer ring. | 

Magic: As usual, the Geo Master will be going it alone. This shouldn't be a problem if | 
you attack from seven panels away. 


| Main Characters Only 

This is a pretty simple map. All of the main characters have some form of long-range 
attack that they can use to hit enemies from across the gap. The exception is Tink's 
Sonic Roll, which will do more harm than good. Keep Flonne handy; you'll probably be 
doing a lot of healing as you move about this stage. 


Clear Episode 11-4 using no 
more than 3 characters. 


Drawn In: Decide to enter or not 
after the stage is cleared. 


This is kind of an interesting 
stage because there is a ready- 
made area of red panels that have a 
Damage 120% effect on them, and there are 
only two enemies here. Sure, they’re pretty 
highly levelled so it’s tempting to use 
that area to kill them easily. Of course 
if you were powerful enough to 
defeat those two Wood Golems it’d 
seem like such a waste of Exp, HL, 
and Mana to do that. Overpowering 
these enemies is simple enough, but 
placing them on the red panels is 
more fun and sadistic. Actually getting 
those two Wood Golems to that tower 
with the red panels on it seems quite 
difficult to do sînce it’s so far away, but 
here’s a quicker method which can kill 
both the Golems in a single turn. Send 
out a fist user who knows Rising Dragon 
to the No Lifting symbol and, with his 
back facing the Wood Golem, knock the 
symbol off the panel. Bring out another character and lift off the Invincibil- 
ity symbol and throw it somewhere else. You want to get those Golems onto 
those panels you’ ve just opened up, so bring out two more characters to 
throw one of them from the Base Panel to reach the Golem and throw it in 
that direction. You'll need one more character to place the Golem on that 
Red panel. Do the same to the other Golem, and now finally bring out your 
last two characters to imprison those monsters for one turn and they’ ll both 
succumb to the Damage 120% effect. 


BONUSES 


Make some room for those Golems.… 


… and trap them. 


Exp 2,011,350 
HL 3,993,066 
Mana 1,200 


Full Army 12,000 
Main Char 15,000 
Solo 50,000 


4,058,066 | 6,104,868 | 8,151,682 
16,171,716 | 36,536,566 | 65,087,616 
2,420 3,640 4,860 
20,000 30,000 40,000 
28,000 42,000 52,000 
90,000 150,000 250,000 


10,198,496 
15,925,520 
6,080 


50,000 
65,00 
300,000 


TARGET LIST 


Lvl Class Tag Num.| Amt Gain Type Name 

1,005,675 Exp | Monster Wpn [Asura Arm] 

600 Gaia Titan x2 |1,996,533 Hell Armor [lower Shield] 
600 Mana 
18,529 Exp 
100 Damage 20% _ Symbol x6 5,253 Hell 
Panel 100 Mana 
18,529 _ Exp 
100 Nolifting Symbol x1 | 5,253 Hell 
Panel 100 Mana 
18,529 Exp 
100 Invincibility Symbol x1 5,253 Hell 
Panel 100 Mana 

DARK SLIN DATA LVL: 2 DIFFICULTY: *2 


Turn 1-Nothing 
Turn 2-Nothing 
Turn 3-Nothing 
Turn 4-Nothing 
Turn 5-Nothing 


Turn 6-Nothing 
Turn 7-Nothing 
Turn 8-Game Over 
Turn 9-Nothing 

Turn 10-Nothing 


Melee: With just one character you really have no choice but to defeat these two 
monsters. It doesn't really matter what character you use, just so long as you're 
powerful enough so that the Golems’ regenerative traits aren't an issue. 

Ranged: The majority of these monsters’ attacks will be non-elemental skills, which 
means the ideal ranged character to use would be a Holy Dragon since it’s immune 
to all of them. The only thing to watch for is lce-elemental resistance on these 
monsters, which all but one of the Holy Dragon's attacks is. 

Magic: A magic user here needs to be powerful enough so that it can either killone 
of these Golems in a single attack, or severely cripple them that they'll be defeated 
on the next turn. Use a Geo Master just in case you need to heal. 


Main Characters Only 
Let the Wood Golems advance towards you. When they’re close enough use Adell to 
knock the No Lifting symbol off its panel and move the Invincibility symbol elsewhere. 
Throw the Golerns onto those empty panels and use a couple more characters to 
imprison them. 


Unlock: Clear Episode 11-5 without 
using the “Special” command 

Drawn In: Decide to enter or not 
after the stage is cleared. 


There are four Skulls here, and 
each of them is 
sitting on their 
own respec- 
tively colored 
panel. All these 
panels have the 
Invincibility and No Lifting effect 
in place, which makes it very 
difficult to inflict damage on 
them. Fortunately there are four 
Damage 20% symbols scattered around the 
map. Getting characters to these symbols and 
throwing each of them onto the four different 
colored Geo Panels will ensure success in five 
turns, because none of your opponents will 
move from their starting positions. While that is a guarantee to win, it isn't 
the only way. One other way is to use fist skills, specifically Tiger Charge and 
Rising Dragon, to knock the Invincibility symbols off the panels. With those 
symbols off it's a simple matter of ganging up on a Skull and defeating it. 
One last thing to note is that the Dark Sun will destroy the Base Panel on the 
first turn, so it’s probably a good idea to send a character up to the Sun and 
destroy it on the first turn. 


-Rewards- 
Exp 323,487 662,034 1,001,451 1,340,933 1,680,429 
HL 217,331 901,826 2,053,781 3,673,196 | 5,760,071 
Mana 800 840 2,480 3,320 4,160 
-Stats- 

Full Army 4,000 7,000 10,000 15,000 20,000 
Main Char 5,000 9,000 13,00 20,000 26,000 

16,000 25,000 36,000 54,00 


TARGET LIST 


Class. 


Either get this symbol onto a 
Geo Panef or. 


REWARDS 


… Use a fist skill to move 
the Invincibility symbol. 


Name 


73,243 Exp Staff [Doom Wand] 
200 Green Skull x1 |49,207 Hell Armor [Spirit Mantle] 
200 Mana Orb [Chaos Orb] 
73,243 Exp Staff [Doom Wand] 
200 Blue Skull xl [49,207 Hell Armor [Spirit Mantle] 
200 _ Mana Orb [Chaos Orb] 
73,243 _ Exp Staff [Doom Wand] 
200 Red Skull x1 [49,207 Hell Armor [Spirit Mantle] 
200 Mana Orb [Chaos Orb] 
103,758 Exp Staff [Doom Wand] 
200 Star Skull x1 |69,710 Hell Armor [Spirit Mantle] 
200 Mana Orb [Chaos Orb] 
8895 Exp 
70 Nolifting Symbol xt | 2,628 Hell 
Pane! 70 Mana 
8,895 _ Exp 
70 Invincibility Symbol x1 2,628 Hell 
Panel 70___Mana 
8895 Ep 
70 Nolifting symbol xt | 2,628 Hell 
Panel 70 Mana 
8,895 _ Exp 
70 Invincibility Symbol x1 | 2,628 Hell 
Pane! 70 Mana 
8895 Exp 
70 Nolifting Symbol xl | 2,628 Hell 
Panel 70 Mana 
5895 Ep 
70 Invincibility Symbol x1 2,628 Hell 
Panel 70 Mana 
70 Nolíf a 26 Hel 
lo Lifting x K le 
Kat 10__Mana 
8,895 _ Exp 
Invincibility er xi | 2,628 Hell 
uren 70 Mana 
8,548 Ep 
Damage 20% _ Symbol x4 | 2,556 Hell 
69 Mana 


DARK SUN DATA LVL: 6 DIFFICULTY: *10 
Turn 1-Crush Base Panel Turn é-Nothing 
Turn 2-Nothing Turn 7-Nothing 
‘Turn 3-Nothing Turn 8-Nothing ed 
Turn 4-Nothing Turn 9-Nothing xj 
Turn 5-Nothing Turn 10-Nothing 

WeDorn/tNeedsNojStinking Army! 

Solo 


Melee: This will be very simple if you use a highly evasive Ninja. Use fist skills to 
knock the Invincibility symbols off of the Geo Panels and then attack the Skull after- 
wards. Be careful to not turn your back to those mages. 

Ranged: You'll need a Gunner here for their relatively large movement radius, and 
for their throwing range of four. Get each one of those Damage 20% symbols to sit 
on each of the four colored panels. 

Magic: Follow the same basic plan as using a Ranged character. Even though this will 
take a little longer because magic users have a shorter move and throw range, you 
should use a Geo Master in case you need to heal. 


Main Characters Only 
This should be pretty easy if you use Adell’s fist skills to knock the Invincibitity symbols 
off their panels one by one, while the rest of your crew gangs up on the Skulls as they 
become vulnerable to damage. 
< 


Unlock: Clear Episode 11-6 without 
taking any damage. 

Drawn In: Decide to enter or not 
after the stage is cleared. 


There are only Prinnies 
here, so natu- 
rally there must 
be a way to 
make them 
explode. You 
can’t really 
throw these Prinnies 
around though as the 
entire map is covered in 
No Lifting Panels, and there 
are four symbols which govern 


this effect on the four furthest corners of the map. Destroying the symbols 
would be a waste of time as you could probably spend the same amount of 


time attacking those Prinnies. There is an answer to this puzzle 
it’s throwing your own Prinnies. That’s really all there is to this 
map; either engage in a messy battle with Prinny Gods or wipe 
them all out by detonating a Pvt. Prinny. It must be pretty em- 
barrassing that gods can explode in the presence of a private. 


Full Army 
Main Char 
Solo 


1,462,232 
1,464,096 
1,200 


5,000 
6,300 
12,000 


2,974,392 
6,002,496 
2,440 


9,500 
12,000 
22,000 


4,487,288 | 6,000,264 | 7,513,240 
13,616,09 | 24,304,89%6 | 38,068,596 
3,680 4,920 6,160 
12,000 16,000 19,000 
16,000 21,000 25,000 
30,000 40,000 51,000 


p Pen } 
These symbols are at the four And another one bites the dust. 


corners of the map. 


TARGET LIST REWARDS EQUIPMENT 
JK Class Tag Num.} Amt | Gain Type Name 

365,558 Exp [ Monster Wpn [Furious Scale] 

300 Prinny God x4 |366,024 Hell Muscle [Dream Muscle] 

300 Mana Muscle [Dream Muscle) 
18,529 Exp 
100 Nolifting Symbol x4 | 5,253 Hell 
Panel 100 _ Mana 

DARK SUN DATA LVL: 3 DIEFFICULTY: *3 


Targets random allies on the field with negative effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- HP Damage, SP Damage, Poison, Sleep, Paralyze, Amnesia, Deprave, Curse 


Solo 

Melee: When dealing with a group of Prinnies in hand to hand combat, alwaysusea | 
Marionette. Their immunity to status effects will make fighting Prinnies a lot less 
annoying. 

Ranged: If you're goîng to use a ranged attacker, use a Thief. Increase her move- 
ment radius high enough and she can easily destroy all those No Lifting symbols in 
short order and incapacitate Prinnies along the way to achieve it. Be sure to have 
some status defense specialists on her equipment. 

Magic: The Prinnies are so nicely arranged for you in a simple four-cornered box 
formation that if you're really strong you could wipe them all out in one hit. In any 
case they can still be beaten if you have a Geo Master with some status defense 
specialists on his equipment. 


| Main Characters Only 

It'll take a few turns of repeated throwing and long range attacks, but it is possible to 
destroy those four No Lifting symbols within 4 turns. That’s pretty good time consider- | 
ing it'll take slightly longer to cut through the rather high HP of these Prinny Gods. 


This map ranks up there as one of 
the toughest puzzle-like maps in 
the game to solve. To start with 
the entire map makes every- 
thing invincible, and there’s no 
easy way to get rid of it. The 
red panels have two Invincibility 
symbols on them, as well as two 
Ally Damage 20% symbols. That 
means that where ever you go you 
won’t last long without healing on 
every step you make. Complicating 
things further is that a ring of yellow 
panels that have Invincibility, No Entry, 
and No Lifting effects on them imprisons 
a lone Geo Master. The obvious solution is 
that you have to get both the red Invincibility symbols off those red panels, 
and the only area that’s free of Geo Panels is a small tower. That’s a problem 
though since all the red symbols are in fact Geo Monsters and move about 
every turn, which is quite annoying when the Dark Sun ends the game on the 
tenth turn. The only way to solve this puzzle is with a single fist skill. Get a 
character to use Tiger Charge on the yellow Invincibility symbol, and then use 
Tiger Charge again on the No Entry symbol. This will cause a Geo Chain and 
destroy every symbol on the map. With the Geo Master left vulnerable, this 
map is easily cleared within the ten turns limit. We feel that this is the only 
way you can reliably clear this stage. 


Warning 
Do not use Tiger Charge on the No Entry symbol before using it on the 
Invincibility symbol. If you do this it will make it impossible to move 
anywhere, which means you'll be forced to reset the game. 


COLOR 


/ 


24675 
24675 


TOTALDAMAGE! „88700 
24675 


Mafe sure the No Entry symbol can 
be destroyed with Tiger Charge. 


and it will clear the map of 
Geo Symbols. 


268,314 507,287 
198,024 157,597 
220 450 


766,827 
1,723,482 
680 


1,026,400 | 1,285,981 
3,080,827 | 4,829,632 


Mana 910 1,140 


Full Army 55,000 60,000 


Main Char 55,000 60,000 
Solo 65,000 70,000 
TARGET LI EQUIPMENT 
Lvl Class Num.| Amt | Gain Type Name 
268,314 Exp Staff [Sun Staff] 
220 Geo Master xl [198,024 Hell Armor [Spirit Mantle] 
220___Mana Orb Chaos Orb] 
152434 Bo 
hooo Ally Damage Symbol x 502,503 Hell 
20% me ie 1,000 Mana 
ves …el 
152434 bo 
Ee Symbol 502,503 Hell 
1000 Invincibility we tanel 5 x2 1,600 Mana 
ves Sel 
30,521 Exp 
200 Invincibility xl | 20,503 Hell 
sn 200 Mana 
30,521 Exp 
200 No Entry “ xl | 20,503 Hell 
ee 200 Mana 
30,521 Bp 
200 Noliftng xt [20,503 Hel 
200 Mana 


DARK SLIN DATA 


DIFFICULTY: *30 


Turn 1-Nothing 
Turn 2-Nothing 
Turn 3-Nothing 
Turn 4-Nothing 
Turn 5-Nothing 


‘Turn 6-Nothing 
Turn 7-Nothing 
Turn 8-Nothing 
Turn 9-Nothing 
Turn 10-Game Over 


Since there's only one way to clear this stage, the only character you can really use to 
solo this stage reliably is a Ninja. Don't equip a Weight on it, as the Ally Damage 40% 
will do the job nicely ín reducing his HP. Just be sure his HP is high enough to survive 


the ensuing Geo Chain. 


Solo 


Main Characters Only 
The only main character that can get rid of those Geo Symbols is Adell, since he'll be 
the only fist specialist. With the Geo Symbols destroyed it’s a very easy matter of us- 
ing any of the main characters at your disposal to gang up on the Geo Master. 


Unlock: Fuse all enemies together on 
Episode 12-1 

Drawn In: Automatically drawn in 
once the unlock requirement is met. 


This isn't good, as you’re 
completely boxed in on 
all sides and it looks like 
you have no choice but 
to solo this map with just 
one character imprisoned 

on the Base Panel. To make 
things really difficult all the 
enemies are on Enemy Boost 
x3 panels and, since you're 
surrounded by Rocs, your 
stats are reduced by 50%. 
What’s more annoying is that each of 
these Rocs has a Beast Tamer standing 
next to them, so that their stats are bumped 
up another 20%. While it may look bad there 
is something you can do. Some characters, namely 

Tink, Winged Warriors, and Holy Dragons have a flying movement property, so 
that enemies can’t obstruct them. Use those characters to reach that Enemy 
Boost x3 symbol and destroy it. With that done, you now have the business of 
defeating all these enemies quickly. If you look at the attack area of the Aqua 
Demon’s skill Shock Arrow it matches the exact arrangement of 
the enemies. So have those flying characters outside the monster 
group build up the Combo Counter and let the Aqua Demon’s 
Shock Arrow loose as the final attack to wipe out all the enemies. 


-Rewards- 


2,050,688 | 4,196,952 | 6,348,728 | 8,500,912 | 10,653,192 
1,377,800 | 5,717,240 | 13,020,200 | 23,286,680 | 36,516,680 
1,600 3,280 4,960 6,640 8.320 


8,500 
45,000 
120,000 


11,000 
90,000 
200,000 


14,000 
120,000 
270,000 


17,000 
135,000 
340,000 


Tink, or arty flying monster, can 
escape this trap. 


The enemies are perfectby 
arranged for this skill. 


N Gain 

Z56,336 Exp Bow [Reijin Bow] 

200 Beast Savior x4 |172,225 Hell Armor [Spirit Mantle] 
200 Mana 

256,336 Exp | Monster Wpn [Death Wing] 
200 Abraxas x4 |172,225 Hell 
200 __Mana 
24549 Ep 
160 Be Symbol __x1 |13,203 Hell 
je Panel 160__Mana 

DARK SUN DATA LVL: 7 DIFFICULTY: *30 


Targets random allies on the field with negative effects. 


Randomly chosen effects which are set on a 12 turn cycle. 
- HP Damage, SP Damage, Poison, Sleep, Paralyze, Amnesia, Deprave, Curse 


Melee: The Aqua Demon is of course the character of choice here, even if it's not a 
melee character per se, its Shock Arrow skill has a very short range and is reason- | 
ably powerful. 

Ranged: For ranged characters use a Holy Dragon. It can move through this prison 
of enemies, destroy the Enemy Boost symbol in the far corner, then come back and 
unleash Nirvana to attack from a distance. Í 

| Magic: A magic user will have to be incredibly powerful to defeat all these enemies 
since they'll be trapped on the Base Panel. Target the magic user itself with a five- 
panel area spell to get rid of those pesky Rocs. Don’t worry, as the spell’s caster 
never takes damage from targeting himself. 


Main Characters Only 
You’ need just Tink and Laharl for this stage. Get Tink to that Enemy Boost symbol 
and destroy it. Once that's done, have Laharl use Meteor Impact to defeat all the 
enemies in a single hit. 


Unlock: Clear Episode 12-2 without 
destroying any Geo Panels. 


Drawn In: Decide to enter or not 
after the stage is cleared. 


There’s just a single Level 
1 Prinny here, and you 
might think that by killing 
it that it would clear the 
stage much faster than if you 
tried to get someone to that 
Stage Clear panel on the other 
side of the map. But when you 
look a little closer at the Geo 
Effects on this map it becomes 
clear that that Prinny cannot be killed at all. 
The game will not even allow you to attack 
it, and there’s also no way to get rid of any of the Geo 
Effects. So it’s all down to getting a character to stand 
on that Stage Clear panel. The trouble is you can't actually build a tower 

and just throw the tower across the map, because the No Lifting effect that 
covers the entire area you're on is preventing that. So you’ll need to create 

a throwing line to pass a character from thrower to thrower and end the turn 
once it reaches the Stage Clear panel. Sounds easy enough except you’re on a 
time limit. The Dark Sun is giving you a minimum of 6 turns to do it in before 
it gives you a Game Over. You can’t just walk characters into position, so 
you’re going to have to throw them into position on the throwing line. Here’s 
how to create the throwing line you’ll need: Move 1 Panel up from the Base, 
and throw 5 Panels up, 6 Panels left, 4 Panels up, 5 Panels left, 3 Panels up, to 
reach Stage Clear Panel within the six turn limit. 


FullArmy 
Main Char 
Solo 


Pass a character along a throwing 
line to win. 


1 Prinny 


100 _ No Entry Symbol 
Panel 


100 Nolifting Symbol xt | 5253 Hell 
Panel 100 Mana 

1855 € 
100 HE Symbol _ xt | 5253 hell 
siehe Panel 100___Mana 


100 StageClear Symbol xt | 5253 Hell 
Panel 100 Mana 
DARK SLIN DATA LVL: 1 DIFFICULTY: *1 


Turn 1-Nothing 
Turn 2-Nothing 
Turn 3-Nothing 
Turn 4-Nothing 
Turn 5-Nothing 


Turn 6-Game Over 
Turn 7-Nothing 
Turn 8-Nothing 
‘Turn 9-Nothing 
“Turn 10-Nothing 


(a DE World Walktnronn 
WeDorttiNeedsNoyStinking Army!) _ 


Solo 

It’s impossible to clear this map with a single character. 

Main Characters Only 
It’s technically impossible to get a character onto the Stage Clear panel within the 
six turn time limit, but if you remove the limit by destroying the Sun it's entirely 
possible to put a character on the Stage Clear panel using only main characters. It just 
requires that you have Flonne and Laharl recruited, and be very proficient at throwing 
diagonally. Here's the throwing line you'll need to create: Move Adell 1 panel up from 
the Base Panel, throw Laharl 1 panel up and 4 panels left (which is a diagonal throw), 
throw Flonne 5 panels up, throw Etna 3 panels up, throw Rozalin 4 panels left, throw 
Yukimaru 3 panels left, and finally throw Tink 3 panels up to reach the Stage Clear 
panel to end the stage. 


Unlock: Make a tower of 9 characters on 
Episode 12-3 

Drawn In: Automatically drawn in once 
the unlock requirement is met. Charac- 
ter positions are also carried over. 


It’s yet another race 

to stop monsters from 
landing on Game Over 
panels, though this one 
has a very nasty surprise. 

Before you enter this stage, 


dd Er … you need to get a character 


Bs _ to destroy a No Lifting 
symbol. More than 
î md! A _ likely you'll make 
“| e- “ia the tower of char- 
k | ____acters needed on 
s that very same turn. 
Don’t do this. The reason being ís that 
the character that destroyed the No Lifting symbol will be standing in a field 
of Game Over panels when you shift into this stage and because character 
positioning also carries over, that character will be unable to move if he’s 
already moved and attacked. Thereby causing your game to end the moment 
you select End Turn. What you want to do is to hold off on making that tower 
until the character who destroys the No Lifting symbol can move and act 
again. This will enable him to throw the Game Over symbol, which will appear 
at the same location as the No Lifting symbol, out of the field of red panels. 
With no Game Over effect to worry about, this stage is a piece of cake to 
clear. Destroy that annoying Dark Sun while you’re doing it. 


-Rewards- 


1,285,406 | 4,662,036 7,041,066 | 9,420,276 | 11,799,516 
1,912,680 7,879,680 | 17,902,680 | 31,981,680 | 50,116,680 
1,500 3,060 4,620 6,180 7,740 


9,000 
12,000 
100,000 


12,000 
16,000 
160,000 


15,000 
20,000 
220,00 


18,000 
24,000 
270,000 


Make sure the “E” mark 


BONUSES 


[Gauge] Prize Lv | 


37 


before you unlock the stage 


is gone 


+ So you can throw this symbol 
away when it appears. 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type Name 

380,901 Exp | Monster Wpn [Devil Matrix] 
250 Dark Dragon x6 |318,780 Hell 
250 Mana 
24549 Exp 
160 Invincibility Symbol x1 [13,203 Hell 
Panel 160 Mana 
24549 Exp 
160 Game Over Symbol x1 | 13,203 Hell 
Panel 160 Mana 

DARK SLIN DATA LVL: 3 DIFFICULTY: *3 


Turn 1-Sleep — All Gender 
Turn 2-Paralyze — All Gender 
Turn 3-Nothing 

Turn 4-Sleep — All Gender 
Turn 5-Paralyze — All Gender 
‘Turn 6-No Move — All Allies 


[rum 7-Sleep — All Gender 


Turn 8-Paralyze — All Gender 
Turn 9-Nothing 

Turn 10-Sleep — All Gender 
Turn 11-Paralyze — All Gender 
Turn 12-No Move — All Allies 


Gender Rule: Randomly targets allied Males, Females, or Monsters 


Note that these strategies only apply to revisting the stage, 
Solo 
Melee: In order to clear this map with one character, you need to move fast. This 
means having a movement radius of eight, being able to kill these monsters in a 
single hit, and having good status defense against both sleep and paralyze. If you | 


have the skills Big Bang or Dimension Slash you'll be good to go. 


Ranged: Use a Gunner or, better yet, a Thief that has Inferno learned, defense 
against sleep and paralyze, and is strong enough to kill these monsters in one hit 
even if they have +50% Fire defense. 

Magic: A Geo Master that has at least a movement radius of five, while hitting 
targets from five or more panels away, and has defense against sleep and paralyze 
should have an easy time of it here. Just be sure all his attacks can outright kill 
these Zombie Dragons in a single hit. 


Í Main Characters Only Í 
You'll need to have two requirements before you start: first you’ll need to recruit 
Flonne for an extra hand in throwing, secondly, you'll need to have Adell's movement 
radius increased to seven because that’s the distance he'll have to move to reach the 

‚Game Over symbol and throw it outside the field of red panels. Once the Game Over 

‚symbol is off the red panels you can tackle this map as you normally would. | 


Unlock: Make a tower of 3 characters 
on Episode 12-4 


Drawn In: Automatically drawn in 
once the unlock requirement ís met. 


The entire map is covered in purple panels, each of 
which has Heal 20% and Reverse Damage effects. 
The latter effect turns the former into, effec- 
tively, Damage 20%. 

With that in mind, you might think that all you 

have to do is wait here for the Wood Golems to die, 
but their natural regeneration is unaffected by the 
Reverse Damage Geo Effect, effectively canceling 
the damage out. You have no choice but to roll up 
your sleeves and defeat them yourself. 

To do so, you'll need to attack the Golems with 
healing magic. The Dark Sun will make this dif- 
ficult, as every turn, it'll restore all of your allies” 
HP, which will damage them instead. In total, your 
characters will lose 40% of their HP every turn, but 
if you let the Wood Golems attack them, that should 
bring them back up to near full. 
You need a squad of Low-HP, low- 
DEF, high-RES characters on this 
stage. A few low-level Healers 
with high-level Orbs should make 
this a breeze. 


2,254,608 
1,994,768 
1,320 


4,595,224 
8,204,768 
2,690 


6,937,668 
18,631,568 
4,060 


9,280,298 | 11,622,958 
33,275,168 | 52,135,568 
5,430 6,800 


FullArmy 
Main Char 
Solo 


21,000 26,000 
28,000 34,000 
125,000 150,000 


COMBO'S 
TOTAL DAMAGE 


TARGET LIST 
cl 


Lvl i 
435,699 Exp | Monster Wpn [Insanity Eye] 
260 Gaia Titan x4 |378,983 Hell Muscle [World Muscle] 
260 Mana 
511,812 Exp [| Monster Wpn [Immortal Body] 
280 Dreadnaught x1 [478,836 Hell Muscle [World Muscle] 
280 Mana 
76,181 Bp 
500 Heal 20% Symbol xl |126,253 Hell 
Panel 500 Mana 
76181 Exp 
500 kere Symbol _ xt [126,253 Hell 
anegs Panel 500__Mana 
DARK SLIN DATA LVL: 2 DIFFICULTY: *2 


Turn 1-Heal HP — All Allies 
Turn 2-Heal HP — All Allies 
Turn 3-Heal HP — All Allies 
Turn 4-Heal HP — All Allies 
Turn 5-Heal HP — All Allies 


Turn 6-Heal HP — All Allies 
Turn 7-Heal HP — All Allies 
Turn 8-Heal HP — All Allies 
Turn 9-Heal HP — All Allies 
Turn 10-Heal HP — All Allies 


Solo 
Melee: The only real character that has melee healing capabilities is the Succubus. 
Its Sexy Heal skillis self-targeting, but the Succubus is never affected by the skill, 
\Ranged: A Healer is a natural choice for a ranged attacker that can heal. Outfit her 
with the best Orbs so her healing spells do loads of damage. It should be easy to 
always stay within range of the Golems to replenish her HP with their attacks. 
Magic: Being that the Geo Master is the only magic user that can use healing spells, | 
the choice is an obvious one. 


Main Cfiaracters Only 
Flonne is mandatory here. In fact, Flonne has no real choice but to solo this map, 
since she’s the only protagonist with a healing skill. 


Unlock: Clear Episode 12-5 using no 


more than 1 character. 


Drawn In: Decide to enter or not 
after the stage is cleared. 


This map isn’t hard, but it is long and 
annoying to deal with. The only 
enemies here are Ninja and the 

red panels, which they are all 
standing on, have the effects 

of Clone and Warp on them. „ Kee ld 
Naturally of course you’ ll : HE 
need to make a beeline for erm 

that Clone symbol and re- ” 
move it from the panel it’s resting on. 
That however will take quite a number 
of turns to pull off since you've only 
got two panels to work with where ' 
the Base is, and one of them is cur- 
rently taken up by a Ninja standing in en - 
front of it. Once the Ninja in front of the ns mr 
Base Panel has disappeared or been defeated, _À 
make a tower so that you can throw as many 

characters as you can into the main area, and perhaps throw it 

all the way to the Clone symbol. Once the Clone symbol is gone you can focus 
on defeating all those Ninja. It bears mentioning that you should BONUSES 
always overkill a Ninja; never damage it so that it has less than 
25% of its HP remaining or you’ll have a really hard time trying 37 

to kill one. Just hang around in the main area, as a Ninja is sure 
to appear right near your army at some point or another. 


1,065,528 
852,584 
1,000 


2,175,624 
3,677,184 


3,285,836 
8,354,584 
3,080 


4,396,136 
14,924,784 
4,120 


5,506,448 
23,387,784 
5,160 


Full Army 
Main Char 


You must solo this stage to unlock Build your tower here, and 
the Dark Sun version. throw it across. 


EQUIPMENT 
À E [ype Name 

266,632 Exp Sword [Bushin Blade] 

250 _Touryou x4 [223,146 Hell Armor [Metal Suit] 
250 Mana 
76181 Exp 
500 _ Clone Symbol xl |126,253 Hell 
Panel 500 Mana 
76,181 Exp 
500 _ Warp Symbol _ xl [126,253 Hell 
Panel 500 Mana 

DARK SIIN DATA LVL: 4 DIFFICULTY: *4 


All effects except for Game Over are randomly determined 


We 


ni tiNeedeNo 


aiking Army! 


Solo 

Melee: A Spear user is required here because their skills can catapult them across 
small gaps, which you'll need at the very start. The best Spear user to use is the Í 
Valkyrie, because giving her shoes on top of her high defense makes her quite | 
mobile for a heawy fighter. Í 

RKanged: You'll have no choice but to assist your chosen ranged attacker by throwing « 
them across the small gap. A Thief is probably best to use here for inflicting status 
ailments on those Ninja to reach that Clone symbol quickly, with a minimum 
amount of fuss. 

| Magic: A Geo Master will need a little assistance by having someone throw him 

| across the gap at the start. As long as he has the endurance and mobility to get to 
that Clone symbol he should be able to clear the map handily on his own. 


| 

Main Characters Only 
‚This battle is not much different than utilizing all your generic troops. Just be 
mindful that if you don’t have Flonne, you should stock up on a plentiful supply of 
‚healing items. 


Unlock: Get the “Total Damage” coun 
ter past 2000 on Episode 12-6 

Drawn In: Automatically drawn in 
once the unlock requirement ís met. 


Expect to hang around 
here for quite some time. - mm 
Four of the highest-EXP 

enemies in the game are 

arranged in a box standing right in 
front of the Base Panel. This isn't 

the best map for powerleveling, 

but it’s easily the quickest to clear. 
All you need to do is use whatever 
skills can hit all four Majin at once. 
There’s not much else to this except 
to give them your best shot. 


9,671,088 
38,857,156 
4,880 


12,922,776 
62,291,456 
6,520 


16,174,520 
108,466,956 
8,160 


3,168,356 
4,212,156 
1,600 


6,419,448 
17,164,056 
3,240 


Full Army 
Main Char 
Solo 


35,00 
73,000 Ô 


Cause at least 2,000 damage with one 
attack to unlock this stage. You'll need 
an ATK of 5,600. 


Attack this group with all your might. 


TARGET LIST REWARDS EQUIPMENT 


Num. ame 

792,089 Exp Axe [Death Scythe] 
400 Death Army x4 [1,053,039 Hell 
400 Mana 
38,095 _ Exp 
250 Move -1 Symbol x1 31,878 Hell 
Panel 250 Mana 

DARK SUN DATA LVL: 5 DIFFICULTY: *5 


All effects except for Game Over are randomly determined 


Ee 


Solo 

Melee: A fist or sword user will work best here. Big Bang or Winged Slayer will let you 
clear this stage in about five seconds. 

Kanged: It may seem a bit daft to recommend using an Orc here, since it's basically 
a melee character, but its ranged attacks are perfect here. It doesn't even have to 
move off the Base Panel. 

Magic: This stage is a piece of cake for any magic-user with a nine-panel area spell 
at its disposal. That may be overdoing it a bit, though; a four-panel area spell can 
do the same thing for less SP. 


Main Characters Only Í 
After their companions increase the Combo Counter, use Adell or Yukimaru to deliver 
the finishing blow. 


We did say that the pre- 
vious stage was a good 
levelling map, but not the 
best. It didn’t take long for 
that map to be supplanted. 
The Lord’s Party is a better 
levelling map than the 
Castle Gates simply due to 
the amount of experience 
you can get here. 

Even with all those very 
nice Geo Effects in the large area 
around the Base Panel, the best 
way to tackle a leveling map is to do it 
quickly. You'll need to tower-throw two 
characters, both of which have three-by-three area skills like Winged Slayer, 
in front of both these groups of Rifle Demons, then kill all of them in one fell 
swoop. The reason you need to act so fast is because on every second turn the 
Dark Sun will resurrect all the enemies you've killed, thereby undoing all that 
work. Of course, if you destroy the Dark Sun and prevent them from reviving, 
you’ll have all the time in the world. You can then set up a line of characters 
on those aqua panels and defeat them as they make their way to you. That 
can still be dangerous because Rifle Demons never miss an attack, so they'll 
always hurt you unless you have very high DEF. 


Exp 7,842,582 | 15,988,608 | 24,141,348 | 32,294,790 | 40,448,340 
HL 6,821,694 | 28,072,044 | 63,756,594 | 113,875,344 | 178,428,294 
Mana 4,680 9,540 14,40 19,260 24,120 


Full Army 6,000 12,000 16,000 21,000 27,000 
Main Char 7,500 15,000 21,000 28,00 35,000 
Solo 15,000 30,00 40,000 53,000 73,000 


Stop the enemies from reviving 
by destraying the Dark Sun. 


Attack all of the enemies at once 
with skills lke Big Bang. 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type Name 
435,699 Exp | Monster Wpn [Insanity Eye] 
260 _Verchiel x18 [378,83 Hell 
260 Mana 
8,895 _ Exp 
70 _ Heal 20% Symbol xl | 2,628 Hell 
Panel 70 Mana 
5,895 Bp 
70 _ATK +50% Symbol xl | 2,628 Hell 
anel 70___Mana 
885 E 
70 DEF +50% Symbol x1 2,628 Hell 
Panel 70 Mana 
8,895 Ep 
70 Attack +1 Symbol x1 2,628 Hell 
Panel 70 _Mana 
DARK SUN DATA LVL: 6 DIFFICULTY: *10 


Turn 1-Nothing 
Turn 2-Enemy Units Revived 
Turn 3-Nothing 
Turn 4-Enemy Units Revived 
Turn 5-Nothing 


Turn 6-Enemy Units Revived 
Turn 7-Nothing 

Turn 8-Enemy Units Revived 
Turn 9-Nothing 

Turn 10-Enemy Units Revived 


Solo 

Melee: It is impossible to solo this map unless you have a spare character around to 
destroy that pesky Dark Sun. If you're looking for a good character to take on these 
Rifle Demons, use a very high HP Wood Golem. It also comes with a nice three-by- 
three area effect skill for thinning the crowds quickly. 

Ranged: Once you've knocked out the Dark Sun, bring out a Dragon for its high HP 
and DEF. Most of its attacks are ranged and also powerful. Human ranged charac- 
ters tend to have poor DEF and HP, which would make them easy pickings for the 
number of monsters that are here. 


Magic: Be careful with magic-users here. Even reasonable strong casters could be 
eaten for lunch by these monsters, since there are so many of them moving in such 
a tight group. Stay well back, and use hit-and-run techniques. Don’t wait in the Geo 
Panel area, because the monsters will get there well before you can kill them all. 


Main Chiaracters Only 
Have Hanako and Taro destroy the Dark Sun, because it's going to take quite a long 
time to get through 18 Rifle Demons. With the Sun extinguished, use Adell as bait and 
an attacker so that the Rifle Demons are weakened enough for the rest of the charac- 
ters to swarm them. For Adell to be effective baît you'll need to increase his HP into 
the stratosphere, because nobody can evade an attack from Rifle Demons. 


Unlock: Get the “Total Damage” coun- 
ter past 2500 on Episode 13-2 

Drawn In: Automatically drawn in 
once the unlock requirement is met. 


This is the last of what we call the 
Geo Puzzle stages in the world of 
the Dark Sun. All of the mages 
here are sitting on yellow 
panels that afford them 
Heal 40% and Invincibil- 
ity. Three of these 
mages are behind a 
No Entry barrier that 
can’t be destroyed. 
The other three are 
all hanging out on support beams in the middle 
of a blue sea of Silence panels. 
The keys to completing this map are way over on the other side where the 
three Damage 20% symbols are. These symbols will move about by themselves, 
but they won’t move onto any Geo Panels because there’s a gap that sepa- 
rates them. You’ll have to throw them over it. 
With the way the map is designed it looks like the map’s designers intended 
for those symbols to be placed on those yellow Geo Panels. It’s actually sim- 
pler just to destroy one of those symbols on those blue panels and to get rid 
of all those yellow Geo Symbols in the process. Sure, the No Entry barrier is 
still up, but that’s not going to stop any long-range attacks. 


Ep 614,202 1,250,664 | 1,887,534 | 2,524,440 | 3,161,352 
HL 574,602 2,359,842 | 5,356,122 | 9,563,442 | 14,981,802 
Mana 1,680 3,420 5,160 6,900 8,640 
Full Army 4,500 7,000 9,500 12,000 14,000 
Main Char 6,500 9,000 12,000 16,000 19,000 
Solo 10,000 16,000 21,000 30,000 37,000 


An ATK stat higher than 6,800 can 
do 2,500 damage to unlock the stage. 


Destroy a yellow symbol on a blue 
panel to set off a Geo Chain. 


TARGET LIST EQUIPMENT 
L Class Tag Num. Type lame 
102,367 Exp Staff [Universal Staff] 
280 Green Mage x2 | 95,767 Hell Armor [Spirit Mantle] 
280 _ Mana Orb [Chaos Orb] 
102,367 Exp Staff [Universal Staff] 
280 Blue Mage x2 | 95,767 Hell Armor [Spirit Mantle] 
280 _ Mana Orb [Chaos Orb] 
102,367 Exp Staff [Universal Staff] 
280 Red Mage x2 [95,767 Hell Armor [Spirit Mantle] 
280 Mana Orb [Chaos Orb] 
25,286 Exp 
165 NoEntry _ Symbol xl |14,028 Hell 
Panel 165 Mana 
25,286 Exp 
165 Nolifting _ Symbol xl |14,028 Hell 
Panel. 165 __Mana 
25,286 Exp 
165 Invincibility Symbol xl [14,028 Hell 
Panel 165 _Mana 
25,286 Exp 
165 Silence Symbol xl | 14,028 Hell 
Panel 165 Mana 
25,286 Exp 
165 Heal 20% Swersol x2 | 14,028 Hell 
Jan) 165__Mana 
25,286 Exp 
165 Invincibility nei xl [14,028 Hell 
en 165 Mana 
7 Exp 
1 Damage 20% enb x3 À hee 
Moves Self 


DARK SLIN DATA LVL: 7 DIFFICULTY: +30 


Melee: You'll need the assistance of a couple of throwers, and possibly another 
character to rid the stage of the Dark Sun. In any case you should probably use a 
Armor Knight here. They may be slow, but you'll need their high RES and talent with 
a spear to destroy that Geo Symbol without getting caught up in the ensuing chain. 

Ranged: A Healer is best here. Her very high RES can ensure that none of these 
mages attacks will phaze her. Shell need some help reaching those Geo Symbols. 
You'll need another thrower with her on that platform to throw her back across so 
that the rest of the mages can be defeated. 

Magic: No magic user has a higher RES stat than a Geo Master, and that's his main 
reason for being here. It'll be a long trip to get to those Geo Symbols, but once 
they're destroyed he'll have an easy time cleaning things up here. 


Main Characters Only 


You can reach those Geo Symbols on the other side of the map in a single turn, but 4 ve 
you'll at need to at least have Flonne recruited to do it, as you'll otherwise be one Ki k 
thrower short. After that it's a simple matter of tossing one of those symbols into the e ri 

k 


sea of blue and giving it a small tap to set off a chain reaction. 


er 


q 


EZ 


Dee World Walkthrongtr Sg 


% 
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This map is both very special and 
very deadly. It’s special because 

all of the monsters here except 

the Dragon are sixth-tier monsters. 
It's also very deadly because the 
enemies here have been given 

a rather sizeable boost in their 
levels compared to previous stages; 
they're all at Level 500. 

One other thing to note is the way 
that the Geo Effects are arranged. 
All the symbols for these effects are 
sitting on the central superstructure 
of this area. The Attack +1 symbol isn't 
currently sitting on a panel, and it’s best 
you don't try to move it because some of 
the enemies have ranged attacks at their 
disposal; the extra attack will be a mild help 
When it's not crippling you. 

If you're goïng to make a stand on any one Geo Panel, 

stand on the Attack +50%, because they're bracketed by Attack -50% and 
Silence effects. Take this map easily by using the traditional setup of 
heavy attackers up front, ranged characters slightly behind them, and magic users along 
with healers even further behind. Since there are so many sixth-tier enemies here, this is 
the greatest place to recruit them instead of raising them. A level 500 sixth-tier monster 
for free? Yes, please! 


Exp 10,954,129 | 22,138,604 | 33,323,946 | 44,509,429 | 55,694,12 

HL 18,155,180 | 73,708,715 | 166,664,630 | 297,022,925 | 484,783,600 

Mana 8,000 16,160 24,320 32,480 40,640 

Full Army 10,00 20,000 30,000 36,000 42,00 à 
Main Char 13,00 27,000 42,000 47,000 55,000 \ 
Solo 25,000 60,000 150,000 200,000 300,000 P, 


This is the greatest place to collect 
the best monsters in the game. 


Ts ternpting, but dont place 
this symbol on the map. 


TARGET LIST REWARDS EQUIPMENT 
K Class Tag Num.) Amt Gain Type Name 
639,880 Exp | Monster Wpn [Beastial Mark] 
500 Shadow Orc xl |1,060,525 Hell Armor [Hero Mantle] 
500 Mana 
563,704 Exp | Monster Wpn [Fortune] 
500 Phantom x1 934272 Hell Armor [Hero Mantle] 
500 Mana Orb [Chaos Orb] 
563,704 Exp | Monster Wpn [Beastial Mark] 
500 Unknown Xi 934272 Hell Armor [Hero Mantle] 
500 Mana 
609,410 Exp | Monster Wpn [insanity Eye] 
500 Hells Crown x1 |1,010,024 Hell Armor [Hero Mantle] 
500 Mana 
685,585 Exp [ Monster Wpn [insanity Eye] 
500 Zombie King xl |1,136,277 Hell Armor [Reflex] 
500 Mana 
639,880 Exp | Monster Wpn [Chaos] 
500 Dagon x1 |1,060,525 Hell Armor [Reflex] 
500 Mana Orb [Chaos Orb] 
609,410 Exp [ Monster Wpn [Chaos] 
500 Parthenocissus Xi |1,010,024 Hell Armor [Goddess Dress] 
500 Mana Orb [Chaos Orb] 
639,880 Exp | Monster Wpn [Beastial Mark] 
500 Abraxas x1 |1,060,525 Hell Armor [Reflex] 
500 Mana 
639880 Exp | Monster Wpn [Beastial Mark] 
500 Bastet x1 |1,060,525 Hell Armor [Goddess Dress] 
500 Mana 
609,410 Exp | Monster Wpn [Dante's Inferno} 
500 Lilith xi |1,010,024 Hell Armor [Goddess Dress] 
500 Mana Orb [Chaos Orb] 
639,880 Exp | Monster Wpn [Beastial Mark] 
500 Fenrir xl |1,060,525 Hell Armor [Hero Mantle] 
500 Mana 
761,761 Exp | Monster Wpn [Insanity Eye] 
500 Tiamat xl |1,262,530 Helt Armor [Metal Suit] 
500 Mana 
609,410 Exp | Monster Wpn [Dante's Inferno] 
500 Divine Dragon x1 |1,010,024 Hell Armor [Reflex] 
500 Mana Orb [Chaos Orb] 
837,936 Exp | Monster Wpn [Immortal Body] 
500 Hell Dragon xl |1,388,783 Hell Armor [Metal Suit] 
500 Mana 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num. | Amt Gain Type Name 
914,112 Exp | Monster Wpn [Immortal Body] 
500 Dreadnaught x1 |1,515,036 Hell Armor [Metal Suit] 
500 Mana 
990,287 Exp | Monster Wpn [Immortal Body] 
500 Malachidael xl |1,641,289 Hell Armor [Shield of Aegis] 
500 Mana 
26,027 _ Exp 
70 _ATK+50% Symbol x1 14,878 Hell 
Panel 170 Mana 
26,027 _ Exp 
170 _ ATK -50% Symbol x1 14,878 _ Hell 
Panel 170 Mana 
26,027 _ Ep 
170 DEF -50% Symbol xl 14,878 _ Hell 
Panel 170 Mana 
26,027 _ Exp 
170 _ Heal 20% en x1 14,878 Hell 
zel 170 Mana 
26,027 Exp 
170 DEF +50% Symbol x1 14,878 _ Hell 
Panel 170 Mana 
26,027 _ Exp 
170 Silence Symbol x1 14,878 Hell 
Panel 170 Mana 
26,027 Ep 
170 Attack +1 Symbol x1 14,878 _ Hell 
170 Mana 
DARK SLIN DATA LVL: 4 DIFFICULTY: *4 


All effects except for Game Over are randomly determined 


WeDorttiNeedsNo)Stinking Army! 


Solo 

Melee: Only one thing is stopping you from achieving total victory on this map, and 
that’s having a good enough jumping capability. Any melee character that goes forth 
here must have a jumping capability of 35 or more. Any character here will do, but 
a Wood Golem is the best choice. 

Ranged: Use an Archer here, but keep her moving about on those Heal 20% panels. 
Her power with the bow is unmatched, and you really need as much power as you 
can get. Make sure her defense isn't too low or she won't be able to keep up. 

Magic: You'll want to stand on Attack +50% panels for magic users. The only one 
worth their salt here is, of course, the Geo Master. All the others are rendered use- 
less due to some of these monsters’ immunities to Fire, Wind, and Ice. 


Main Cfiaracters Only 
If Taro and Hanako don't appear to be pulling their weight, sacrifice them to the Dark 
Sun, as everything is better without it mucking up your plans. Otherwise, this doesn’t 
‘require any real changes in your strategy from when you were clearing this with a 
|generic army. 


Unlock: Get the “Total Damage” coun- 
ter past 3000 on Episode 13-4 

Drawn Int: Automatically drawn in 
once the unlock requirement is met. 


You're given ten turns to clear the last 
Dark Sun stage, and the amazing thing is 
that it”s one of the best levelling maps in the 
game. There are six Majin here, each with 
a different weapon, and all of them 
start at Level 1000. Obviously you’re 
goïng to need to beef your characters 
up to a serious degree, especially 
when you go to kill the last one, as 
it'll have its stats doubled. There’s 
nothing really tricky about this 
stage, as the Majin won’t move 
unless you're within their move- 
and-attack range. 
If you do want to avoid taking 
on that last Majin, you’ll need 
to kill the last two at the same time. If you 
want to clear this map quickly, tower throw 
Gunners or Archers near them and use Inferno 
and Zielregen respectively. Once you've gotten 
strong enough to actually kill these guys in a single hit, this place will be 
your prime levelling ground for a quite a while. 


Exp 10,974,852 | 22,066,020 | 33,157,260 | 44,248,536 | 55,339,740 
HL 36,180,216 | 145,805,616 | 71,180,178 | 70,001,940 | 142,270,902 
6,000 12,060 18,120 24,180 30,240 


Full Army 
Main Char 
Solo 


45,00 
40,000 65,000 
75,000 110,000 


85,00 
180,00 


An ATK stat close to 9,000 can do 
over 3,500 damage to unlock the stage. 


Attack from as far away as possible 
with your best attacks. 


Name 
1,829,142 Exp Fist [100 Fists] 
1000 Last Battalion x1 |6,030,036 Hell Armor [Majin Armor 
1,000 Mana 
[Muramasa] 
(1000 Last Battalion x1 |6,030,036 Hell Armor [Majin Armor 
1,000 Mana 
1,829,142 Exp Spear [Infemal Spear] 
| 000 Last Battalion x1 [6,030,036 Hell Armor [Majin Armor] 
1,000 _ Mana 
1,829,142 Exp Bow Diabolic Bow’ 
1000 Last Battalion xl |6,030,036 Hell Armor [Majin Armor] 
1,000 Mana 
1,829,142 Exp Gun [Rolling Thunder] 
(1000 Last Battalion x1 |6,030,036 Hell Armor [Majin Armor] 
1,000 _ Mana 
1,829,142 Exp Axe [Diabolic Axe 
1000 Last Battalion x1 [6,030,036 Hell Armor. [Majin Armor: 
1,000 Mana 


DARK SLUIN DATA 


LVL: 5 


DIFFICULTY: *5 


Turn 1-Nothing 
Turn 2-Nothing 
Turn 3-Nothing 
Turn 4-Nothing 
Turn 5-Nothing 


Turn 6-Nothing 
Turn 7-Nothing 
Turn 8-Nothing 
Turn 9-Nothing 
Turn 10-Game Over 


107 


jeg (Cal De 


WeDor’tiNeedsNojStink 


Solo 

Melee: A highly evasive Ninja is just what the doctor ordered. Try not to take too 
long, but ten turns should be more than enough. 

Ranged: A Gunner is especially potent because he can attack three of these Majin at 
once with his Inferno skill. If you fire it from maximum range and kill three in one 
shot, just one or two Majin will come after you. Your Gunner can easily retreat and | 
fire again from safety. Í 

Magic: There are certain spots where any magic user can use their spells from seven 

‚_panels away and hit some of the Majin without even drawing their attention. These 
spots are seven panels directly in front of the Majin with the Fist, and nine panels 
away from the gun-wielding Majin. 


Í Main Chtaracters Only 
Much like when you're using a full army, there’s not much in the way of tricks here. 
You can get rid of the Dark Sun if you want to, but only do that when the Game Over 
turn suddenly creeps up on the mini-report. Rozalin, Adell, Yukimaru, and Laharl can 
do spectacular damage with their skills, so make good use of them here. 


Unlock: Unlocked from beginning 
In: N/A 


Your first Axel mode Dark 

World stage is a modified 

version of the first stage, and it 

can be a bit of a doozy if you're not 
careful. There are only five enemies 
to begin with, but every round after 
the first, the Dark Sun will begin 
spewing new enemies. The good 
news is that by and large, most 

of the enemies on this stage are 
fairly weak. If you've gotten past 
the first chapter or two of Axel's 


(a 


mode, winning shouldn't be an issue. Toss your best characters up on stage, preferably 
characters with multi-target attacks like magicians, and eliminate the enemies before 
the second round. You can generally survive one or two sets of reinforcements, but it is 
best to simply deal with the situation before that becomes necessary. 


Ô 5 Ö Bp 744672 
Ab HL 211170 
Mana 500 


1287453 1959355 2633229 3307462 
907635 2090520 3759825 5915550 
1050 1600 2150 2700 


than the ones in the regular stage. 


The enemies are not that much tougher 


Let the Dark Sun call in reinforcements 
and yow(l be drowning in enemies! 


TARGET LIST REWARDS EQUIPMENT 
Class Tag Num.| Amt Gain Type Name 
155603 Exp. | Monster Wpn. Confusion 
Dagon x1 44125 Hell 
100 Mana 
62623 Exp. | Monster Wpn. Lionheart 
100 Assassin Doll xl 26265 Hell 
100 Mana 
155603 Exp. | Monster Wpn. Lionheart 
100 Devon Rex x1 44125 Hell 
100 Mana 
137079 Exp. | Monster Wpn. Confusion 
100 _ Phantom xl 38872 Hell 
100 Mana 
203764 Exp. | Monster Wpn. Lionheart 
100 _Bahamut xl 57783 Hell 
100 Mana 
DARK SLIN DATA LVL: 5 DIFFICULTY: *5 
Turn 1 Enemy Unit Up Turn6 Enemy Umit Up 
Turn 2 Enemy Unit Up Turn7 Enemy Unit Up 
Turn 3 Enemy Unit Up Turn8 Enemy Unit Up 
Turn 4 Enemy Unit Up Turn9 Enemy Unit Up 
Turn 5 Enemy Unit Up Turn 10 Enemy Unit Up 


ock: Defeat one of the Spirits 
Drawn In: Automatically drawn once 
the stage is unlocked 


Sadly, this isn't a stage where 
strategy can really influence 
the outcome. The premise of the 
stage is fairly simple: You're goïng 
to be able to select one character 
before the Base Panel is destroyed. 
After the Panel is destroyed, the 
Geo Symbol will move, allowing 
you to fight the Blade Master. 

Your foe is fairly deadly indeed. A 
Blade Master, who already gains a 
bonus in one-on-one duels, with a 


Axel is a solid choice here, both for his strong attack power and his reduced damage 
from humanoîd characters. Don't rush her, and allow her to come near you, so you can 


Magichanged blade. You're goïng to need a strong character of your own to handle her. £ 
| 
begin with a powerful attack of your own. è! 


atelier 


Gauge |Prize Lv} 

0-9 50 Jep 1249290 2524849 3800507 5076181 6351855 
HL 2070549 8406279 19007649 33874659 53007309 
Mana 1000 2020 3040 4060 5080 


Does Magichange realfy count Make sure to strike first with your 
as one on one? most powerful attack. 


TARGET LIST REWARDS EQUIPMENT 


Lvl Class Tag Num. | Amt Gain Type Name 
609410 Exp. Sword Sesshoumaru 
1010024 Hell Armor Dandy Gown 
500 Blade Master x1 500 Mana Belt Bravery Belt 
Shoes Falcon Shoes 
Magichange Fenrir 
369880 Exp. 
500 Fenrir Magichange x1 | 1060525 Hell 
500 Mana 
Symbol 16181 Exp. 
500 No Entry Panel x1 126253 Hell 
Moves Around 500 Mana 
[DARK SUN DATA LVL: 6 DIFFICULTY: *10 
Turn 1 Crush Base Panel Turn 6 Nothing 
Turn 2 Nothing Turn 7 Nothing 
Turn 3 Nothing Turn 8 Nothing 
Turn 4 Nothing Turn 9 Nothing 
Turn 5 Nothing Turn 10 Nothing 


Unlock: Create a Tower of 5. 
Drawn In: Automatically drawn once. 
the stage is unlocked 


This stage is mostly a waiting 
game. A group of enemies in the 
back are behind a No Entry Geo 
Panel wall, and there's nothing 

you can do about it, since your 

own side is stuck on No Ranged 
Attack panels. Fortunately, the 

entire field has a Fusion effect, and Te 
there is a single weak enemy on 

your side. Your goal for this level 

is just to keep that enemy alive 

until every other monster Fusions 

into him. If you have a powerful mage with strong magic and the ability to cast it in the 
“checkboard” pattern, you can actually eliminate a large number of the enemies by 
casting a spell from the Base panel, making the stage much easier. The difficult part is 
that the Dark Sun is goïng to constantly toss effects at you until it occurs. Fortunately, 
all the detrimental effects are coded to gender. Simply check the Sun bonus, pick the 
opposed gender character, have him or her toss the Gaia Titan away from you. Since it 
only has a movement range of 3, a Valkyrie or Warrior are an optimal choice for this, 
since it will never be able to reach you. 

Once the monsters have finished fusing, the Gaia Titan becomes a formidable foe, and 
you'll need powerful characters to take it down, especially with its innate healing ability. 
Fortunately, the same basic tactic that you used before still works. If you toss it away 
from you with a weak character after you're done smashing it, it can't attack on its own 
round. From there, it's only a matter of overcoming it's 13459 per turn HP regeneration, 
either through pure damage in one turn or by wearing it down. Try to keep switching 
between Male and Female characters if you can‚ to avoid accidentally having your entire 
team crushed by a bad effect. 


-Rewards- 
Exp 313318 786751 1197208 1624233 2062978 
HL 90352 400192 930667 1681777 2653522 
Mana 705 1520 2335 3150 3965 


A powerful mage car really trim down 
the enenty reumbers, 


EQUIPMENT 


Keep tossing the Gaia Titan and 
he'll never get an attack in, 


Type Name 
Monster Wpn Bear Claw 
5 _ Gaia Titan x1 Armor Fur Jacket 
Emblem Devil Ring 


Alraune 


Mothman 


Warslug 


Dragon 


Pvt. Prinny 


Petite Orc 


Ghost 


Zombie 


Em pusa 


Nekomata 


100 


No Range 
Attack 


100 


100 


Fusion 


No Entry 


Invincibility 


DARK SLIN DATA LVL: 4 DIFFICULTY: *4 


Turn 1-10 Gender Rule: Randomly tragets allied Males or Females with random effects 


2 Combine all enemies on stage 
Drawn In: Automatically drawn once 
the stage is unlocked 


Another stage where you're vid 


limited to close-range attacks. 

To make matters worse, you're 

goïng to have a hard time doïng 

full damage to your foes due to 

the Disperse Damage Geo Panels da 


on the stage. You need some very 
powerful attackers here. You should Te 


focus on the two Flamberg. They 
have significantly lower defenses, 
and any damage you do to them is 
goîng to be passed over to the Slust 
anyway. However, there is one trick that works to your advantage. The Entei can never 
use a ranged attack agaïnst you… but once your Base Panel is destroyed, the space 
where it was becomes completely free, allowing you to park a magician there and Launch 
ranged attacks. The thin bridge leading to your magic user should be stocked by strong 
characters and a healer, if possible. The Disperse Damage works in your favor as well, 
spreading the damage out and making it a bit easier to survive a few rounds. One good 
tactic is to place a tower of characters above whoever is in the “front” of your defense. 
That way, not only can you place a strong defensive character without worrying about 
them counterattacking, but if they should fall, they’ll instantly be replaced. 


BONLISES 
[o-9 50 | 


-Rewards- 


2772805 
4955602 
1600 


5600478 
20097652 
3230 


11255878 
45427102 
4860 


2772805 
80943952 
6490 


14083592 
1266485202 


Exp 
HL 
Mana 


A tower of figfters can be an 


ideal defense here. Gut it's more useful to just leave therm intact. 


You can destroy these Geo Symbols, 


TARGET LIST 


Lvl Class Tag Num. | _Amt Gain Type Name 
1096933 Exp. | Monster Wpn Dragon Anger 
2178036 Hell Armor Dragon Mail 
eol dE: ad 600 Mana Shoes Falcon Shoes 
Emblem Sophia's Mirror 
837936 Exp, Monster Wpn Dragon Anger 


500 Flambere Magichange x2 ERS Hell Armor Dragon Mail 


Mana Shoes Falcon Shoes 
Emblem Sophia's Mirror 
45700 Ep. 
zoo FreElement Symool 2 | 45753 Hell 
Eh ane 300__Mana 
45700 Exp. 
300 NRE Sel xt | 45753 _ Hell 
ac epe 300___Mana 
45700 Exp. 


300 Pisperse Symbol {| 45753 Hel 


Damage Panel 300 os 
p 45700 Bo. 
300 HoEnty xl | 4573 Hell 
Ck 300___Mana 
45700 Ep. 
300 Ivincibitiy MP 4 | 45753 Hel 
Gs 300__Mana 
DARK SLIN DATA LVL: 4 DIFFICULTY: *10 


Turn 1 Crush Base Panel 
Turn 2-10 Nothing 


For a Dark World stage, this 
isn't too bad at all, Each Green 
Giant will wait patiently on 

their perch until you approach 

them then come down and 

attack. As long as you have a strong 
batch of melee units, you can simply 
lure them down, two at a time, and 
beat them up. The only thing you 
have to watch out for is the Damage 
20% effect. This can really add up 

if you're not careful. A healer or 

two is more then capable of keeping up with the damage however, and as long as you're 
careful, you shouldn't have much of a problem. Keep în mind that you can place at least 
one ranged attackers on your Base panel to allow them to cast magic at a distance and 
keep them immune from the Damage 20% effect. This is a great position either for your 
healer or a powerful magic caster. Make sure to keep an eye on the Dark Sun Report, as 
the random effect can be devastating if you're not prepared for it. 


en 


Gauge [Prize Lv 

0-3 4 [ep 1847128 3777408 5728128 7679968 9632088 

ee IE 930240 3906240 8930240 16002240 25122240 
Mana 1200 2480 3760 5040 6320 


You can't use the Damage 20% panels Having a strong Healer stand on your 
against the Green Giants, base lets you keep your team alive and healthy 
they! just heal the damage. without putting your Healer at risk. 


TARGET LIST 
Lvl Class Tag Num.| Amt Gain Type Name 
230891 Exp. | Monster Wpn Golem Punch 
150 Green Giant x8 116280 _ Hell Armor Magical Vest 
150 Mana 
76181 Exp. 
500 Damage20% ML a | 126253 Hell 
ane 500____Mana 
76181 Exp. 
500 No Entry mek xt | 126253 _ Hell 
ils 500__Mana 
76181 Exp. 
wo ON nn GE 
ae AE 500 ___Mana 
DARK SLIN DATA LVL: 4 DIEFICULTY: *4 
Turn 1-10 All effects except Game Over randomly determined 


Dat Worltt3-0g 
Too Au Dire Ruiten 


Unlock: Combine all enemies on the 
stage, then toss the combined enemy 
into your Base without destroying any 
Geo Panels. 


Drawn In: Decide to enter or not once 
the stage is cleared 


At a whopping 30 stars, this stage 
seems quite intimidating, but 

if you're careful, it's actually a 
breeze. What you're goïng to need 
is the following: Two Monsters with 
a Throw of at least 4, such as a 
Mystic beast, one Armor Knight, two 
strong melee fighters, and three 
expendable low-level Fighters and 

a mage who can use any spell at at 
least 5 squares range, and six pairs 
of shoes. At least three of those 
pairs of shoes have to be upgraded 
to Movement + 1 in the item world. 
You're shooting for a movement of at least 9 for your mage. 


Equip one of your Mystic Beasts with the three pairs of shoes that are not upgraded. 
Equip your Mage with the three that are. Move the shoeless Mystic Beast six spaces 
forward. Move the other to the end of the first row and turn him towards the left. Have 
one of your disposable Fighters leave the base. Then pull out any monster with a throw 
of at least three and have your disposable Fighter toss it onto the Mystic Beast. Once 

it lands, make it face downwards. Have a strong fighter, such as Axel, come out of the 
Base, kill the disposable Fighter, and then move forward out of the way. Pull out your 
second disposable fighter and position him in front of the Base Panel. Lift the Heavy 
Knight and toss it onto the Mystic Beast. Have another good fighter come out and kill the 
disposable Fighter, and then move out of the way. Finally, have a third thrower stand in 
front of the base panel. Then, having your mage come out and get tossed onto the Mystic 
Beast. Assuming you've followed this plan, your mage will land within an easy walk to 
the glowing red Geo Panel. Since the enemy Prinny is a mere level 1, you can easily crush 
it with even the weakest magic spell. 


Gauge [Prize Lv) 

0-9 50 Exp 10 309 1423 3835 8020 
HL 18 315 975 1998 3384 
Mana 1 12 23 34 45 


This Gttle Privy can be one of the Set up your tossers life this 
hardest enemies in the game to Kill and you can ensily reach the goal. 


TARGET LIST REWARD. 
Lvl Class Tag Num.| Amt Gain Type Name 
10 Exp. 
1 Pvt. Prinny x1 18 Hell 
d Mana 
60935 Ep. 
400 eene: Se xt | 81003 _ Hell 
ae GE 400___Mana 
50935 Exp. 
400 Notting VO a | 1003 Hel 
ane 400___Mana 
60935 Exp. 
No Entry de xi | 81003 _ Hell 
si 400 __Mana 
60935 Exp. 
Attack +1 am x1 | 81003 _ Hell 
mole 400 ___Mana 
60935 _ Exp. 
Attack+50s  SMPOL ‚4 | 81003 Hell 
hie 400 __Mana 


TARGET LIST REWARDS EQUIPMENT 


Lvl Class Tag Num.| Amt Gain Type Name 
60935 Exp. 
400 No Lifting Arg xl 81003 Hell 
_ 400 Mana 
DARK SLIN DATA LVL: 7 DIFFICULT Y: *30 


TurnO Nothing 
Turn 1_ Game Over 


Spend 20 turns on the stage 


Drawn In: Automatically drawn once 
the stage is unlocked 


This stage can be a bit tough, 

but it’s actually very manageable 

if you know the trick. An enemy 
who is revived with the Dark Sun 
effect won't be revived if their 
starting position is blocked by 
another character. This can be 
another enemy, or one of your own 
characters. The key here is that 
every time you eliminate an enemy, 
make sure to replace it with a character of your own, or at very Least, toss another 
enemy onto its square until you can. However, while doing this, you're also goïng to have 
to deal with the Ascending enemies near the top of the stage. Your main task should 

be to defeat the enemies with low Ascending numbers, even if it means killing them 
without blocking their respawn. An enemy who respawns won’t have an Ascend number. 
If you let too many enemies Ascend, this stage becomes nearly impossible. After you've 
lowered the number of foes to a manageable amount, defeat them in one turn. Make 
sure to defeat the Omega Sentinel before the other foes, or else he'll gain a hefty bonus 
to power. 


-Rewards 
Gauge [Prize Lv) 


0-9 50 Jep 904528 1986447 3018294 4058248 5099358 
HL 324954 1396554 3216704 5785404 9102654 
Mana 825 1750 2675 3600 4525 


your weaker troops. 


Kill ar enemy and they'll respawrs 


without their Ascend number: 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.) Amt Gain Type Name 
323245 Bp. Axe Giant Axe 
450 Omega zi 162792 Hell Shoes Falcon Shoes 
Sentinel 150 Mana Shoes Falcon Shoes 
Shoes Falcon Shoes 
64587 Exp. | Monster Wpn Scorpion Tail 
75 Belladonna x9 18018 Hell 
75 Mana 
18529 _ Ep. 
100 Silence VOM a | 5253 Hel 
ane 100 __Mana 
18529 Exp. 
soo Eremyoost Symbol 4 | 5263 Hell 
ee LS 100__Mana 
18529 _ Bp. 
OE OM dl SE 
el 100 __Mana 
18529 _ Ep. 
100 _ No Lifting Gee, xi | 5253 _ Hell 
ane 100__Mana 
18529 Ep. 
100 NoEnty OOP a | 523 Hell 
de 100__Mana 
18529 Ep. 
100_invincibitity an xi | 5253 Hell 
ans 100 Mana 
DARK SLIN DATA LVL: 5 DIEFICULTY: *5 


Turn 1-9 Enemy Revival 
Turn 10 Game Over 


ke 


wam 


Compared to a lot of the other 
Dark World stages you've 
faced so far, this one is very 
straightforward. There are four 
enemies up on top of a nearby 
mountain, and the only way to fight 
them is to climb up. The simplest 
way to do this is to equip your 
strongest characters with enough 
pairs of shoes that they have at 
least 30 JMP. There are a few 
options for this, although a single 
pair of Falcon Shoes are the easiest. 
Once equipped, have your team 
simply hop up to face the Rifle 
Demons. 


The Rifle Demons themselves are powerful enemies, but the Geo Symbols work against 
them too. They can't take as much advantage of their ranged attacks. To make matters 
even better, the Rifle Demons won't move from their starting positions, meaning you can 
take them on one at a time. With a full team with Falcon Shoes, you should be able to 
crush the Rifle Demons without too much trouble, 


BONISES Rewards. 
Gauge [Prize Lv 
0-3 39 lep 2376112 4833372 7291828 9750412 12209000 
408 f ln 2375156 97540 22126156 39495456 61062456 
Mana 1200 2440 3680 4920 6120 


This impassible wall 
for Falon Sfioes. 


The erenties won't take the bait, 


no matter where you stand 


TARGET LIST REWARDS 
Lvl Class Tag Num.| Amt 
594028 Monster Wpn Dark Aura 
300 Malchidael x4 | 594789 Armor Battle Vest 
300 Shoes Falcon Shoes 
18529 
100 Nolifting _Ymbel 4 | 5253 
tem 100 
18529 
No Range Symbol 
100 Attack hak xl 5253 
100 
18529 
100 _ Evade Symbol 4 | 5253 
dei 100 
$ 18529 
100 _Invincibility tn 5253 
Panel 100 
18529 
100 NoEny px | 525 
anel 100 
DARK SUN DATA EVL: 5 DIFFICULT Y: *5 


Turn 1-10 Randomly target allied Male, Female or All with random effect 


Before goîng în to this stage, 
you’ll want to make four 
Good-For-Nothing Nekomata, 

one Good For Nothing Heavy 
Knight, one level 1 Fighter, and 

one strong mage. Equip all your 
characters with three pairs of shoes 
each. Once the stage starts check 
the Dark Sun Report right away. 

If you see the Crush Base Panel, 
Enemy Unit Up or Ally Don't Move 
effects, restart right away. These effects can make it impossible to complete the stage. 
Once the stage begins, have three of your Nekomata move forward as far as possible. 
Have whichever Nekomata is in the corner of the stage, face upwards. Then take your 
Fighter out of the Base and stand him directly in front of it. Pull out your last Nekomata 
and have him lift it and toss it onto the upwards-facing Nekomata. This will launch the 
Nekomata further up and allow it to move even after being tossed. Simply advance as far 
along the path as you can. Pull out your Heavy Knight next and having him move as far 

as he can. On your second turn, continue moving your Nekomata as far as possible. You 
want to move your Heavy Knight to the first corner, and a Nekomata at every following 
corner. Each Nekomata should be facing further along the yellow Geo Panel path. On 
your third turn take your mage out of the Base. Have your Fighter throw him at the 
Heavy Knight. Finally make the Heawy Knight throw the mage the Nekomata at the next 
corner. Once the mage lands, have them quickly move ahead and cast their strongest 
spell on the Desperado. This will eliminate him and prevent the Game Over effect. From 
here, you only have to clean up the Clones formed during the first two turns. Since they 
should all be level 1, this won't be hard. 


BONUSES -Rewards- 

Gauge |Prize Lv) 

01 44 bp 487422 987610 1487862 1988122 2488390 

Ee id HL 648024 2640624 5978024 10660224 26687224 bl 
Mana 400 810 1120 1630 2040 0 


ee vid 


ke 


gd wat 
ON zie 


A Nekomata at each corner allows you A level 1 Poser shouldn't be 


to speed through the maze. a threat to anyone, 
TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.) Amt Gain Type Name 
487422 Exp. Gun lon Blaster 
400 Desperado x1 | 648024 Hell Armor Halfplate 
400 Mana Glasses Nightvision 
Ee 23094 Dep. 
150 Game Over Panel x1 11628 Hell 
Moves Around 150. Mana 
23094 Bp. 
150 NoEnty U a | 11628 Hell 
Cue 150__Mana 
23094 Bp. 
150_Invincibitity ae xi | 11628 _ Hell 
ane 150__Mana 
23094 Bp. 
150 _ Clone Sm Sa | 11628 Hell 
- 150_Mana 
s, 23094 _ Bp. 
150 _ No Lifting bg xi | 11628 Hell 
ma 150__Mana 
23094 _ Bp. 
150_Invincibitity Symbol xt | 11628 _ Hell 
sue 150___Mana 
23094 Exp. 
150 Movert MEL a | fis Hell 
ans 150___Mana 
DARK SLIN DATA LVL: 5 DIEEICULTY: *5 
Turn 1-10 All effects except Game Over randomly determined 


ine Geo Symbol’s position 
Drawn In: Decide to enter stage or not 
after the stage is cleared 


This stage will require you 
to have a healthy batch of 

strong human characters. 

Monsters just won't do, as 

this is a level about towers. 

Pick a strong character and have 
him or her lift the green Warp 
Symbol off its block. Then, have 
another strong character pick the 
first one up, and stand on the green 
panel. Repeat this until you have 

a tower of 9 characters standing 
just off the green panel. Have a tenth pick them up and toss them onto the green Geo 
Panel. Make sure this character and the first one are your strongest, as they'll need to 
defeat the enemy on their own. From here, the battle is simple. Every time you warp, 
toss the tower onto the empty spot onto the table, and then onto the next Geo Panel. 
Occasionally, you may have to defeat one of the enemies to reach that panel. Simply toss 
the tower onto the blank spot, beat up the foe, and continue. Every time you defeat an 
enemy, move one of the characters onto the spot where that enemy started, which will 
prevent them from respawning. If you've done this right, you’ll end up with 2 characters 
on every table, and one character both near the Base Panel and on the middle Table. 
Simply kill the enemies and replace them before they can respawn and this stage will be 
over very quickly. 


-Rewards- 
Gauge [Prize Lv) 


0-4 38 lep 656692 1331738 2020785 2712357 3404307 
Bon pl HL 279974 1185029 2716144 4873319 7656554 


Mana 660 1380 2100 2820 3540 


You need to make a tower of at least 9 You have very Gttle room for error with 


of your best humanoid fighters to your first and last characters, since they won't 
survive this stage. have a second character helping then. 
TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.|_ Amt Gain Type Name 
19780 Exp. Sword Berserker 
60 _ Togabito x1 6640 Hell Armor Battle Vest 
60 Mana 
56691 Exp. Spear Shovsri 
80 Yasha x1 14973 Hell Armor Battle Vest 
80 Mana 
100032 Exp. Bow Angel Bow 
100 __ Ashura xl 28366 _ Hell Armor Battle Vest 
100 Mana 
151699 Exp. Axe Savage Axe 
140 Bushin x1 71071 Hell Armor Battle Vest 
140 Mana 
122319 Exp. Gun Godfather 
120 _ Rasetsu x1 48019 Hell Armor Battle Vest 
120 Mana 
206171 Exp. Fist Pata 
160 _Aragami x1 110905 Hell Armor Battle Vest 
160 Mana 
3550 Exp. 
50 Warp En xt | 1378 Hell 
ne 50___Mana 
Symbol 457473 Exp. 
En Panel 4507503 Hell 
[3000 Invincibility symbol 3000 Mere 
Panel 
Symbol 457473 _ Exp. 
Panel 4507503 Hell 
P200 NoEnty symbol 3000 Mana 
Panel 
DARK SLIN DATA LVL: 6 DIFFICULTY: #10 
Turn 1 Nothing Turn6 Enemy Revive 
Turn 2 Enemy Revive Turn7 Nothing 
Turn3 Nothing Turn8 Enemy Revive 
Turn 4 Enemy Revive Turn? Nothing 
Turn5 Nothing Turn 10 Enemy Revive 


lock: Finish the stage without 
destroying the No Entry Geo Symbols 
Drawn In: Decide to enter stage or not 
after the stage is cleared 


This is one of the few Dark 
World stages where the 
best tactic is simply to 
destroy the Dark Sun itself. 

A well-equipped level 150 

to level 200 character can do this 
fairly easily. Once the Dark Sun is 
out of the way, the stade becomes 
a bit odd, but perfectly winnable. 
You have two major options here. 
The first is to make a squad of 5 
Prinnies who can do at least 7100 
damage when thrown. Have one or two characters toss an opponent onto one of the 
Reverse Damage panels on the table, then toss a Prinny at the enemy. Since Prinnies are 
not affected by the Reverse Damage effect, you'll destroy them with ease. The second 
is to bring ten strong characters out, and then toss an enemy into your Base Panel. It 
will be destroyed, but the empty space Where it was is free from any of the effects. 
Toss an enemy onto that blank space and you can destroy them with regular physical 
attacks. As a bonus, the invincibility panels still work for your own side, preventing any 
risk to your characters. 


EEEN 


Gauge |Prize Lv) 

a 2 Bp 656692 1331738 2020785 212357 3404307 

6-9 37 HL 279974 1185029 2716144 4873319 7656554 
Mana 660 1380 2100 1820 3540 


oying the Darft Sun bmost 


essential to winning this stage. Panel ta get it, but thris empty space 


You may have to destroy your Base 


mafes things a (ot easier! 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num.|_ Amt Gain Type Name 
109671 Exp. Shoes Cross Trainers 
300 Ghost x1 109807 _ Hell Shoes Cross Trainers 
300 Mana Shoes Cross Trainers 
81286 Exp. Shoes Cross Trainers 
130 Killer Puppet x1 35112 Hell Shoes Cross Trainers 
130 Mana Shoes Cross Trainers 
167599 Exp. Shoes Cross Trainers 
250 Watcher x1 140263 _ Hell Shoes Cross Trainers 
250 Mana Shoes Cross Trainers 
14184 Exp. Shoes Cross Trainers 
50 Lilim xl 5512 Hell Shoes Cross Trainers 
50 Mana Shoes Cross Trainers 
240811 Exp. Shoes Cross Trainers 
100 Malchidael x1 68289 Hell Shoes Cross Trainers 
100 Mana Shoes Cross Trainers 
Reverse Symbol 18529 Bo. 
100 x1 5253 Hell 
Damage Panel 100 Mana 
18529 _ Exp. 
100 he Ae x1 | 5253 _ Hell 
Ee oe 100_Mana 
18529 _ Exp. 
100_Invincibitity vene xi | 5253 Hell 
due 100___Mana 
18529 Exp. 
100 Siene QM a | 525 Hel 
ae 100___Mana 
18529 _ Exp. 
zoo Nokanse Symbl 4 | 55 Hel 
ac we 100___Mana 
18529 _ Exp. 
doo Noeney 20 a | 523 Hel 
zie 100__Mana 
18529 Ep. 
100 No Lifting amb xi | 5253 _ Hell 
En 100__Mana 
18529 Exp. 
100 Invincibitiy VO a | 523 Hell 
ee 100 Mana 
DARK SLIN DATA LVL: 5 DIFFICULTY: *5 
Turn 1 Enemies Recover HP 
Turn 2 Enemies Recover HP 
Turn 3 Game Over 


5 Ren SG 


As far as Axel Mode's 
stages go, you won’t find 

a better stage for leveling 

up your character. The 

only real requirement ís a strong 
mage wearing three pairs of shoes. 
Begin the stage by taking out a 
monster with a good throw, like a 
Nekomata, and placing it directly 
in front of the Archer. Follow up by 
pulling any human out of your base 
and positioning them right behind the Nekomata. Finally, take a strong magic user from 
your base and have the humanoid throw it onto the Nekomata. Afterwards, quickly put 
your Nekomata back into the Base. Have that Mage move forward as far as possible and 
eliminate the No Lifting symbol. This may take multiple turns, but don’t worry. You have 
all the time you need, since the Archer won't move. She may kill whatever character 

you deployed to toss the mage, but that is a small loss. In fact, multiple turns taken 

to defeat the enemy just means you'll gain more experience when she actually dies. 
However, be warned that you're still at the mercy of the Dark Sun. 

Once the Geo Symbol is destroyed, the basic strategy is very simple. Take out à 
disposable throwing character and toss the Archer five spaces forward. When your turn 
ends, she’ll kill the disposable character, but she won't be within range to do anything to 
any other character. Pull your Nekomata back out of the Base and position it directly in 
front of the Archer. Then take another monster with at least a 5 throw and have someone 
toss it onto the Nekomata. Finally, pull the Nekomata back in and have someone toss 

aä strong humanoïd thrower right in front of the Archer. Have the humanoid throw the 
Archer onto your newly-placed monster and shell land right on the Deathblow panel. 
Simply have your mage cast an attack spell and watch the rewards roll in. 


3247326 4892098 7344622 9797146 12199642 ei 
HL 16040024 64400624 1450382024 258084224 400120008 kel 
Mana 2000 4010 6020 8030 9999 


a vid 


ke 


ge wat 
ON zie 


Daatnoow 


High levels ar: 


You want to position your Toss & Pass 
e that the 
Archer lands on the Deathblow. 


s when youre 


monster right here to assu on a Deathblow panel, 


TARGET LIST REWARDS EQUIPMENT 
K Class Tag um. Amt Gain Type Name 
3247326 Exp. Bow Evil Hunter 
16040024 Hell Armor Spirit Mantel 
en Lierde Xl | 2000 Mana | Glasses foresieht 
Emblem Royal Ring 
152434 Dep. 
1000 No Lifting ome: xt | 502503 _ Hell 
ane 1000__Mana 
152434 Exp. 
ooo Eremvreel Symbol ‚4 | 502503 Hel 
p 10% Panel 1000 Mana 
152434 Ep. 
1000 Deathblow ln xt | 502503 Hell 
ze 1000___ Mana 
304953 Exp. 
2000 No Lifting GEen x1_| 2005003 Hell 
as 2000 Mana 
[DARK SLIN DATA LVL: 6 DIFFICULT Y: *10 


Turn 1-10 Randomly target allied Males or Females with random effects 


The toughest part about 
this stage is the time limit. 

The Blue Geo Symbol on the 
fence is goïng to run as fast 

as it can towards the green 

panel at the end. If any one of 
your foes is left alive by the end 
of Turn 5, it's game over for you. 
Fortunately, that’s the only really 
difficult part of this stage. The 
enemies are strong, but there are 
only five of them, and you’re not 
limited in your attacks in any way. Bring a full army and unleash your full force on the 
enemies. They’'ll rush towards you, so even the No Lifting effect isn't a big deal. Focus 
on the Dark Dragons first, leaving the Hell Dragon for last, and you should clear this stage 
with ease. 


EE ewa 
Gauge |Prize Lv) 
0 lbo 1854614 3785864 5719521 7653385 9587305 
1-9 50 Hir 1489528 6144028 13964928 24952228 39105928 
Mana 1190 2430 3670 4910 6150 


Don't destroy fris hidden Ge You onfy have uitil turn 5 before this 


yow ll automatically lose the stage. Geo Symbol reaches the end. 


TARGET LIST REWARDS EQUIPMENT 


Lvl Class Tag Num.| Amt Gain Type Name 
452430 Exp. | Monster Won Pegasus Hoof 
270 Hell Dragon x1 408408 Hell Emblem Pravda Pendant 
ZN 270 Mana 
350546 Exp. | Monster Won Chimera DNA 
230 Dark Dragon x4 | 270280 Hell Emblem Pravda Pendant 
230 Mana 
Symbol 30521 _ Exp. 
200 Game Over Panel x1 20503 Hell 
Moves Around 200 Mana 
30521 _ Ep. 
200 No Entry geen xi | 20503 _ Fell 
gl 200__Mana 
30521 _ Exp. 
200_invincibitity re xi | 20503 Helt 
ane 200 ___Mana 
30521 _ Exp. 
200_Invincibitity nme x1 | 20503 Hell 
nf, 200__Mana 
30521 Exp. 
200 Nolifting 27 4 | 20503 Fel 
Gi 200 Mana 
DARK SLIN DATA LVL: 4 DIFFICULTY: *4 
Turn 1-10 Alleffects except Game Over randomly determined 


iS ni 
GENEW! 


1 


gn 


Unlock: Finish the stage without taking 
damage 

Drawn In: Decide to enter stage or not 
after the stage is cleared 


The good news is that all 
the Samurai on this stage 

begin at only 25% health. 

The bad news is that that 

means they all gain their unique 
ability to occasionally instantly 
kill a character with their attacks. 
The Attack +2 effect just makes it 
even easier for them to do that, 
regardless of how strong your 
characters are. The key to winning 
this stage is to force the Samurai to come to you. Put three potentially disposable 
allies on the the three squares in front of your base, and one on the fence behind the 
base. When the Samurai attack, they'll line up in a nice neat formation. If any of your 
disposable characters survive the round, quickly pull them back into the base. Have a 
strong magic user stand on your Base Panel and cast your strongest spell on as many 

of the enemies as possible. Afterwards, use your best physical attackers to mop up. 

You gain the same Attack +2 bonus as they do, so as long as you have at least one good 
magician and a couple of powerful physical fighters, you can tear them apart in a round 
or two. 


Gauge [Prize Lv) 
0-2 45 ap 5964912 12167928 18377190 24586929 30796749 
Eus je HL 4992093 20565963 46715993 83472183 __ 130804533 

Mana 4500 9180 13860 18540 23220 


TARGET LIST 


Yow/ll want to create a barrier 
of expendable characters 
the Kengou’s fire. 


o draw 


When the Kengou bunch up, 
you can kill most of them with 
one powerful blast of magic. 


Class 
418990 Exp. Gun Old Glory 
350658 Hell Armor Chain Mail 
250 _ Kengou x9 250 _ Mana Shoes Ninja Tabi 
Weight Speed Weight 2 
Magichange Verchiel 
EEN 
250 Verchiel Magichange x9 204019 Hell 
250 Mana 
38095 _ Exp. 
250 __ No Entry an x1 | 31878 _ Hell 
se 250_Mana 
38095 Exp. 
250 No Lifting en xi | 31878 _ Hell 
ie 250___Mana 
38095 Exp. 
250 Invincibitity Ya | 3878 Hell 
SIE, 250 _Mana 
38095 Exp. 
250 No Lifting mbo, x1 | 31878 _ Hell 
ans 250__Mana 
38095 Exp. 
250 Silene WMO 4 | 388 Hel 
ans 250 _Mana 
38095 _ Exp. 
250 Attack +1 in 31878 _ Hell 
ane 250 _Mana 
DARK SLIN DATA LVL: 6 DIEFICULTY: *10 
Turn 1-10 Alleffects except Game Over randomly determined 


The last of Axel's Dark World 
stages is actually faïrly easy. 
The two Marionettes begin 
on Disperse Damage tiles 
and they'll never move off them. 
However, the zombies at the other 
end of the stage will wander around 
across three different Geo Panel 
colors. What you want to do is wait 
until two zombies are on the same 
color tile. Once they are, throw a Marionette onto the same colored Geo Panel on your 
end of the stage. Do as much damage as possible to that Marionette in one attack. Tower 
Attacks are great here. The damage you deal is transferred over to the Undead standing on 
the panels. It’s actually best not to try to kill the Undead in one attack, since you'll need 
to be very high level for that. Instead, just wait for the Dark Sun to revive the Marionettes 
and do this again and agaïîn until all three of the zombies are at critical health. If one 
Zombie has more health then the others, don’t be afraid to kill a Marionette just to 
weaken that zombie. Once all three Undead are weak enough, wait until the two with 
lowest health are on the same color. Toss the Marionettes onto the same Geo Panels as the 
zombies and unleash enough damage to kill the whole bunch in one turn. 


-Rewards- 
Exp 1328844 2618239 3956343 5295239 6634271 
HL 1131114 4652964 10566614 18872064 29569314 
Mana 1100 2250 3400 4550 5700 


ATTACKS 5: 
TOTAL DAMAGE “1754/91 


These enemies are too far away to (laws you to 


damage witfi regular attacks E pass the f 


ww wo ub (ej 


ng along! 


528 W 


TARGET LIST REWARDS EQUIPMENT 
Class Tag Num.|__ Amt Gain Type Name 
148194 Exp. 
Hells Crown x1 42024 Hell 
100 Mana 
129670 Exp. 
Mad Jester xl 36771 Hell 
100 Mana 
411252 Exp. 
300 Zombie King x1 411777 _ Hell 
300 Mana 
365558 Exp. 
300 Wight x1 | 366024 Hell 
300 Mana 
274170 Exp. 
300 Corpse xl | 274518 Hell 
300 Mana 
18529 Exp. 
100 _ No Entry dn xt | 5253 Hell 
ane 100__Mana 
18529 _ Exp. 
100 Invincibitty 20 a | 5253 Hel 
oli 100___Mana 
a 18529 Exp. 
soo Pisperse Symbol, | 5253 Hell 
Damage Panel 100 Klm 
8 18529 Exp. 
Ao edel 
Damage Pan 100 Mana 
7 18529 Exp. 
goo Piperse Symbol 4 | 5253 Hell 
Damage Panel 100 HEIEN 
18529 Ep. 
too Vake mb ts tel 
ack Panel 100 Mana 
18529 _ Exp. 
bj REE ee EE EE 
Attack bard 100 Mata) 
18529 Exp. 
OO 
ack Panel 100 Mana 
18529 Exp. 
oo. Nokanse CVmDo a Issel 
Attack Panel 100 Nana 
DARK SUN DATA LVL: 5 DIFFICULTY: *5 
Turn 1 Nothing Turn6 Enemy Revive 
Turn 2 Enemy Revive Turn7 Nothing 
Turn3 Nothing Turn8 Enemy Revive 
Turn 4 Enemy Revive Turn9 Nothing 
Turn5 Nothing Turn 10 Enemy Revive 


Ì Sane Battle weldra 


There are many additional battles to be discovered and fought in Disgaea 2. 
These Extra Stages offer players handsome rewards for finding and completing 
them. Virtually all of these battles are unlocked via the Dark Assembly, so before 
you start to unlock these fights you'll need to increase your standing in the As- 
sembly by bribery and by making Adell a Senator. 

The unlocking requirements for these Extra Stages are divided into five main 
categories: having the required Mana to issue the proposal, having a certain 
number of Felonies, having the Play Time clock reach certaîn points, having Adell 
be a member of the Dark Assembly, and having cleared a number of different 
Dark World stages. Within these unlock categories are specific restrictions for 
each stage that determines when they become available. 


Extra Stages that Just Need Mana to Appear 


There are three Extra Stages where all you need is to simply have the neces- 
“_sary amount of Mana, and they'll appear. Two of these stages, however, will only 
show up in certain Episodes. These are the Cave of Ordeals, Extra Stage 2, and 

‚ Extra Stage 10, The Cave of Ordeals is unique because it is an area unto itself, 
and with each stage that you clear, you unlock the next stage in that area. Here 
is a brief table to explain the unlocking requirements for these stages. 


As fong as you have the Mana, and are. 
in a certain episode, these proposals 
will sow up. 


[ Appears During 
Episodes 12-13 


Return of the Prism Rangers Extra Stage 2 


Cave of Ordeals 


Pick a fight with an Overlord! 


Anytime Cave of Ordeals 
Episode 1 only Extra Stage 10 


hl 


Rad) 
Extra Stages that Require a Number of 
Felonies to Appear 


As long as any character in your army has a certain number of Felonies stamped 
on their character status window, then up to three Extra Stage proposals will ap- 
pear in the list. Acharacter also needs to have the requisite amount of Mana for 
it to appear in their proposal list, and these proposals only appear during certain 
points in the game. Note that only one of these proposals can be passed during 
the first playthrough. 


Just acquire ninety-nine Felonies on 
your second playthrough to unlock all of 
these stages. 


33 100 Lwant to fight the hero of | Subsequent play-throughs Extra Stage 1 
another Game! 


66 500 Unleash the Fallen Maiden! | Subsequent play-throughs Extra Stage 6 
During Episode 1-9 


99 1500 Break the mysterious Seal! Anytime Extra Stage 7 


Extra Stages that are on a Timed Release 


The Play Time clock not only tracks how much time you've lost to this game, but 
is also a factor for when a couple of Extra Stage proposals appear. While waiting 
for the clock to roll past these points, don’t just sit around with the game on 

trying to run up the clock. You also need to be în certain Episodes, because nei- 
ther of these proposals will appear alongside each other. They also won’t appear 
if the character does not have the required Mana to table the proposal. 


You can view the Play Tirne clock 
when you save. 


20:00:00 400 Il want to see the ending! Episodes 1-9 Extra Stage 5 
40:00:00 600 | want to fight an Overlord! Episodes 12-13 Extra Stage 8 


Extra Stages that Adell Must Vote on 


__ These stages’ requirements are the most convoluted, because they only appear 
after a chain of events have taken place, and they require you to bribe a lot of 
Senators in order to pass the proposals. In order to unlock these stages Adell 
must first pass the proposal “l want to become a senator.” When Adell addresses 
the Assembly, there’s a new submenu entry at the bottom of his proposal List, 
and it is in here that you’ll find the proposals to unlock these Extra Stages. You”ll 
see that these stages don’t appear without some work, which is probably why 
they don’t cost Adell any Mana. 


want te see (ne ending 
Unlaash the Fallen Vaiden! 
Pick a Tg wlan Overt 

| Break thee nnvsterious 


Pass tfris proposal in order to access 


these Extra Stages. 


Summon Laharl!! (Flonne) Cleared Extra Stage 8 Extra Stage 9 


Rescue the Earth Heroll (EDF) Used up 3 Defender of Earth Cell Phones Extra Stage 3 


Rescue Earth Hero again!! (EDF) Cleared Extra Stage 3, then use up 3 Extra Stage 4 
more Defender of Earth Cell Phones 


Extra Stages that are Tied in to the Dark World 


These two Extra Stages appear in the 
Dark Assembly’s proposal list once 
you've cleared a certain number of 
different Dark World stages. There are 
a few ways to go about unlocking these 
stages quickly. You can either clear each 
Dark World stage in order, to get to 
these Extra Stages as early as possible, pe 


or you can go about clearing the Extra s | 
Stages that are the easiest for you 
to unlock. 


Clear twersty-five different Sfiadow 
World stages and you/ll get two more 
Extra Stage proposals. 


Appears During  Unlocks 


10 3000 Meet the strongest Overlord! Anytime Extra Stage 11 
15) 9999 Meet Tyrant Baal! ! Anytime Extra Stage 12 


Episode 13-G: The Hidden 
Felony Ending Stage 


This is a secret battle that is part of 

one of the game’s bad endings. You will 
unlock this battle if Adell has ninety- 
nine Felonies and has killed off over a 
hundred of your allies (including Rozalin) 
using your own characters. When you’ ve 
defeated the Final Boss, the ending 
cutscene will play out, and afterwards 


À Ô Killing over one funded allies is 
this battle will start automatically. 


pretty tedious, 


kie ki 


Extra Stages that are tied to Axel Mode 


A number of new stages are only available in Adell Mode after clearing Axel 
Mode. There are some other strings attached. To begin the process that unlocks 
the stages allowing you to recruit three visiting characters from Disgaea 3 you 
will also need to have accumulated at least 50 hours of total playing time. 
Unlock the two subsequent Extra Stages by clearing the Extra Stages before them 
and fulfilling the other requirements. 


Mana Proposal Name Requirement Appears Unlocks 
9999 | Hardcore Teacher: Champloo 50+ hours of play Anytime | Extra Stage 13 
9999 | Hardcore Teacher: Raspberyl 30 DW & recruit Champloo Anytime | Extra Stage 14 


Visit Land of Carnage & Recruit 
Raspberyl & Champloo 


9999 Hardcore Teacher: Mao Anytime | Extra Stage 15 


Extra Stage 16: Neo Final Showdown 


‚ This final showdown requires you to track down the Prinny Baal Pirates in the 
Land of Carnage Item world. They’ll only appear after you've defeated Prinny 
Baal in Extra Stage 12. Prinny Baal Pirates can be found in the Land of Carnage 
“Item World B91+, This Extra Stage is only accessible through the Land of Carnage 
UberDimension Guide. 


The Rewards from the Extra Stages 


Each Extra Stage has a reward to offer. Some offer new 
Title names for Adell, while a few offer unique items, 
others offer special endings, and a couple offer new 
characters to recruit. Listed below is a table outlining the 
rewards you can get from these stages. 


Ordeal 5 


Arcadia (Steal from Zombie King) 


Once per play-through 


Extra Stage 1 
Extra Stage 2 


Postcard 


Adell becomes “Prism Black” 


One time only 


Once per play-through 


Extra Stage 3 


Accelerator 


Once per play-through 


Extra Stage 4 


DoE ID Card 


One time only 


Extra Stage 5 


Proposal Ending 1 


Once per play-throush 


Extra Stage 6 


Felicitation 
Priere’s Proposal 


One time only 
Once per play-through 


Extra Stage 7 


Gao’s Spirit, Claudia’s Charm, 
and Kitty's Ears (Steal from Marjoly) 
Sexy Panties (Reward for Clearing) 


Once per play-through 
Once per play-throush 
One time only 


Extra Stage 8 


Recruit Flonne 


Once per play-through 


Extra Stage 9 


Recruit Laharl 


Once per play-through 


Extra Stage 10 


Proposal Ending 2 


Once per play-through 


Extra Stage 11 


Adell becomes “Badass Overlord” 


Once per play-throueh 


Extra Stage 12 


Makai Wars 
Prinny Suit (Steal from Prinny Baal) 


One time only 
One time only 


Episode 13-6 
Extra Stage! 


bj ExtraStage 2 Unlocks proposal “My Comrade!”if other conditions are met 


Extra Stage 5 
{ Extra Stage 6 
Extra Stage 7 
Extra Stage 11 
Extra Stage 13 
Extra Stage 14 
Extra Stage 15 


Felony Ending 2 


Unlocks proposal "I'll bring you down! 


Unloeks proposal “Allow moi to join” in future cycles 
Unlocks proposal “Fighting Tough Guys” 
Unlocks proposal “My powers are yours 

Untocks proposal “You know you need me” 
Recruit Mr. Champloo 
Recruit Mao 


Recruit Raspberyl 


Once per play-through 
Once Bel DEV oo 
Once per play-throush 
Once per play-throuch 
Once per play-throush Î 
Once per play-through 

Once per play-throush | 
Once per play-throuch Î 
Once per play-through 

Once per play-through 


This can be used as a 
levelling map, but it takes a 
little bit of time to set up. 
All the Archers are sitting 
on red panels surrounding 
the Base Panel, and each 
of their panels have Heal 
20%, ATK +50%, DEF +50%, 
and Attack +1 effects. At 
opposite ends of the map 
are two EXP +50% symbols 
sitting beside red panels. 

If you're more than 
powerful enough to defeat 
all these Archers here then 
sending out characters to 
place those symbols is a good 
idea. If you're just looking to 
get through this map quickly and easily, don’t bother with 
those symbols. Instead, start a Geo Chain by destroying any 


of those colored symbols, then deploy the rest of your troops | 4-7 
to mop up the weakened Archers. 5 u 
-Rewards- 
Exp 279,240 975,408 1,464,792 1,974,264 2,485,776 
HL 93,744 421,34 984,144 1,782,144 2,815,344 
Mana 480 1,040 1,600 2,160 2,720 
-Stats- 

Full Army 750 1,400 2,100 2,700 3,500 
Main Char 1,100 1,900 2,700 3,500 4,600 
Solo 1,600 3,000 4,400 6,700 9,400 


How thougfitful; an EXP +50% symbol 
placed beside a Geo Panel. 


Those Archers are standing on a death 
trap with so many different colored 
symbols ing around. 


TARGET LIST 


REWARDS 
Class Ĳ 


Name 
34,905 Exp Bow [Crystal Bow] 
60 Bow Master x8 1,718 Hell 


50 Heal 20% Sreudost x1 [1,378 Hell 


50 ATK +50% Symbol xl [1,378 Hell 
0 


50 DEF +50% Symbol x1 [1,378 Hell 


50 Attack +1 Symbol x1 [1,378 Hell 


50 Ep+50% _ Symbol x2 |1,378 Hell 


Melee: A Wood Golem can easily trounce the Archers here. If its HP and ATK are 
high enough it can quickly defeat an Archer and move onto the Geo Panel to take 

\_advantage of its effects. 

Ranged: Use any character to destroy a Geo Symbol. The ensuing damage will leave 
all the Archers crippled. You can easily kill each of them in one hit. 

‘Magic: Like the strategy for the ranged characters, destroy one Geo Symbol to start 

‚__a chain, then systematically clear this map out. 


| Main Characters Only 

Not much changes here, compared to the strategy for your normal army. In fact, the 
‚number of main characters you have now — seven — is perfect because you'll need 
ene to destroy a Geo Symbol, and the rest to mop up what's left. 


This interesting stage is 
divided into two halves by 
Geo Panels, as a strip of 
yellow panels with a No Entry 
effect divides it in two. The 
only way to get through both 
halves is via the Base Panel. 
On both halves you're not 
allowed to do any lifting, 
while on the blue half you 
are only permitted to make 
ranged attacks, and on the 
red half you can only perform 
direct attacks. 

To simplify things, send 
all your troops into the blue 
half. All the enemies here can 
be hit with a multitude of multi-target ranged 
attacks because they’re all nicely lined up. They will also take 
more damage from elemental physical skills, except for Ice- 
based attacks, which the Aqua Demons are immune to. Once the 
enemies in the blue half have been defeated, the real fun starts. Bring your magic 
users into the blue half, making sure they have spell ranges of seven and can use 
two- or three-panel area magic, to bombard enemies on the red half. There’s 
nothing that the enemies in the red half can do. 


Exp 1,089,101 __ 2,183,176  3,323,220 4472610  5,623,401 
HL 286,660 1,252,873 _ 2,900,978  5,230,975  8,242,864 
1,284 1,8 AAL 5,616 7,060 


3,500 4,200 5,000 
4,500 5,500 6,500 
7,500 11,000 14,000 


The Roc's Sand Storm skill is great for 
defeating the enemies in the blue haf. 


Yes, it is possible to hi 
enennies on the other side of the map. 


ne of those 


EQUPMENT 


Class ú Type Name 

64,423 Exp [Monster Wpn [Mystic Horn] 

80 Assassin Doll x3 |17,015 Hell Armor [Battle Vest] 
80 Mana 

56,693 Exp [Monster Wpn [Fhe Dismal] 

80 Specter x3 [14973 Hell Orb [Lunar Orb] 
80 Mana 

69,576 Exp | Monster Wpn [Golem Punch] 

80 Werecat x2 |18,376 Hell Belt [Aura Belt] 
80 Mana 

69,576 Exp | Monster Wpn [Gluttony] 

80 Sea Monk x2 [18376 Hell Orb [Lunar Orb] 
80 Mana 

69,576 Exp Fist [Flick] 

80 Ashura x2 [18376 Hell Armor [Battle Vest] 
80 Mana 

64423 Ep Bow [Syphid] 

80 Shooter x2 |17,015 Hell Glasses [Nightvision] 
80 Mana 

110,430 Exp | Monster Wpn [Poor Orphan] 

82 Curse Dragon xl |28,560 Hell Muscle [Ace Muscle] 
82 Mana 

69,021 Exp [Monster Wpn [Paranoia] 

82 Saint Dragon xt |17,850 Hell Orb [Lunar Orb] 
82 Mana 
7,562 Em 
66 Nolifting Symbol xt | 2,346 Hell 
Panel. 66 Mana 
7,562 Bp 
66 peen Symbol xt | 2,346 _ Hell 
Panel 66 Mana 
66 No Lifting Symbol xl | 2,346 Hell 
7,562 Ep 
Son symbol xt | 2346 _ Hell 
Panel 66 Mana 


No Entry 


Melee: A character that has good durability and a lot of counterattacks is ideal for 
tackling this map, and the Wood Golem fits that bill. Ensure he has high HP and DEF, 
and start by going down the blue half using Rush Hour to clear a path. Destroy the 
blue symbols. The enemies in the red half will be much easier to defeat now that 
most of their attacks are unavailable. 

Ranged: Á Healer is needed here for her high RES and healing magic, so she can deal with 
the enemies on the blue half of the map first. Use Zielregen to really put the hurt on 
those monsters. Destroy the blue Geo Symbols from the other side of the No Entry barrier 
so that you aren’t locked into using direct attacks when you move into the red half. 


Magic: Make sure you can target things from at least seven panels away and have 
two- or three-panel area magic. Bring out any magic user you have, except a Blue 
Mage / Skull, and bombard the monsters from maximum distance. 


Main Chiaracters Only 
Much like using a full army of generic characters, bring out all the characters and 
send them down the blue half first, using the wide variety of ranged attacks at your 
disposal. Once that side is cleared, start destroying all the Geo Symbols so that the 
Geo Effects don’t handicap you. 


There’s no easy way to 

get through this stage. 

It's necessary you keep 

the purple panels’ Warp 

effect intact, because it’s 

about the only way to 

move through this stage 

to defeat these Rocs. If 

you're standing next to 

a Roc they will lower your stats, 

so do your best to use only ranged 
attacks against them. In order to 
make your first step from the Base 
Panel, which is surrounded by the 
purple panels, you'll need to keep 
a character waiting on the Base 
Panel until about two or three Rocs 
show up at your doorstep. Now you 
can bring out the rest of your army F Taas 

to defeat them. This ensures that 3 ' 

all those characters will be warped on 

around the map and will always be close to E En 
one another. It's critical to keep your char- 0-1 29 
acters in small groups, because it’ll probably take 
more than one fighter to defeat a Roc. 

The other reason to have characters stick together is that they may wind 
up on the same island. In that case, one of them can throw the other onto 
the main area. You'll need characters to get there so that they can throw 
other characters over to where that powerful Roc is waiting for you by the 
Geo Symbols and to use Rising Dragon to knock the No Lifting symbol off its 
panel. This stage does take a long time to clear, as it is the most annoying of 
the Cave of Ordeals stages. 


Exp 1,511,575 _ 3,091,698 468797 6285129 _ 7,882,519 

HL 767,473 3,221,548  7,364,043  13,194,958 _ 20,714,293 

Mana 1,510 3,120 4,730 6,340 7,950 

Ln nel 

FullArmy 3,000 5,000 6,500 8,000 9,500 

Main Char 4,200 7,000 8,500 10,00 13,000 
6,300 12,000 15,000 20,000 25,000 


Bring out all your characters if this 
many Rocs show up. 


Use (ong-rarge skills to attack 
that Foolfoof. 


TARGET LIST KREWARDS EQUIPMENT 
Lvl | Class Tag Num.| Amt | Gain Type Name 
147,772 Exp | Monster Wpn [Demon Cry] 
150 _ Malphas x9 [74419 Hell 
150 ___ Mana 
181,627 Exp | Monster Wpn [Death Wing] 
160 _ Foolfool xl [97,702 Hell Armor [Dream Muscle] 
160 Mana Valuable [Feather Token] 
18,529 Exp 
100 Nolifting Symbol xt | 5,253 Hell 
Panel 100 Mana 
18529 Ep 
100 Warp Symbol xl [5,253 Hell 
Panel 100 Mana 


Melee: A highly evasive Ninja is definitely needed here. His Konoha Gakure skill is 
perfect for catapulting himself across the small gaps in the stage, and he can use 
Tiger Charge to reach some of the enemies. 

Ranged: If you're going to have a Healer solo a map, she needs to have solid defense 
against status ailments. This place is no exception. While you're warping around, 

‚_ take some time out, move off the Warp panels and wait to see if any Rocs warp | 
within range, so that you can take free shats at them. | 

Magic: AMagic user can be quite difficult to sue here because of their low HP and 
DEF, and you'll have to boost those stats up a fair bit to have a chance here. As with 

| ranged characters, have them step off the Warp Panels for a bit and wait toseeif | 
‚__any Rocs warp within range of your spells. 


Main Characters Only 
Keep in mind that if you don’t have Flonne, which you probably won’t at this time, 
‚you should really stock up on healing items. Tink’s Sonic Roll is especially useful for ë 
| getting him across gaps. As with fighting as a group, wait until a few Rocs show up at fel 


‚your doorstep before bringing out all your troops. 
\ 


This place is a top-tier 
levelling map. There are eight 
high-ranking Marionettes here 
and they start in the middle 
of a sizeable field of purple 
panels, which provide Exp 
+100% and Mana +100% effects. 
The Base Panel is placed 
nearby, so the plan of attack 
here is really simplistic, 

You may need to do some 
fiddling to clear this map 
quickly, because the eight 
Marionettes are arranged in 
two rows of four and there’s 
no attack with that area 
pattern, so you’ll need to fix 
that. Throw a couple of the enemies around so they’re standing in a three- 
by-three square. 

Another thing to watch for is that if your chosen character to clear the 
stage isn’t quite powerful enough to wipe out all the enemies in one hit, you 
can boost his ATK through spells, character traits, or by upping the Combo 
Counter to increase the attack power of the character. Either way, you'll 
be seeing a lot of this map, to experiment so you can perfect finishing it as 
quickly as possible. 


Exp 2,133,056 _ 4351,248  6,571,672 879227 _ 11,012,89 
HL 1,785,168 _ 7,354,368 _ 16,709,168 — 29,849,568 _ 46,775,568 
Mana 2,000 4,080 6,160 8,240 10,320 


Full Army. 2,500 4,600 7,000 9,500 11,000 
Main Char 3,500 6,600 9,000 13,000 15,000 
Solo 6,000 9,600 16,000 24,000 30,000 


woaztanr 
KATS 14TE 
E 


Re-arrange those Marionettes into a 
box-like formation. 


and smash therm allin one fell swoop. 


TARGET LIST REWARD: EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type Name 
266,632 Exp 
250 Mad Jester x8 [223146 Hell 
250 _Mana 
23,094 Exp 
150 Exp +50% Symbol x2 [11,628 Hell 
Panel 150 _Mana 
23,094 _ Exp 
150 Mana +50% Symbol x2 [11,628 Hell 
Panel 150 __ Mana 
WepDon’tsNeedsNo Stunktng PArmty! 

Ep) ú = we, ® 

Solo 


Melee: It is very easy to clear if you have large area effect skills such as Winged 
Slayer or Big Bang. The less the number of targets you can hit at once, the more 
you’ll need to build on that character’s HP and DEF before clearing this stage solo. 

Ranged: Ranged characters don’t tend to be able to target more than five enemies 
at a time, and with the enemies’ formation here, your ranged attacker will never 
hit more than four at a time. It'll take a ranged character about three turns to clear 
this place as quickly as possible, which means he, she, or it will need a high DEF in 
order to last long enough. 

Magic: This is a fun place for magic users because they can hit these Marionettes 
from up to eight panels away, and wipe out six of them on the first turn. If you posi- 
tion the magic user well away from the enemies that are left standing, they won't 
move towards you. 


Main Characters Only 
\Adell can use Big Bang, Rozalin can use Rose Liberation, Yukimaru can use Winged 
Slayer, Etna can use Chaos Impact with a little throwing assistance, Tink can use Sonic 
Roll, and Taro can use Cry Baby Strikes. Hanako is still useless. 


ane) 


This is without a 

doubt the strangest- 

looking map in the 

entire game, and 

also one of the 

most valuable on 

your first visit. 

There’s a Zombie 

across a massive gap that only has one 
item equipped: an Arcadia. This is an item 
you will want, as it's the best Emblem in 
the game. However, actually grabbinent je 
requires some planning. 


There’s a No Entry Geo Monster that 
starts nine panels away from a single 
yellow panel, and the only way to get 
a character across the gap is by moving 
Armor Knights onto those pedestals, which 
also have yellow panels on them. Essentially, 
if you don’t get the Armor Knights on those pedestals within 
three turns, it will be impossible to finish the stage. It’s 
possible to get a character across the gap and on the path to 
reach the Arcadia on the first turn; it just requires that you 
use all the best throwers you have at your disposal, along with 
two or three Armor Knights. 

Figure out who you want to use to throw and where they’ll land by counting 
the panels to make sure your tower is correctly assembled. It’s best to use a 
Thief to grab the Arcadia, and when you do grab it, it's a good idea to poison 
the Zombie to death with the Thief’'s Health skill. Once the Thief is across the 
gaps, you can focus on dealing with all the Sinners. It’s going to be a bit of a 
mess, though, since they’ll all be attacking at once. If you're strong enough 
to defeat that Zombie normally, then the rest of the enemies here should be a 
piece of cake. 


5,642,994  11,418,403 17,194,7% _ 22,971,97 _28,747,804 
HL 9,962,848  40,412,503 91,351,298 119,811,416 _168,706,215 àl 
5,100 10,320 15,540 20,760 25,980 


Full Army 14,00 20,000 40,000 55,000 
Main Char 20,000 28,000 45,000 52,00 72,00 
Solo 30,000 45,000 70,000 100,000 150,000 


Oda 


Leng: & panel 
Height, 35m} 


You ondy get one chance to steal this 
Arcadia each play-throughi. 


Ondy the Armor Knight classes can throw 
across these chasms. 


TARGET LIST REWARIS 
Lvl Class. Tag Num.| Amt Gain Type 
341,186 Exp Fist [Macho Fist] 
350 _ Rasetsu x8 | 397619 Hell Belt [Black Belt] 
350 Mana 
450,884 Exp Fist [100 Fists] 
400 Bushin x2 | 599,422 Hell Belt [Ubermensch] 
400 Mana 
639880 Exp Fist [Star Shatter] 
500 _ Aragami x1_|1,060,525 Hell Belt [Orion’s Belt] 
500 Mana 
1,371,858 Exp 
1000 Zombie King FirstVisit xl |4,522,527 Hell Valuable [Arcadia] 
1,000 Mana 
45,700 _ Exp 
300 No Entry Symbol xl 45,753 Hell 
Moves Self 300 Mana 
152434 _ Ep 
1000 Invincibiity xi | 502503 Hell 4 
Panel 1,000 8 


en Ordeal 5 ®) 


JepDor/tpNeed sNojStinkiing PArmr KS 


These strategies are for revisits only. 
Solo 

Melee: None of the enemies here will move from their spot unless you're within their 
movement radius. Since they're all fist users, they tend to have fairly low HIT stats, 
which makes a Ninja a perfect choice. 

Ranged: Gunners or Thieves are recommended here because of their long attack | 
ranges, especially with the Inferno skill. Attack from a distance. If you can drop 
an enemy in a few hits or less, that’d be ideal, as it'll prevent more of them from 
joining in on the assault. 

Magic: Use a Geo Master here just in case you accidentally attract the attention 
of some of your opponents here and need to heal, Once the initial two or three 
enemies up front have been defeated, you can move about slowly and target the 
rest from maximum range. They won't move in to attack you. 

Í Main Characters Only 

There's going to be a number of characters fighting in a constricted space, so move 


forward slowly and systematically work on defeating one enemy at a time. This way 
you won’t have a whole army breathing down your neck. 


k: Character has 33 Felonies. 
Pass the proposal “Fight a hero of 
another game!” 
ailable: 2nd Cycle or more. 


Mystic Beasts use a lot of 
wind-based attacks and are 
immune to Wind, so using Wind magic 
here is a bad idea. However, it’s a good 
idea to use your own Mystic Beasts to 
render most of the attacks used against 
you useless. Bring in Zombie Dragons, 
Healers, Hanako, and other assorted 
characters and classes to make this 
stage easier to complete. 

Advance your characters gradually up 
this rugged map, using combos to take 
out the Mystic Beasts as you advance 
towards Asagi. Heal characters as you need 
to, so that when you reach Asagi everyone 
can fight her at full strength and defeat her 
ter a couple of rounds. You’ll receive the Summer Greeting accessory for 
your efforts. 


% 


Exp 160,291 854,999 1,176,203 _ 1,584,493 _ 1,996,625 

HL 62,284 286,024 672,484 1,221,664 _ 1,933,564 

Mana 450 990 1,530 2,070 2,610 
-Stats- 

Full Army 1,500 2,000 3,000 3,500 4,500 

Main Char 2,000 3,000 4,500 5,000 6,000 

Solo 3,000 5,000 6,500 8,000 10,000 


CT Herbin 


TOTALDAMAGE 49400 


Asagi onfy has one skill at her disposal. 


Gauge | Prize Lv 


You can onfy reach her on a second play- 
through, so you might be too powerful for her. 


0-3 16 
4-7 17 
8-9 18 


REWARDS EQUIPMENT 
[Num.| Amt | Gain | Type | 
12,059 Exp | Monster Wpn 


TARGET LIST 
Tag 


[Bull Horn] 


50 Cu Sith x8 [4,685 Hell 
50 Mana 
63,819 Exp | Monster Wpn [Tentacle] 


50 Main +50% Gain sd 24,804 Hell Armor [Spirit Mantle] 
Character? 50 _ Mana Glasses [Crosshair] 
Valuable [Pravda Pendant] 


Melee: AU the attacks the enemies will use here are physical, so use a Zombie Dragon 
and dramatically increase its HP. 

Ranged: Of all the ranged characters, the Healer is the best choice since she can 
halve the damage of those Wind attacks from the wolves. Make sure her DEF is 
above average, so that she’s able to heal herself at least every other turn. 

Magic: Wind magic is of course useless, but as long as you stay more than eight 
panels away from each enemy and nail them with assorted spells, you should have 
an easy time of it. 


Main Characters Only 
Yukimaru and Adell will be your main attackers here, because the only weakness these 
wolves have is against either Ice or Fire. Also use Tink, in his red form, surrounded by Í 
three female characters to increase his attack power. 


KE Sapes Battle welko 


k: Pass the proposal “Return 
of the Prism Rangers.” 


ailable: During Episodes 12-13 


After being beaten at the 
colosseum, the Prism Rangers 
demand a rematch. This time 
they’ve enlisted a couple new 
recruits: Orange and Indigo. 
This battle will unfold fairly 
slowly as there’s not much 
room to move about, and 
there’s lots of places where 
you won't be able to attack 
due to height restrictions. 
Holding the low ground can 
be advantageous, however, 

as there’s only room for one 
or two enemies to attack your 
characters. 


The rest of the battle is pretty much cut and dried, as there are no Geo 
effects to worry about, and some of the Rangers won’t move until you get 
within range of them. Above all else, don’t let Prism Indigo be the last one 
standing. His stats will double. 

When you defeat the Prism Rangers they'll bestow the secret title of Prism 
Black on Adell. 


Exp 74,487 383,313 546,483 736,176 927,654 
HL 28,938 132,888 312,438 567,588 B95,338 
1,190 1,610 2,030 


Full Army 
Main Char 


El 
minne 

Has the heart of 

a grit 

RES UP wen indangor 


Each of the Rangers has a special trait 
that you might not be aware of. 


Rainbow Power! huh? 


TARGET LIST TENT 
K Class Tag um.} Amt | Gain Type Name 
10,641 Exp | Monster Wpn [Odd Mandibte] 
50 Super Hero x1 |4,134 Hell Armor [Traveler Mantle] 
50 Mana 
10,641 Exp | Monster Wpn [Odd Mandible] 
50 Super Hero x1 |4,134 Hell Shoe [Slippers] 
50 Mana 
10,641 Exp | Monster Wpn [Odd Mandible] 
50 Super Hero xl |4,134 Hell Muscle [Kung-Fu Muscle] 
50 Mana 
10,641 Exp | Monster Wpn [The Heretic] 
50 Super Hero x1 [4,134 Hell Glasses [Binoculars] 
50 __Mana 
10,641 Exp | Monster Wpn [The Slave] 
50 Super Hero x1 [4,134 Hell Orb [Dark Orb] 
50 __Mana 
10,641 Exp | Monster Wpn [Odd Mandible] 
50 Super Hero xl |4,134 Hell Belt [Energy Belt] 
50__ Mana 
10,641 Exp | Monster Won [Odd Mandible] 
50 Super Hero xl [4,134 Hell Valuable [Feather Token] 


Gauge | Prize Lv 


0-2 18 
3-6 19 
7-9 20 


Melee: There's nothing really special here. A super evasive Ninja, or a ridiculously 
high-HP Wood Golem, can mow down the Rangers with ease. 

Ranged: Using ranged characters here is hard because of the topography of the map, Í 
but a Thief with a gun can move about easily and hit stuff without much trouble. 

\__Look for places where she can only be attacked by one or two enemies on the map, 

such as the area at the Base Panel. 


Magic: Movement restrictions are a magic user’s worst nightmare, especially when Í 
this is essentially just a brawling map. Geo Masters are tougher than Skulls or Mages 
and can heal, so use one here. 


l Main Cfiaracters Only | 
Adell, Yukimaru, and Tink will be leading the charge on this onslaught because of their, 
unparalleled movement compared to the other characters. If you can manage to build , 
Etna up quickly, her ranged attacks can be fairly useful as well. All the other charac- 

ters should just be around to buff stats. 


+ Call Kurtis 3 or more 
times via the Cell Phone. Vote 
to accept the EDF's proposal to 
“Rescue the Earth Hero!” 


Available: Anytime 


This battle against Kurtis 
is dead simple. He’s on his 
own and starts off fairly 
close to your base panel. 
You can start hitting him 
with magic and assorted 
ranged attacks on the 
first turn. No strategy is 
needed to win, except 
just ganging up on him. 
For winning you'll get the 
Accelerator, and you can 
get more Accelerators on 
subsequent playthroughs. 


-Rewards- 
Exp 42,549 219,021 312,261 420,657 530,073 
HL 16,536 75,936 178,536 324,36 513,336 
Mana 50 110 170 230 230 
-Stats- 
Full Army 750 1,500 2,000 2,500 3,500 
Main Char 1,000 2,000 3,000 4,000 5,500 
Solo 1,500 3,500 5,000 6,000 8,000 


This attack will nat be able to hit Pop Quiz: Who used this skill in the 
characters that are fie panels away. original Disgaea gameplay demos? 


Gauge | Prize Lv 


0-3 16 
4-7 17 
8-9 18 


TARGET REW EQUIPMENT 
Lvl Class Tag Num.| Amt | Gain Type Name 
42,549 Exp | Monster Wpn [Tentacle] 
50 Fake +50% Gain xt 16,536 Hell Armor [Fur Jacket] 
Defender 50 Mana Muscle [Ace Muscle] 
Valuable [Sophia’s Mirror] 
3,914 Exp | Monster Wpn [Rose Whip] 
40 Defender Neutral xt [1,806 Hell Armor [Traveler Mantle] 
40 __ Mana 


Solo 

Melee: Bring a Dragon here, as Kurtis's only skill is fire-based. Have fun with this one, 
as you'll be virtually untouchable. 

Ranged: Use a Gunner in an efficient manner by hitting Kurtis from four or five pan- 
els away. By the time he makes it to you, he'll either be dead or close to it. 

Magic: Any magic user is fine here, as long as you play a game of keepaway. Hit him 
from afar so that he doesn't get a chance to use his only skill, 

| Main Characters Only 

Rozalin and Tink can have a lot of fun here. Tink can just plain outmaneuver Kurtis 


and hit him from long range, while Rozalin's expertise with a gun means Kurtis won't 
be able to hit her if she stays far enough away from him. 


LInfock: Clear Extra Stage 3. Call 
Kurtis 3 or more times via the Cell 
Phone. Vote to accept the EDF's 
proposal to “Rescue Earth Hero 
again! !” 


Available: Anytime. 


95% of this stage is incredibly 
fun and easy because the bulk 
of the enemies here are so 
weak. You can just crush them with what- 
ever’s handy. 

Since both Gordon and Kurtis will joîn 
you in this fight, and they’ll barely be 
scratched by the clones, it’s virtually 
impossible to lose here, unless you come 
in extraordinarily underpowered. There's 
nothing especially remarkable about this 
battle, except that all the enemies are im- 
mune to status ailments. When you get to 
the red-colored fake that’s on the roof, try 
to steal some of its gear such as the Pravda 


-Rewards- 
Exp 638,373 1,507,008 _2,280,509 _3,070,188 _ 3,861,662 
HL 185,712 815,525 1,891,187 _ 3,412,700 _ 5,380,062 
Mana 900 1,930 2,960 3,990 5,020 
-Stats- 
Full Army 2,000 3,000 4,500 6,000 7,500 
Main Char 3,500 4,500 6,000 8,000 10,000 
ke Solo 4,500 7,000 10,000 13,000 16,000 
Gauge) Prize Lv 
0-1 A 
2-5 18 
6-9 19 


NES Bale Walton 


There's a lot of spare parts to be You might elear this stage before Gordon 


gleaned from him. gets warmed up, so here's a gift. 
TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num. | Amt | Gain Type Name. 
23,272 Exp | Monster Won [Poison Needle] 
co Fake Detender xe [7,812 Hell 
EE 60 __ Mana 
64,423 Exp | Monster Won [Mystic Horn] 
eo heee x4 [47015 Hell | _ Armor [Fur Jacket] 
zen 80 Mana 
389,002 Exp | Monster Won [Tiger Fang] 
100 Fake Defender +50% Gain al 110,313 Hell Armor [Battle Vest] 
— Red 100 Mana Muscle [Victory Muscle] 
Necklace [Pravda Necklace] 
25,173 Exp | Monster Won [Lionheart] 
80 Defender Neutral x1f [6,806 Hell Armor [Battle Vest] 
80 Mana 
25,173 Exp | Monster Won [Lonheart] 
80 Defender Neutral x1 | 6,806 Hell Armor [Fur Jacket] 
80 Mana 
epDort’tpNeedgNo}Stinking PArmy! 
SL SE 


Solo 
Melee: With so many enemies here, a Roc can be a good pick. You'll likely wind up 
being swarmed by enemies, but that doesn't matter. The Roc has a wide variety of 
close wide-range attacks and lowers the stats of any enemies standing next to it. 
Ranged: If you have either of the gun skills Totenkreuz or Inferno, they will thin the 
\__erowds here easily. If not, use the bow skill Zielregen. Use a Healer as a precau- 
| tion, so she can heal herself, Shell also take less damage from some of the fakes’ 
| fire-based attacks. 
Magic: This is a magic user’s playground. If you have a wide variety of spells and 
have the power to back them up, then this stage should be a breeze. If you don’t 
feel confident, use a Geo Master for his healing capabilities. 


Main Characters Only | é 
Many of the main characters have pretty good crowd control skills, so this stage | rs 
| 


should be a nice exercise for them. If Yukimaru has been practicing, she’ll probably 
have Winged Slayer by now and will be a great asset in this fight. 


Wnlock: Play Time is 20 hours or 
more. Pass the proposal “| want 
to see the ending!” 

Available: During Episodes 1-9 


Just a brief warning: Fight- 
ing this battle will give you 
an ending, with the option to 
save and start a new cycle 

when you win. 


This battle is pretty 

straightforward, and there 
are no real tricks to beat- 
ing it. Ranged attackers are 
probably best since the 
enemies you’re facing here 
have very high resistance to 
magical and elemental at- 
tacks. Use straight physical 
attacks from a distance and you should be fine. 
Dealing with Mid-Boss can be a bit of a pain, as 
he has a lot of HP and takes half damage from male characters, but that just 
means he'll be easier to kill if you use Kunoichi, Archers, and Thieves. 


Exp 267,154 728,117 1,099,160 _ 1,480,639 _ 1,863,240 

HL 79,718 353,797 823,157 1,487,797 __2,347,17 

Mana 500 1,080 1,660 2,240 2,820 
-Stats- 

Full Army 1,000 2,500 4,000 6,000 8,000 

Main Char 1,500 3,500 5,500 8,000 1,000 

Solo 3,500 6,000 8,500 13,000 18,000 


O's 
ea A, ets 


A X 


TOTAL DAMAGE “3024 


Fighting Mid-Boss is about style, so enjoy 
creating your own-to sftow him who’s boss, 


Gauge Prize Lv 


It's the end of the game, so fool around a 
bit to see what Mid-Boss can do. 


0 19 
1-4 20 
5-8 21 

9 22 


TARGET LIST REWARDS 
KE Class Tag Num.| Amt | Gain Type 
17,455 Exp | Monster Wpn 
60 _ Alraune x6 | 5,859 Hell Armor [Magical Vest] 
60 Mana Orb [Bloody Orb] 
23,272 Exp Staff [Jeweled Scepter] 
Acolyte x1 1,812 Hell Armor [Wizard Robe] 
60 Mana Orb [Bloody Orb] 
139,150 Exp | Monster Wpn [Mad Parasite] 
80 Dark Adonis +50%Gain x1 ej hes Armor [Battle Vest] 
na 


Melee: Because Mid-Boss takes full damage from female characters, use a Kunochi 
that has a Weight equipped, so she can pull off an occasional double attack. 

Ranged: Rozalin is the best choice to solo this stage as she can inflict full damage on 
all the enemies, and she can buff up her own attacking power. Make sure her RES 
stat is high, and she’ll take virtually no damage from the Flora Beasts. 

‚Magic: Strangely, the Knight makes the best choice. Sure, she’s a melee character, 

but she also uses magic and can defend herself quite well against most of the at- 

tacks here. She can also fight at full capacity without being hindered. 


Main Characters Only 
‘Since you'll be on your second playthrough, all the main characters may be overpow- Ll 
‘ered, Just be careful not to rush in and let all the enemies swarm you, or you could al 
|be in big trouble. hl 


There aren’t many enemies 
here, and Priere’s entou- 
rage should fall quickly if 
you gang up on them using 
ranged physical attacks. 
The Flora Beast who’s out 
in front should be dealt 
with quickly, as she has a 
viciously powerful long- 
range attack that can tear 
your characters to shreds. 
Try to lure the monsters 
away from Priere with a 
single character. This is 
very easy to do, as Priere 


will not start to move unless you're six panels away from her. 


Gang up and take the monsters out one at a time. When dealing with Priere, 
don’t bunch your characters up too much. She has a relatively powerful magic 
attack that can hit up to eight characters if they're arranged in a ring. 


Your reward for winning is the Felicitation. 


Exp 3775,132 7633327 11,41,856  15,350,449 _ 19,209,055 
HL 5,993,855  24,350,548  55,071,530 55,207,130 67,707,019 
Mana 1,850 3,740 5,630 7,520 9,410 

Í =Stats- 

/ Full Army 12,000 20,000 35,000 45,000 55,000 
Main Char 15,000 35,000 50,000 60,000 70,000 

É Solo 25,000 55,000 80,000 120,000 150,000 


For delails_ see “La Puce 


Let's not jump to conclusions, 


Gauge] Prize Lv 


As long as you stay this far away, 
nothing will attack you. 


0-3 43 
4-7 44 
8-9 45 
TARGET LIST REWARDS EQUIPMENT 
Lvi Class Tag Num.| Amt | Gain Type Name 
419,866 Exp | Monster Wpn Twilight] 
450 _ Photinia xl | 716,646 Hell Orb [Holy Orb] 
450 Mana 
548,418 Exp | Monster Wpn [The Convict] 
450 _ Lilith xl | 819,024 Hell Orb [Holy Orb] 
450 Mana 
575,838 Exp | Monster Wpn [Titan Fist] 
450 _ Bastet xl [859975 Hell Belt [Black Belt] 
450 Mana 
2,171,010 Exp | Monster Wpn [Death Wing] 
500 Overlord +50% Gain x1 |3,598,210 Hell Orb [Chaos Orb] 
500 Mana Valuable [Royal Ring] 


ra Solo 

Melee: This is very easy if you know the luring points of all the enemies here. The 
amazingly evasive male Ninja, wielding fists and with a Weight equipped, will get 

| this job done easily. 

Ranged: This battle can be made quite easy if you can manage to improve the range 

| of a Healer's Bow to seven. Arange of six will still be good, but the Healer will be 
spending a little more time recovering from her injuries. 

Magic: Since both the Flora Beast and Priere have defenses against magic attacks, 
it’s best to use a Geo Master so that he can heal himself over the course of what’lL 
be a long battle. Attacking from eight or nine panels away will make this a breeze. 

Main Characters Only 

Adell should lure the monsters away from Priere for you to deal with. Use non-el- 

emental skills to defeat Prier. 


OPE WEE Bren 


Unlock; Character has 99 Felo- 
nies. Pass the proposal “Break 
the mysterious Seal!” 


Available: Anytime 


Because all the enemies 
here will fight using magic, 
your choice of characters 
can greatly influence the 
outcome of the fight. 
Flora Beasts and Healers 
will take very little dam- 
age from most of these 
monsters, Bring out a Holy 
Dragon once all the Skulls 
have been defeated, as it 
will take no damage from 
Marjoly’s only skill. All 
those characters can heal 
themselves, and the Flora 
Beasts can boost RES at the 
same time by using the Flower Dance skill. As long as you’ ve got high DEF, 
you can use physical skills from the Flora Beast or bow skills from the Healer 
to dispatch enemies with ease. 

Note that Marjoly comes equipped with a set of unique Rank 40 accesso- 
ries that you can steal. Once they’ve been stolen, they won’t appear again. 


You’ll receive the one-of-a-kind Sexy Panties accessory for clearing this stage. 


Exp 7,197,297 _ 14,478,363 _ 21,759,505 29,040,661 _36,321,790 

HL 21,856,204 _ 45,186,8/4 _ 69,993,460 139,225,637 _124,034,384 

Mana 5,800 11,670 17,540 23,410 29,280 
-Stats- 

Full Army. 30,000 55,000 75,000 90,000 120,000 

Main Char 45,000 70,000 90,000 120,000 150,000 

Solo 80,000 130,000 160,000 200,000 250,000 


TOTALDAMAGE 0 


Marjoly has a lot of unique equipment 
available to be stolen. 


Marjoly's Darfe Force skill can onfy 
hit one target. 


Gauge | Prize Lv 
0-1 
2-5 
6-9 
EQ AENT 
Lvl Num Type Name 
Kal de 
dl el oes gel’s Sandals) 
ZE X1 | 800 _ Mana Orb [Holy Orbl 
Glasses [Destiny Lens] 
292,627 Exp Staff Prinny Stick] 
772,807 Hell Shoes [Angel's Sandals] 
800 Green Skull x1 800 Nara Orb [Holy Orb] 
Glasses Destiny Lens] 
292,627 Exp Staff Prinny Stick] 
172,807 Hell Shoes [Angel's Sandals; 
800 Blue Skull X1 | 800 _ Mana Orb Bou Orb] Ù 
Glasses Destiny Lens) 
414,552 Exp Staff Prinny Stick] 
1,094,810 Hell Shoes [Angel's Sandals] 
OL “1 |” 800 Mana Orb Holy Orb] 
Glasses Destiny Lens 
658,403 Exp Staff [Prinny Stick] 
1,738,816 Hell Shoes [Angel's Sandals! 
800 Prism Skull X1 | ” 800 _ Mama Orb ioly 01] Ù 
Glasses Destiny Lens 
23e mel | smoes Angels sand 
el oes el’s Sandal 
ii EEE 1 [7800 Mana Orb fot 01] l 
Glasses [Destiny Lens] 
4,344,207 Exp | Monster Wpn [The King] 
1000 Legendary First Visit 2] 14,321,335 Hell Guts [Gao 's Spirit 
Witch +50% Gain 1,000 _ Mana Beauty [Claudia's Charm] 
Ears [Kitty’s Ears 
4,344,207 Exp | Monster Wpn [The King] 
ooo Legendary Next Visits Ni 14,321,335 Hell Armor [Goddess Dress] 
Witch +50% Gain 1,000 Mana Orb [Chaos Orb] 
Valuable Exodus] 


WepDorn’/tsNeed sNojStinking Army! 


| Solo 

Melee: A Wood Golem can be quite useful here if you boost its HP to obscene levels. 
Its Rush Hour skill can be very useful when you're dealing with the Skulls. 

Ranged: A Healer is perfect here since she has very high RES and can halve all the 
elemental damage that's being sent her way. This alone makes up for Marjoly’s 
resistance to attacks from female characters. 

Magic: It’s a little difficult to fight with magic when all the enemies here are highly 
resistant to it. Nevertheless, a powerful Geo Master can get the job done because 
none of the enemies have defenses against his Star magic. 


Main Characters Only 
If you have Flonne on hand, she can be really useful for healing and attacking here. 
In fact, we recommend that you get Flonne before fighting this battle. She will 
finally round out the capabilities of your force of main characters, which'll make 
this fight a breeze. 


+ Play Time is 40 hours or 
re. Pass the proposal “l want 
to fight an Overlord!” 


ailable: During Episodes 12-13 


This map only has a few 
enemies, and it's wide open. 
Those two conditions make it 
asnap to take enemies on one 
by one. 


Try to stay about nine panels 
away from Laharl, as you want 
to take him on last. Go for either 
the Bahamut or the Zombie King 
first, followed by whichever 
enemy you neglected. The tricky 
part is that when you attempt to 
lure out the Zombie King, Flonne 
will certainly come after you. Focus 
on getting rid of the Zombie King first, as 
you don't want to be poisoned by it, and 
then gang up on Flonne without grabbing 
Laharl’s attention. Once those three enemies have been defeated, gang up 
on Laharl. 


As a reward, Flonne will join your crew. Now, what about Laharl? 


-Rewards- 
Exp 5,520,212  11,754,322 17,686,794 23,623,333 _29,557,861 
HL 10,455,713 _ 42,400,538 _52,886,790 84,864,142 124,034,823 
Mana 2,100 4,240 6,380 8,520 10,660 

-Stats- 

Full Army 20,000 25,000 35,000 45,000 60,000 ij 
Main Char 25,000 30,000 45,00 60,000 80,000 ei 
Solo 40,000 55,000 80,000 100,000 130,000 


TOTAL DAMAGE 
Es 4 
Yowl have to endure Flonne’s attacks 
while you take the Zombie King apart. 


Gauge | Prize Lv 


Try ta steal that Orion’s Bett if it's a 
legendary version. 


0-3 46 
4-7 47 
8-9 48 
TARGET LIST 
Lv Class Tag Num. in Type 
685,585 Exp | Monster Wpn [Insanity Eye] 
500 Zombie King x1 [1,136,277 Hell Armor [Battle Armor] 
500 Mana 
837,936 Exp | Monster Wpn [Beastial Mark] 
500 Bahamut x1 [1,388,783 Hell Armor [Dragon Mail] 
500 Mana 
1828221 bp Staff [Prinny Stick] 
500 FallenAngel +50%Gain xí |2,020,048 Hell Armor [Goddess Dress] 
500 Mana Orb [Holy Orb] 
2,468,470 Exo Sword [Laser Blade] 
+50% Gain 14,900,581 Hell Armor [Majin Armor] 
ak Ch xl 600 Mana Valuable [Testament] 
Belt [Orion’s Belt] 


WepDor’t pNeedgNo)Stinking „Army! 
mmm in 
(o 


Sol 

Melee: Have a Wood Golem on hand with a ton of HP. That way even if the Zombie 
King poisons you, it won't have any effect. 

Ranged: A Healer is a must for clearing this stage solo with a ranged character. You 
need Espoir in case you get poisoned, her elemental defense to protect her from 
the Bahamut’s attacks, her high RES to defend against Flonne’s attacks, and her 
healing magic to tough it out against Laharl. 

\Magic: Magic can be a little tough to use against Flonne, and the Bahamut i fish | 
to fire, but all the other enemies are weak to magic. Use a Geo Master for his high 

RES and healing capabilities. 


Main Characters Only 
‚Use the same strategy that you'd use if you were using a full army. As you might 
‚expect, Adell will be the bait since his HP and SPD are so high. 


: Clear Extra Stage 8. Vote 
to accept Flonne's Proposal to 
“Summon Laharl!!” 

Ni 


e: During Episodes 12-13 


The majority of the enemies 
here are fairly weak com- 
pared to Laharl, but that’s 
not reason enough to charge 
right in and hope to win. You 
need to take out those minor 
enemies surrounding Laharl 
by luring them away from him. 
Stand about six or seven pan- 
els in a straight line away from 
a Magic Knight to draw her in, 
possibly along with the Kunoichi 
nearby. They both should fall 
after one round of combos. Do the 
same thing on the other side of the map. 
To deal with Laharl, you should use 
multi-target attacks to hit both him and 
the Healers at his sides. With the Healers gone, you're free to focus every- 
thing you’ ve got on Laharl. 


For winning, Laharl will at last joîn your group. 


Exp 9,968,025 _ 20,057,085 30,146,268 40,235,464 _ 50,324,634 
HL 29,023,715  78,854,959 178,274,129 255,553,235 _65,031,721 
Mana 5,800 11,670 17,540 23,410 29,280 


Full Army 25,000 45,00 60,000 75,000 100,000 j 
Main Char 35,000 55,000 75,00 90,000 130,000 
Solo 55,000 90,000 130,000 170,000 250,000 


DS 


[oma verra 


TOTALDAMAGE 0 


Stand this far away to (ure those Use powerful multiple target skills to get 


Magic Knights. rid of those Healers beside Lahart. 


EQUIPMENT 
L Class Tag Num.| Amt Gain Type Name 
975,410 Exp Sword [Laser Blade] 
800 Space Knight x2 [2,576,024 Hell Armor [Reflex] 
800 Mana 
Master 975,410 Exp Fist [Paradise Blow] 
800 Knack x2 [2,576,024 Hell Armor [Kamikaze Suit] 
WE 800___Mana 
975,410 Exp Staff [Yggdrasil Stick] 
800 Saint x2 [2,576,024 Hell Armor [Spirit Mantle] 
800 Mana. Orb [Chaos Orb] 
4,115,565 Exp Sword [Sunrise Sword] 
+50% Gain 13,567,581 Hell Armor [Majin Armor] 
{000 Overlord xl 1,000 Mana Valuable [Testament] 
Belt [Orion’s Belt] 


Dort pNeedpNo)Stinking fArnty! 
5 


Solo 
Melee: You'll want to use a Marionette, because their immunity against status ail- 
ments is a godsend when you're up against the Kunoichi. 
Ranged: A Healer will get the job done here, with her recovery magic she can be 
‚_ very difficult to beat. Make sure you have Status Defense specialists on an item to 
‚__deal with the Kunoichi status skills. 
Magic: Laharl’s Healers can be a major issue, because of their high RES and defense 
against elemental attacks. An INT stat that’s twice as high or more than what’s sug- 
| gested can make things easier if you're attacking from maximum range. 


Main Characters Only 
‚ Upgrading Flonne’s stats can make her a very valuable ally in this fight. Most notably 
is that her magic attacks have no elemental properties, and her Power of Love skill 
|can make dealing with the Kunoichi easier if they should get off a status attack. 


1 KES Battle Walthror 


+ Pass the Proposal “Pick a 
fight with an Overlord!” 
Available: Onty during Episode 1 


Be aware that clearing this 
stage will end the game. 
You'll be asked to save in 
order to start a new cycle 
should you win. 


This battle can actually 
be very easy if you let your 
magic users blast away those 
Rifle Demons from seven panels 
away, without getting within 
range of Laharl. If you do this, 
you can wipe out the Rifle 
Demons without being attacked, 
which will leave all 10 characters 
to fight Laharl at full strength. 

If you’ve already unlocked the final 
class of Rifle Demons, you should capture 
one of them here to add to your arsenal, because you won’t find a higher- 
level Demon unless you venture into the Item World. 


Exp 5,240,597  20,415,958 35,236,976 47,025,231 58,813,523 
HL 37,586,487 _108,548,989 41,091,026 178,809,982 _49,259,454 
4,700 9,450 14,200 18,950 23,700 


Full Army 35,000 65,000 80,000 120,000 150,00 
Main Char 50,000 80,000 120,000 160,000 200,000 
Solo 75,000 130,00 180,000 250,000 370,000 


ds 


TONANDRNAGE. 0 - 


Capture the Rifle Demons if you can, as 
they all have Satan’s Motors equipped. 


Beware of an Overlord’s Wrath. 


BONISES 


(Gauge 


5 Amt Gain Type Name 
1,783,307 Exp [| Monster Wpn [Satan’s Motor] 


900 Malchidael x4 |[5,294,289 Hell Armor [Dragon Mail] 
900 Mana 
4,527,369 Exp Sword [infernal Sword] 


+50% Gain 16,409,331 Hell Armor [infernal Armor] 
1100 Overlord xl | 1,100 Mana | Valuable [Exodus] 
Belt [Orion’s Belt] 
WepDort’t pNeedgNo)Stinking PArnty! 
e En 
Solo 


Melee: A character with very high defense and a lot of HP is ideal to solo this place, 
and the perfect character for the job is a Zombie Dragon. Be sure not to fall within 
Laharl's attacking range while you deal with each of the Rifle Demons one at a 
time. 

Ranged: A Healer is best here for her archery skills, healing magic, and the ability to 
halve Star Elemental damage. Attack from far enough away that Laharl doesn't take 
an interest until all the Rifle Demons are defeated. 

Magic: As long as you fling spells from eight panels away, nothing will ever move to 
attack you. Watch your step so that you don't wind up in a fight with something 

| that you’re not focused on defeating. 


Í 

| 5 

Main Characters Only 
Use semi-ranged attackers such as Adell and Etna to lure the Rifle Demons towards 
you, then deal with Laharl once his allies have been destroyed. Í 


Lnlock: Clear 10 different Dark 
Sun stages. Pass the proposal 
“Meet the strongest Overlord!” 

Available: Anytime 


Who else could be the 

strongest Overlord ín the galaxy? 
Lord Zetta’s here, and man, 
does he have an evil Geo Panel 
arrangement in store for you. 


About two-thirds of the map has 
nothing but Warp panels, so don’t 
think you’ll be reaching Zetta any 
time soon. Zetta, being the book that 
he is, can’t move, and he’s so heavy 
that you can’t lift him. You also can't 
stand in front of him and use attacks 
because the only spot where you could use 
direct attacks against him has a No Close 
Combat effect in place. He also has a No 
Range Attack effect handy, and a No Entry 
barrier that acts as a palisade to slow your 
movement down even further. That way, he can 
nail you with Zeta Beam. 

In fact, the only place where you can attack him from is two panels in front 
of him. So, do you have to solo this map? Nope. You can use Tower Attacks. 

Build a tower of ten of the strongest characters you have, with the 
toughest and highest-DEF fighters at the bottom. Hang around in the warping 
area until you warp close to where the yellow panels begin, and throw 
the tower onto that one panel which you can attack from. The longer the 
characters at the base of the tower can endure Zetta’s attacks, the longer 
the tower will stay, and the more damage you”ll do in the end. It’ll take 
a while to whittle down all of Zetta’s HP, but in the end, Adell will take 
Zetta’s title. 


Exp 8,690,998 _ 17,428,086 — 26,165,203 34,902,319 
HL 14,192,912 _ 14678858 _ 1,458,634 _ 17,024,120 
Mana 2,000 4,010 6,020 8,030 
Full Army 100,000 200,00 280,000 380,00 
Main Char 150,000 300,000 420,000 570,000 
Solo 250,000 500,000 600,00 900,000 


43,461,111 
8,088,320 
9,999 


500,00 
650,000 
1,400,000 


The Holy Dragon is immune to 


this attack. 
TARGET LIST REWARDS EQUIPMENT 
Lvi[ Class Tag Amt _[ Gain ype Name 

8,690,998 Exp | Monster Wpn [Satan’s Motor] 

2000 Badass +50% Gain xl 14,192,912 Hell Armor [Infernal Armor] 

Overlord 2,000 Mana Muscle [Cosmos Muscle] 

Valuable [Exodus] 

152,434 Exp 
1000 _ Warp Symbol xt | 502,503 Hell 
Panel 1,000 Mana 
152,434 _ Exp 
1000 No Lifting Symbol xt 502,503 Hell 
Panel 1,000 Mana 
152434 Exp 
1000 Ne Sad Symbol _ xt | 502503 Hell 
ai Panel 1,000 Mana 
152,434 _ Exp 
oon CAE xa | 502503 Hell 
el al 1,000 Mana 
152,434 _ Exp 
1000 No Entry Symbol xi | 502,503 Hell 
Panel 1,000 Mana 


Getting a character near Zetta is probably more annoying than actually taking him on. 
Make sure that whoever you use has a lot of movement points, so they can run back 
and forth from the panel. This tactic is essential because if Zetta can’t attack you 
after you've attacked him, you can last twice as long. 

A fantastic character to use here is the Holy Dragon. It has ranged attacks; it’s im- 
mune to BadAss Drive, which is the only attack Zetta will use when you only have one 
character in range; and it can heal itself. 

One final note about Zetta is that there’s a very small chance some of his equip- 
ment may be legendary. A legendary Exodus is pretty good if you don't have enough 
Arcadias. This means that having a high level Thief handy when you take on Zetta can 
be very rewarding. All the stuff Zetta has tends to be rather hard to come by. 


Main Chiaracters Only 
With both Flonne and Laharl on your team, it will make nine characters total. How- 
ever, only sixof those nine can lift and throw. That means if you’re goïng to use tower 
attacks, make sure Adell and Laharl have a lot of HP, DEF, and SPD so they can shake 
off Zetta's attacks. 


ik Unlock: Clear 25 different Dark 
Sun stages. Pass the proposal 


“Meet Baal the Tyrant!” 
Available: Anytime. 


It's your army against Baal, 
and his stats are just 
insane when compared 
to Zetta’s. This battle 
can be one big brawl, 
but it doesn’t have to 
be. Shockingly, an army 
of magic users can take 

down Baal easily and he 

won’t even move. To do 
this, you need to create a formation of mages in a 3x3 area, with the Base 

Panel situated at the center back position. If all your mages can attack from 

at least nine panels away, then Baal doesn’t stand much of a chance. 

Your prize for defeating Baal is the Makai Wars accessory. 


The fight with Baal isn’t over yet, though…. 


-Rewards- 
Exp 30,194,370 60,468,817 _ 75,485,262 75,485,262 — 75,485,262 
HL 9,948,091 _ 42,765,634 _ 29,011,190 29,011,190 _ 29,011,190 
Mana 4,000 8,010 9,999 9,999 9,999 
-Stats- 
Full Army 500,000 750,000 1,000,000 __1,000,000 _1,000,000 
Main Char 750,000 1,200,000 __1,500,000 _ 1,500,000 _ 1,500,000 
Solo 1,000,000____2,000,000 ___2,500,000 ___2,500,000 __2,500,000 


Arrange your magic users around the 
Base Panel like this, and Baal won't move. 


When youre fighting alone, use your 
most powerful skills on Baal. 


TARGET LIST REWARDS EQUIPMENT 
Lvl Class Tag Num. Amt Gain Type Name 
30,194,370 Exp | Monster Wpn [Satan's Motor] 
First Visit 9,948,091 Hell Armor [infernal Armor] 
00 Tyrant sr50Gain °* | ‘4,000 Mana Belt [Orion’s Belt] 
Valuable [Exodus] 
30,194,370 Exp | Monster Wpn [Satan's Motor] 
Next Visit 9,948,091 Hell Armor [infernal Armor] 
f000 Tyrant ‚s5oncain * | '4,000 Mana Belt [Orion’s Belt] 
Valuable [Exodus] 
108,707,949 Exp | Monster Wpn [Satan's Motor] 
Next Visit 18,303,851 Hell Armor [Prinny Suit] 
8000 Tyrant ‚350%Gain “| 8,000 Mana Belt [Orion’s Belt] 
Valuable [Exodus] 


WepDon’t: WO ERP er Ne NojStinin Arre en No WO ERP er Ne NojStinin Arre en Arrity! 


Solo 

Melee: in long, protracted, one-on-one battles it's best to use a Wood Golem who has a lot 
of HP. If Baal can't deplete more than 20% of the Wood Golem 's HP every turn, there's no 
way he can win. Only use skills against Baal to avoid getting counterattacked. 


Ranged;: What ranged character has high HP and DEF? That’d be a classic Dragon. All 
of its skills have some range, and its HP and DEF are the highest in its class. Getting 
its strength up there to where it can take on Baal may take a while, but the battle 

| should go pretty smoothly. 

Miz Just stand eight or more panels away and watch Baal fall to his knees. 


Main Characters Only 
|None of your main characters will have the range that the magic users have, so this 
will be a bit different. In order to fight Baal up close and personal you need to avoid 
‚arranging your characters so that Baal’s vicious attack skills can damage more than 
jone of them. Check the skill data section to get an idea of what Baal’s attack patterns 
|are, and arrange your characters appropriately. The less damage Baal inflicts to your 
‚entire army, the easier it will be to rebound on the next turn. 


{ 


Clear Extra Stage 1 
Ans 


Just as it was in the first 
Disgaea, defeating Baal 
isn’t really the last 
thing you need to do. 
Prinny Baal is back, 
with an HP count that 
runs right over the 
stat’s name and he’s 
also accompanied by… 
the four normal Baals 
that you defeated earlier. 
The insanity of this map can't be understated. Unlike the previous map, 
where Baal wouldn't move unless you were within range of him, all these 
Baals except for Prinny Baal will make a run for your troops. Be aware that 
if any of the enemies here are the last one standing, their stats will be 
doubled. Considering that the four Baals are much easier to kill than Prinny 
Baal, you may wind up having to fight a powered-up Prinny Baal. 
The ideal thing to do would be to defeat Prinny Baal first, and let one of 
the normal Baals be the one to get its stats doubled at the end. While in 
the midst of this big brawl, take note that Prinny Baal has a unique item 
equipped called the Prinny Suit. Be sure to steal it when you have the 
chance. Once the Prinny Suit is stolen, you won’t be able to get any more. 
This map has the single highest experience total in the game and can be 
used to reach level 9999 rather quickly. Of course, you need to be incredibly 
powerful to get through here in any appreciable amount of time. 


DS 
reke ets 


-Rewards- 


Exp 229,485,429 377,748,740 437,814,520 437,814,520  437,814,520 

HL 58,096,215 4,498,550,106 4,437,932,330 4,437,932,330 4,437,932,330 

Mana 24,000 42,039 49,995 49,995 49,995 
_Stats- 

Full Army 1,000,000 _ 1,300,000 1,300,000 1,300,000 1,300,000 

Main Char __1,500,000 _1,800,000 _1,800,000 1,800,000 _ +1,800,000 

Solo 2,000,000 __2,700,000 _2,700,000 _2,700,000 _ 2,700,000 


TOTAL DANAG ELIE) 7.87 of 


You haven’t really done everything until 
yowve killed Prinny Baal in one hit. 


EQUIPMENT 
Num. [ype Name 
30,194,370 Exp | Monster Wpn [Satan's Motor] 
First Visit 9,948,091 Hell Armor [infernal Armor] 
f000 Tyrant ‚s50%Gain “Ì | ’4,000 Mana Belt [Orion’s Belt] 
Valuable [Exodus] 
30,194,370 Exp | Monster Wpn [Satan's Motor] 
Next Visit 9,948,091 Hell Armor [infernal Armor] 
000 Tyrant f5onGain ** | '4,000 _ Mana Belt [Orion’s Belt] 
Valuable [Exodus] 
108,707,949 Exp | Monster Wpn [Satan's Motor] 
Next Visit 18,303,851 Hell Armor [Prinny Suit] 
8000 Tyrant soan * | 8,000 Mana Belt [Orion’s Belt] 
Valuable [Exodus] 


EEE an 


WepDor’tsNeedsNoyStinking Army! 
fi _F 


Solo 
There's really only one way to get through this stage, and that's by having very high 
HP and DEF. No matter what character you use here, it will be a very long and drawn 
out fight. 

Afew characters here can clear this map more easily than others, but the one thing 
that matters most of all is how strong the character is. Some good characters that’ll 
have an easier time of it are the Zombie Dragon, Wood Golem, Roc, Majin, Armor 
Knight, and Ninja. 

Most of the time you’ll wind up being surrounded by Baals, but as long as you keep 
moving they won't really get a chance to pin you down. You should always move and 
then attack, because if you attack and then move you'll always have your back turned 
to one of the enemies. You don’t need that extra damage. 


Main Characters Only 
Adell and Laharl are the two strongest characters at your disposal, so make sure their 
stats are nice and high. Also, make sure Flonne has the highest DEF of anyone in your 
army. While she can heal others, she cannot heal herself. 


k: Adell must have 99 Felo- 
nies and you have over 100 ally 
murders, and Rozalin died once. 


wailable: Clear the final stage. 


This is a bonus stage you'll 
get after you earn one of 
the bad endings. It appears 
after you’ve defeated Over- 
lord Zenon. Unless you are incredibly 
powerful, you will likely not be able to 
survive this battle. Win, and you’ll be 
treated to the best(?) of the bad end- 
ings. Winning this battle isn’t really 
difficult, though; it’ll just be quite 
long due to the insane amount of 

HP you have to deplete. At the same 
time, Rozalin takes half damage from 
all humanoid characters. 


Exp 14,484,997 _ 29,046,810 43,608,672 58,170,532 — 72,435,352 
HL 9,338,296 _ 38,781,321 _2,431,058 _29,136,526 _ 13,480,534 
Mana 2,000 4,010 6,020 8,030 9,999 


Full Army 60,00 100,000 150,00 200,00 300,000 
Main Char 75,000 120,000 180,000 250,00 400,000 
Solo 100,000 200,00 300,000 400,00 700,000 


oma hate. 
Ste koks kinda 


Fakes lass darrade (ror mum 


You'll be spending more time here if 
you use Human characters, 


TARGET LIST 
Class 


Lvl Tag Num. Amt Gain. 


She will use this skill a lot if your 
characters are grouped together. 


Type Name 


14,484,997 Exp 
2000 Zenon's Child +150%Gain xt | 9,338,296 Hell 
2000 Mana 


+ Pass the proposal 
“Hardcore Teacher: Champloo”’ 
Available: 2nd Cycle after Axel 
Mode 


This stage will give you 

plenty of room to set up your 
troops. Focus on taking out 
the Togabito to the right of 
the base panel. They can 
easily be taken out without 
attracting any other enemies 
on the field. The Lady Fighters 
should be your next focus as you lead your army closer to Champloo. There 
aren’t any Geo Panel effects to worry about until you hit the bridge. 

If you plan on using long-range attacks on any of the enemies on the upper 
half of the map, make sure to avoid the No Range Attack Geo Panel effect 
on the bridge. The accompanying No Lifting effect will make tower attacks 
more difficult to pull off against Champloo. If you want a better shot at 
one of his vulnerable sides, try luring him to the other side of the bridge by 
standing seven or fewer spaces away. 


Gauge |Prize Lv) 


0 19 lep 2953598 5987135 9021262 12055458 15089677 


Es Zi HL 3821454 15579999 35277044 62912589 98486634 


9 22 ||Mana 5380 10900 16420 21940 27460 


5 mean you have to either 
ectby attack Mr. Champloo, 
or Gure him off the geopanefs. 


161506 
530 Home Ec x1 183556 Hell Armor Battle Armor 
Teacher 530 Mana Shoes Ninja Tabi 
Emblem Feather Token 
186439 Exp Fist Karate Chop 
360 _Togabito x3 223390 Hell Armor Battle Vest 
360 Mana Shoes Ninja Tabi 
241273 Exp Sword Blood Lust 
360 Lady Warrior x3 289093 Hell Armor Battle Vest 
360 Mana Emblem Devil Ring 
247976 Exp | Monster Won Tentacle 
370 Basilicrow x2 305263 Hell Armor Scale Mail 
370 Mana Muscle Fight Muscle 
370184 Exp | Monster Won Tentacle 
450 _ Caracal x1 552841 Hell Armor Large Shield 
450 Mana Shoes Ninja Tabi 
268095 Exp | Monster Won Tentacle 
400 _Cait Sith x2 | 356413 Hell Armor Bushido Suit 
400 Mana Belt Beastly Belt 
3 53315 Exp 
350 Nolifting 62128 Hell 
Ene! 350__Mana 
53315 Exp 
Bie 62128 hel 
ttack Panel 350 Mana 


a, 


IE 
KEF rStnges Battle Waltham 


There are five rows of monsters 
to take out, and five rows of 
Geo Panels to clear. After two 
turns, the three Geo Symbols will 
progress to the next row each consecutive 

turn. This gives a new row of students the 
opportunity to make its way to your team and start 
pummeling. In order to avoid being swamped by a classroom full 

of opponents, You’ll have to do your best to kill off as many foes as 

you can each turn. 

An easy way to clear this stage is to utilize target-moving skills such as Triple 
Strike to knock the No Entry and No Lifting Geo Symbols from the first row of 
yellow Geo Panels. Position your units on the newly opened panels to create 
a wall of invincibility. Make sure one of your units lifts the Invincibility Geo 
Symbol so it doesn’ t scurry away. Let the monsters come to you as you take 
them out without taking a hit of damage. 


BONUSES -Rewards- 
Gauge |Prize Lv, 
0 34 lep 13454251 2145247 40839077 54533134 68227305 
Ee B HL 31613556 __107174916 _288608356 _ 513993876 _ 803971476 


] 37 _||Mana 11600 22640 35280 47120 58960 


Pane 
NoEntry. 
NoLifg, 


invited 


Yowl be fighting « lot of different envensies Geo monsters will periodically move 
in this stage, so be careful. with the mo entry’ symbols, but destroying 
them is easy enougfi. 


TARGET LIST REWARDS EQUIPMENT 
Class Tag Num. Amt Gain Type Name 
2438854 Exp | Monster Won The Awakening 
4000 No. 1 id 8040048 Hell Armor Spirit Mantle 
Delinguent 1000 Mana Orb Astral Orb 
Emblem Sophia’s Mirror 
975410 Exp Fist Cross Counter 
800 Master 5] 2576024 Hell Armor Battle Vest 
Kunoichi 800 Mana Shoes Falcon Shoes 
Emblem Feather Token 
DOES Hel| Amo Bate Ves 
el rmor attle Vest 
on ECDISEES a 800 Mana Belt Bravery Belt 
Emblem Feather Token 
103758 Exp | Monster Wpn The Evil Eye 
200 _Boggart x1 69710 Hell Armor Protector 
200 Mana Orb Dark Orb 
183099 Exp | Monster Won Viper Bite 
200 Corpse x1 123018 Hell Armor Protector 
200 Mana Belt Energy Belt 
152583 Exp | Monster Won The Evil Eye 
200 Succubus x1 102515 Hell Armor Protector 
200 Mana Orb Dark Orb 
164789 Exp | Monster Won Viper Bite 
200 Werecat xl 110716 Hell Armor Protector 
200 Mana Belt Energy Belt 
164789 Exp | Monster Won Viper Bite 
200 Head Orc x1 110716 Hell Armor Protector 
200 Mana Belt Energy Belt 
268095 Exp | Monster Wpn Spikey Shell 
400 Watcher x1 356413 Hell Armor Magical Vest 
400 Mana Belt Aura Belt 
329025 Exp | Monster Won The Accursed 
400 Sea Monk x1 437416 Hell Armor Magical Vest 
400 Mana Orb. Bloody Orb 
304653 Exp | Monster Won Spikey Shell 
400 _Pharbitis x1 405015 Hell Armor Magical Vest 
400 Mana Orb Bloody Orb 
329025 Exp | Monster Won Spikey Shell 
400 Black Dog xl 437416 Hell Armor Magical Vest 
400 Mana Shoes Cross-Trainers 
304653 Exp | Monster Wpn Spikey Shell 
400 Assassin Doll x1 405015 Hell Armor Magical Vest 
400 Mana Belt Aura Belt 
731402 Exp | Monster Won Poison Needle 
600 _Nidhogg x1 1452024 Hell Armor Chain Mail 
600 Mana Belt Spirit Belt 
Foret 822826 Exp | Monster Won Poison Needle 
600 5 x1 1633527 Hell Armor Chain Mail 
Gaden 600____Mana Belt Spirit Belt 
1005675 Exp | Monster Won Poison Needle 
600 _Verchiel xl 1996533 _ Hell Armor Chain Mail 
600 Mana Belt Spint Belt 
822826 Exp | Monster Won Poison Needle 
600 Mystic Dragon x1 1633527 Hell Armor Chain Mail 
600 Mana Belt Spirit Belt 
457128 Exp Monster Won Poison Needle 
600 Saint Dragon x1 907515 Hell Armor Chain Mail 
600 Mana Belt Spirit Belt 
658403 Exp | Monster Won Mystic Horn 
800 _Peryton x1 1738816 Hell Armor Battle Vest 
800 Mana Muscle Ace Muscle 


d 
„e all 


ú [ype Name 
780329 Exp | Monster Wpn Mystic Horn 
2060819 Hell Armor Battle Vest 
800 Mana Belt Bravery Belt 
1341186 Exp [| Monster Wpn Mystic Horn 
800 Flamberg xl 4250439 _ Hell Armor Battle Vest 
800 Mana Belt Bravery Belt 
30521 Exp 
200 No Entry Sel 20503 Hell 
200 Mana 
30521 Exp 
200 Notifting MP2 20503 _ Hell 
med 200_Mana 
30521 Exp 
200_Invincibitity Le 20503 Hell 


200 


ck: Pass the proposal 
“Hardcore Teacher: Mao” 

Available: 2nd cycle after Axel 
Mode 


There are no Geo Panels to worry 


about in this stage. There are, 
however, a number of powerful 


enemies to worry about. Take care 
of the stronger enemies first, and 


work your way down the line to 


the weaker ones. Mao will stay still 
the first turn as one of the robots 
Magichanges into a powerful fist weapon for his use. 


Buff up the defenses of one of your troops with your best armor and let him 
hold a tower to attack those robots. They’ll be the only one taking damage 
as you take out your opponents. Standing still will also draw the enemies 
closer to you, and they'll likely receive some of the damage from the 


frequently used Nuclear Fusion skill. Make good use of elemental attacks, as 


each robot will have a weakness. 


TOTALDAMAGE 4284 


gft a number of the powerful 
Kurtis-bots here, before geïting to Mao. 


Disgaea 3's protagonist, 
in al his Disgaea 2 Glory. 


EE 


Gauge |Prize Lv) 
0 49 Exp 17795216 36512450 53521484 64048128 64048128 
EEn 250 IL 16754376 654540776 1474032876 2100630042 2100630042 
Mana 19900 39470 59240 69993 69993 
TARGET LIST REWARDS IPMENT 
Lvi Class Tag Num. Amt Type Name. 
975948 Exp Fist Star Shatter 
, 10256006 _ Hell Armor Reflex 
Pe Xl |_3200 _ Mana Orb Astral Orb 
Emblem Royal Ring 
3202275 Exp | Monster Won Phoenix Feather 
B 35896021 Hell Armor Kamikaze Suit 
AE Ber al 3000 Mana Emblem Pravda Pendant 
Shoes Falcon Shoes 
1982301 Exp | Monster Won Devil Matrix 
7 16932515 Hell Armor Kamikaze Suit 
a ee xl | 2600 wana | Gasses Crosshair 
Shoes Falcon Shoes 
2668451 Exp | Monster Won Furious Scale 
21918771 _ Hell Armor Kamikaze Suit 
ee i 2500 Mana Glasses Crosshair 
Shoes Falcon Shoes 
2881983 Exp | Monster Won Insanity Eye 
25562271 Hell Armor Kamikaze Suit 
2700 Cyborg X1 | “2700 Mana Belt Spirit Belt 
Shoes Falcon Shoes 
3095511 Exp | Monster Won Immortal Body 
Ee 29485771 Hell Armor Kamikaze Suit 
FD ei 4 2900 Mana Emblem Pravda Pendant 
Shoes Falcon Shoes 
2988747 Exp | Monster Won Beastial Mark 
27489021 Hell Armor Kamikaze Suit 
2800 Homunculus X1 | 2800 _ Mana Belt Spirit Belt 
Shoes. Falcon Shoes 


NES Bate Walkthonn) 


s + Defeat Prinny Baal Pirate 
in the Item World 

Available: Only in the Land of 
Carnage 


The Ultimate adversary in 
Disgaea 2 is this mechanical 
menace, trumping the 
previously challenging 
Prinny Baal. He may just be 
Prinny on the outside with 
the typical Prinny moveset 
on the inside, but one look 
at its stats will show you 
that this Prinny means business, as if the glowing red eyes weren’ t enough. 
Pringer X Go! does not have any elemental weaknesses to exploit, and just 
like Prinny Baal won't explode if an Prinny is tossed nearby. 

Unlike Prinny Baal, Pringer X Go! won’t stand still and take a beating from 
a wall of magic users. He’ll approach anyone within range of one of his 
attacks. This is the place to unleash your most powerful attacks. You won’t 
stand a chance without the highest quality units who have gone through 
several reincarnations to boost their stats. It isn't over yet… 


eme 


Gauge |Prize Lv) 
0 49 Bp 543493890 543493890 543493890 543493890 543493890 

HL 4456336589 4456336589 4456336589 4456336589 4456336589 

Mana 9999 9999 9999 9999 9999 


MG - ) 
NETS OW o TJ 


5 vilcaniad 
/ Ee 
dy 
il, 
ie =finvantadtrom the best Inteliigenoe, 
i magic, and techtolony. 
lmmune to Soa cin vou have racelvad 


TOTALDAMAGE 0 


Move over Printy Baal, Pringer Xs character speci. 


you've got a new competitor. skills and magic to no longer work 


after the far: 


TARGET LIST EQUIPMENT 
Lvl Class Tag Num. Amt Gain Type Name 
543493890 Exp | Monster Won Satan Motor 
4456336589 Hell Armor Infernal Armor 
PEEL x1_(9999 Mana Belt Orion’s Belt 
Emblem Exodus 


+ Clear Extra Stage 16 


vailable: Only in the Land of 
Carnage 


The final challenge is by far 
the toughest. While one 
Pringer X Go! may have 

been tough on its own, you 
are now faced with an army 
of eight of them. To stand a 
chance here, your team will 
have to have high DEF stats. 
Power Leveling, reincarnating 
to boost your stats, and creating matching sets of perfect equipment will 
make this fight easier to endure. 

This map will be a challenge to even the most hardcore Disgaea players 

out there. Prepare for a long, epic battle. Avoid bunching up în any areas 
where multiple team members may be susceptible to multi-target attacks. 
Focus on taking out one at a time. Use buff skills to power up your units as 
well as debuffs to take the Pringer X Gols down a few notches. With enough 
determination and a well-crafted team you should eventually be able to 
make it through this battle. For added insanity, try this stage after passing 
the “Unleash the Land of Carnage” proposal. 


EEN TT 


Gauge [Prize Lv} 

0 49 Exp _ 4347951120 4347951120 4347951120 4347951120 4347951120 

UE 0 HL 35650692712 35650692712 35650692712 35650692712 35650692712 
Mana 79992 79992 7999) 79992 79992 


r 


Move over Pritty Baal, 
you've got a new competitor. 


TARGET LIST 
Class 


Amt ain 


TOTALDAMAGE 0 


Pringer Xs character special causes 
skills and magie to no longer work 
after the first use. 


9999 Skill Crystal 


| 548493890 


bp 
4456336589 Hell 
9999 Mana 


Type 
Monster Won 
Armor 
Belt 
Emblem 


Satan Motor 
Infernal Armor 
Orion’s Belt 
Exodus 


Once you've collected all sixteen Treasure Maps from the Item World, you” ll be 
- allowed to reach a hidden dimension called the Land of Carnage. A ship will ap- Ed 
pear next to Hawkeye the Collector; talk to him only once and you'll be able to 

go back and forth between Holt Village and the Land of Carnage as you please. 


Ey Go ona voyage 


Wou have enliectad all tha piscss cf the 


map, and have discowered where the Land af 
Carnage sl 


The Land of Carnage ís a staging ground, much like Holt Village, but there 
‚are several differences. Monsters here are harder to kill, the Item World will be 
given some new twists, and there are some characters you can recruit. Ulti- 
mately, once you reach the Land of Carnage, it will replace Holt Village as your 
HQ. Here we’ll explaïn in greater detail about what effects and rewards the Land 
of Carnage has on the game. 


en for Kea thie Land of Carnage: 


When you set foot în the Land of Carnage you 
can receive a legendary Holy Longinus from 
Masamune the Wandering Blacksmith, if you’ ve 
given hìm all the ingredients he needs via the 
Dark Assembly. 


There are three chests lying around that 
have Bonus Rank 60 goodies inside them, 


One is located near the Item 
Shop Prinny. 


Another is located at the top of the huge The last chest is located behind a tent 
pile of crates and barrels. that's behind the Armor Shop Prinny. 


Characters to Recruit in the Land of Carnage 


When you arrive in the Land of Carnage, 
head straight forward and you'll reach a 
large pink-colored tent. Here you’ ll find 
Axel, Kurtis, and Fubuki. Talk to each of 
them and they’ll join your army. but 
only in the Land of Carnage. You can't 
use them if you're fighting from Holt 
Village. Axel and Fubuki only appear here 
at certain times during the game, so you Be te bedrei load geur 
can't use them from beginning to end 

on subsequent playthroughs. Axel only 
shows up during Episodes 3, 9, 10, 11, 
and after stage 13-4 (Final Decision) ís 
cleared. Fubuki is only available once you’ve cleared stage 13-3 (Killers’ Hall). 
Be warned that if you do go back to Holt Village after recruiting these charac- 
ters, that any changes you make to their position in the character list will be 
reset when you come back to the Land of Carnage. 


The Land of Carnage’s Effects on Maps 


The Land of Carnage has quite a pro- 
nounced effect on the game, in terms 

of enemies and maps. For starters, the 
stages in the Land of Carnage will have 
their Bonus Ranks increased by 20 and 
will not appear unless you’ve cleared 
them at least once from Holt Village. 
The Extra Stages are the only exception, 
as you can do most of them here as well. 


) 4, you can have 
afl these characters irt your army. 


You’ll notice that every enemy in the Land of 
Carnage will have the title “Uber” pegged to 
their class. The Uber tag indicates that the 
enemy’s stats are doubled, and that they’ll 
offer twice as much Experience as they 
normally would. On top of this the Land of 
Carnage increases the levels of all enemies by 
2000% + 200, This increase in enemy levels is 
added onto to any Stronger Enemy proposals 
that are already in effect. 

Thus, if you've passed five Stronger Enemy proposals to increase enemy levels 
by 100% + 10, then in the Land of Carnage the levels of your enemies will be 
increased by 2100% + 210. One important note regarding Enemy Stronger propos- 
als is that they are unavailable to be presented to the Dark Assembly in the Land 
of Carnage, which means if you want to increase or decrease your opponents’ 
levels, you can only do it through Holt Village. 


The Land of Carnage’s Effect on the Item World 


One of the biggest changes involved with the 
Land of Carnage is the effect it has on the 
Item World. Inside the Item World you'll be 
treated to a BGM version of Disgaea 2's main 
theme, instead of the spacey-sounding BGM 
found in the normal Item World. The Item 
World in the Land of Carnage is the only place 
where you'll find the ultimate weapons and 
armor in the game. 

A normal Item God will not carry a Rank 40 
version of the item if you're inside a Rank 39 item, but an Item God inside an 
item in the Land of Carnage will. You can also find copies of Rank 40 items here 
__as well as in the Normal Item World, except for those that belong to the Unique 
grouping, such as the Makai Wars. 


The biggest change to the Item World, 
however, is that sometimes you’ ll come across 
floors where Geo Effects have been built into 
the enemies. A tag shows these built-in Geo 
Effects with a Geo Symbol above the enemy. 
The color of the symbol is also important 
because wherever the enemy moves, they’ll 
leave behind Geo Panels of that color behind 
them. The enemies also behave like Geo 
Symbols as well, because if you defeat one of them, they’ll start a Geo Chain if 
the panel they’re standing on is a different color than their Geo Symbol tag. All 
of this boils down to the fact that once you’re inside this new Item World, you’ll 
never want to go back to Holt Village again. 


The Land of Carnage’s 
Biggest Secret 

When you talk to one of the Prinnies here, they’ll 
mention something about becoming a “Shura” of 
the Land of Carnage. This isn’t just empty talk; you 
can actually earn this title. Deep inside the Land 
of Carnage’s Item World (Floors 91-99), you may 
encounter Prinny Baal or a Baal Pirate group with 
four Baals. They won’t appear here unless you've 
defeated them first by revisiting Extra Stage 12. 

Prinny Baal Pirates offer something that the other 
Pirates cannot. Defeating these rogues grants you 
the power to unlock the most difficult tests in the 
entire game. A special proposal entitled “Unleash 
the Land of Carnage” that boosts the stats of the 
bosses in Extra Stage 12 and Extra Stage 16 will ap- 
pear, but only in the Land of Carnage Dark Assem- 
bly. Pringer X Go! team and Prinny Baal are ready to 


This isn’t just an ordinary 


Prinny Pirate. 


make you cry. 
mus. | 
When Prinny Baal the Lord 
Master is defeaterd, yow’ll earn 
that title for Adelf. 
SF) 


While the Lord Master title is the last title you can get in the 

game, there are others before it that can be found. These titles 

don’t infer any bonuses to Adell; they are simply there as a med- 

alof achievement. Here's a list of titles that Adell can achieve 

over the course of the game. Note that Adell’s title reverts 

back to Demon Hunter at the start to each play-through, so 

try to collect them all. 

Archer Guards: Adell was standing beside Legendary 
Senator Venus while attending the Dark Assembly. 

‘Demon Lord: Defeat Etna in stage 3-4. 

(Prism Black: Clear Extra Stage 2. 

‚Badass Overlord: Clear Extra Stage 11. 

|Lord Master: Defeat Prinny Baal in the Land of Car- 

‚__nage’s Item World. 


You can find up to nine different endings in Disgaea 2, and they’ll appear under 
different circumstances depending upon your actions. Some require you to 

win an otherwise unbeatable battle; some, to lose battles; and a couple more 
depend upon Adell’s actions throughout the course of the game. Endings in 
Disgaea 2 shouldn't be considered as being the end to the game, but the ability 
to start a new one and acquire multiple unique items that can only be gotten 
once during every playthrough. 


Ending Table: 


This table shows the endings avilable to you on each Episode during the game. 


Episode Appearance 
ateror er on enen 


[meme 

EE EEN 

EEE EEEN EN 
BEEREN EE 
EERSEL 
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__ Ending Requirements: 
s These are the requirements you'll need to meet in order to achieve the endings 
for those Episodes in which they appear. 


Normal Ending: Just finishing the game normally gives you the… Normal Ending. 


Tink’s Ending: You'll see this ending instead of the Normal Ending if Tink’s Level 
is 1000 or higher. 


Felony Ending 1: You'll see this ending instead of Tink’s Ending if Adell has at 
least 10 Felonies, and you've committed 50 or more Ally Murders. 


8 


ai 
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Felony Ending 2: You’ll see this ending instead of Felony Ending 1 if Adell has 
99 Felonies, and you’ve committed 100 or more Ally Murders, and Rozalin has 
died once, Note that this ending has a special battle that you must win in 
order to start a new cycle. 


Axel's Ending: If you get a Game Over during any of the times you fight Axel 
(Stages 1-4, 2-4, 4-4, and 7-4) you'll see this ending. 


Proposal Ending 1: After passing the proposal “See the ending!” clear Extra 
Stage 5. 


Proposal Ending 2: After passing the proposal “Pick a fight with an Overlord!”, 
clear Extra Stage 10. 


Etna’s Ending: If you manage to Clear Stage 3-4 by defeating Etna, Adell’s title 
will change and you’ll get this surprise ending. 


Laharl’s Ending: If you manage to Clear 
Stage 11-7 by defeating Laharl with 
your army, you'll suffer from Laharl’s 
wrath as the game ends abruptly. 


About Ally 


Murders: 


Ally Murders 

are classified as 
commanding an ally 
to deliberately 

kill another 

ally with an rf 
attack. The 

only exceptions 
to this rule are 
Tink’s Goodbye 
Tink attack and a 
thrown Prinny. Tink is 

supposed to die when he uses Goodbye 
Tink, so when he is killed by this attack it 
does not count as an Ally Murder. A Prinny 
that is thrown is considered damage 
from a neutral source, which means that 
neither the Prinny nor any allies killed in 
the explosion will count as Ally Murders. 


Power-leveling in Disgaea 2 isn't just about big numbers. If you want to defeat 
the powered-up version of the secret boss in Extra Stage 12, you”ll want to 
make use of this section. We’ll show you how to max out your characters and do 
record-breaking damage. 


Se 


way to raise some cash, and the 
emblems are handy when your 
characters are still relatively 
weak. You can make over fifty 


mi 
ho 


Start by making a bunch of 
Good-for-nothings; around thirty 


of 


any map that has a humanoid 


en 


Wing hospital prizes is a good 


lion HL with just a couple 
urs of work. 


them will do the trick. Go to 


emy within easy reach of the 


base panel, like 1-4. Move any 
characters you have that are higher than level 1 out of the base panel (because 
reviving higher level characters is more expensive). Toss a humanoid enemy into 
the base panel and he will slaughter your Good-for-nothings, since you can't 
capture humanoids. Clear the stage, then revive your characters at the hospi- 


4 RARITY, LLU, 
HET ante Bd. a. 
Sp ER 


If you have the cash to spare, you may find 
it easier to let the prizes accumlate before 
claiming them, so you can pick out rare 
prizes faster. 


Toss any humanoid into your base panel to 


quickty slaughter your allies 


tal. Repeat 9 more times and your 
resurrection requirements will be 
met. When you claim your prizes, 
make sure they are rare (rarity 8-31) 
because they sell for more. Doing 
the resurrections first also gives you 
a bit of a head start on earning the 
HP/SP prizes. 


To acquire the Muscles quickly, 
choose any character and put your 
four best HP-increasing items on 
them, then heal at the hospital. De- 
equip and re-equip the four items, 
and heal again. Repeat this process 
until you can claim a Muscle prize. 


If the Muscle item has a higher HP bonus than one of your other items, replace it 
with the Muscle, You can do the same thing with SP to earn the Orb prizes, It’s a 
good idea to alternate between HP and SP, because you will be earning emblems 
at the same time, and they sell for bîg money. 
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This table shows the base buy price and sell price for each hospital prize. The 
sell price assumes that the item is rare and has one specialist. If 
there are more specialists the sell price will be a bit higher. 


Prize _| B rice | 
BramnyMuscle | 80| 63) 


74000000 18900000 
En 


[comment _|____ 0 _ | 
foarkop —_|___ su __ | 
ER RT 


[CaterpilerEeg | 50} 39| 
[CharredNewt_|__ 150} 118} 
[Snakeliver _|_ 600} 472] 
[Batsoup | ___ 150) 1181) 
[Frogswezt | ____ 7500 5906] 


Immortal Pill 16000 12600 


The total cost of healing is 1,315,667 HL. 
If you sell every prize you'll make at least 


56,652,792 HL, or 55,337,125 HL in profits. 


Note that you can do hospital exploitation 
as early as Episode 1, and your healing 
costs will be reduced, but you may need 


to mix resurrections with HP/SP healing. Doing all resurrections first would 


probably be too expensive. 


Most specialists can be found on items that you can buy in town. This table gives 
a list of items that always carry these specialists. Only the items purchasable at 
Product Rank 12 are shown. 


en Bloodlust, Poison Hand, Sesshoumaru, 
dig Deadly Bow, Poison Needle 
Evil Buster, Heavenly Bow, Illusion Bow, 
Luminous Bow, Peace Maker, 


Fairy Staff, Oracle Staff, Doom Wand, 
Sage's Staff, Confusion 


Love Spankin, Paradise Blow, Demon 

Spear, Lucifer’s Spear, Temptation, Lovely 
Gangster Bad) Ventis Wand; Desth Wing Insanity 

Eye, Lust, Gluttony, Sloth 

Death Spear, Spray Gun, Requiem, Ancient 
Hypnotist Staff, Moonlight Staff, Poor Orphan, 

Demon Cry, The Dream 


Primeval Spear, Raijin Bow, Paralyzer, 
Takemikazuchi, Rolling Thunder, Demon 
Smasher, Morning Star, Holy Hammer, 
Earth Quaker, Gigaton Mace, Hell Star 


Medicine Man random items 


Armamar 100 Fists, Kagero, Bruenack, Noble Rose, 
Twilight 

Broke Gank, Hell Fork, Infernal Spear, The 
Malevolent 


Sunrise Sword, Gaea Spear 


Cross Counter, Rune Sabre, Elder Spear, 


Witch Doctor 


Mentor Seraphic Bow, Heroic Gun, 
The Awakening 
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One of the fastest ways to power up is 
to make a level 100 Professional. Stick 
that on any weapon and all your attacks 
will be Criticals. 


MEdintorsYards ten zap Ee 
Tenefiers 


Steal Madeino's Battio Armar 


Mediators are only found on rare/legend- 
ary items, and Teachers are only found 
on legendary items. As you go through 
Item Worlds, check each enemy’s equip- 
ment via the steal menu to see if they 
carry Mediators or Teachers. You’ll 

need to create one of each at level 100 
in order to efficiently produce double 
stat specialists. 


EE EE 
Tink#Dirty Frog “The King 
k 077021 


These are very useful 


specialists. A full 
P y Zesbia0ss € Accelerator | 
powered Lover at aast oer  zorm “Accelerator i 


Ì KT Der 
level 25 will increase A Oran aes Ede Accelkrator hk 
a charactdr’s stats: GOUNTERB MV RI JM ran eenn, nn aa 

î SS 
by 25%, as well ks we 
character's innate 


Switch 
ability. For example, Coach’ 
Rune Knights normally 309 Coach as 
do 25% extra dam- 8 Tink Lover a 
age with elemental 
attacks, With a level 
25 Lover it becomes 
50% extra damage. 
Unfortunately, they 
are class-specific, so Skull Lovers will have no effect on Rune Knights. 


as increasing that 


gas - Teeth: Approach the speed of light. But. it 


Always use legendary items to form Lovers. 


To farm them, equip a character with four legendary items of rank 5 or higher. 
Each item must have a free population slot. Use the character in at least 35 
battles without changing their equipment. Bringing them out of the base and be- 
ing alive at the end of the stage is enough; they don’t need to take any actions. 
Each battle after 35 gives you a chance for a Lover to appear on the items they 
carry. Be warned, as it may take well over one hundred battles for Lovers to ap- 
pear on all four items. The Lovers will be 3rd-level, since you are using legend- 
ary items. Kill these specialists in the Item World 
to bring them to level 6. Combining them will 
give you a level 24 Lover. Unfortunately, that's 
one level short of the max of 25, so you need 
to make Lovers appear on at least 5 items to 
get a maxed-out Lover. 


If you plan ahead and know which types 
of Lovers you want to build in ad- 
vance, you can use up to ten char- 
acters at a time to produce 
them. Of course you’ll need 
more legendary items to 
equip on the other characters. 
od 


Once an item has produced a Lover, it will 
not produce another, so think carefully unless you 
have an overabundance of legendary items. 
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Make sure you have a level 100 Mediator and Teacher, and a level 1900 Arms- 
master before trying to make double stat specialists. Let's say we want to make 
Snipers, as an example. First we need to make our two parent Snipers: 


|D: 5 


Use a Mr. Gency Exit on floor 10 of the item and save 
4, [Enter the item, kill the item boss, and enter the Innocent Town 


[5 [if you see a marriage event, talk to the Mediator to produce a Sniper 
Ls. | If you didn't enter the Innocent Town or didn't see a marriage, just reset 


Note that this wasn't strictly necessary, because Gladiators and Marksmen 
always produce Snipers, but you”ll need to do this if you want to make Hard 
Workers reliably. 


Next we have to generate 
twenty children. The level of a 
child specialist is determined by 
the rank of the item into which 
it's born, so we want to use 
rank 40 items. The easiest ones 
to use are weapon scrolls. Take 
a random character and raise 


their weapon mastery to 15 for HET iga0d ip 
some weapon type (that’s why mi dis RES 


1408 sao 


the Armsmaster helps). Get the 
subpoena, enter the Dark Court : 
and receive your scroll. For OGsessive Gar 


rs Only. 


Put your Mediator and two Snipers on the scroll. You can produce up to 9 
children with a single scroll. Kill the children as you progress deeper into the 
item, and move them off to make room for more children. You can also move 
the Bailiffs from other weapon mastery subpoenas to the scroll in order to earn 
successive scrolls faster. 


Once you have twenty Sniper children, besides the parents, combine the 
children together. You should end up with a Sniper around level 5000. Now it’s 
time to use Teachers. Place your high level Sniper and a Teacher on any item 

(it doesn’t have to be legendary). Teachers will increase the level of the other 
specialist by 5% if you get the event. Repeat this about thirty times and you'll 
have a level 19998 Sniper. Using this method, it will take you about 500 floors to 
make a maxed double stat specialist, instead of 800 if you used only Mediators. 


Ee a Se Sn 
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Most items can be purchased from the shop, but the best items require more 
work. Here’s how to find all of the rare stuff. 


(Weapon) 
Î_&Scroll: Sword 
2®_ (Other) 


Each of the seven ij en (Othef) 


JN humanoid weapon mena 
types has an associ- Ba 
ated scroll. Equipping E 


a scroll will set the mn, 


corresponding weapon 
proficiency to 20 (A) 
and the affinities for 
the dominant stats to 
120%. For example, 
equipping a Scroll: Fist 
will set the Fist profi- 
ciency to 20 and the 
affinities for ATK and 
SPD to 120%. These will lower proficiencies/affinities if the character has higher 
innate properties, so only use scrolls on characters with 
pe, ____a normally poor proficiency. 


mm. The easiest way to acquire scrolls is to reach a 
weapon mastery of 15, then accept the subpoena. 
Enter the Dark Court and your reward will be a 
scroll of the corresponding weapon type. 


You can also find scroll stores in Mystery Rooms in 
the Item World, but they are extremely rare. 


Find a legendary rank 39 item 
of the same type. The Item 


En : Í 6 5. " p 
God of this item will carry the vel 6 5dn 


rank 40 item of the same type, or 
but only if you enter the Item 
World in the Land of Carnage. 
Use a Mr. Gency Exit on floor 
99 and save. If you do this on 
floor 100 the Item God won't 
have the rank 40 item when 
you re-enter. Keep reloading 
until the Item God has an item É 


5 (atvaasn 
of the rarity value you desire, 
then steal it from him. t's convenient that Item God 2s carry the same 
rank 40 item, since you’(l be leveling your 
rank 40 stuff up anyway. 
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If you are having a hard time 

in the Land of Carnage Item 
World, you can clear the first 99 
floors in the normal Item World, 
then switch over to the Land of 
Carnage and the Item God will 
still have your rank 40 item. 


There’s always an Item God 2 
on the hundredth floor of rank 
40 weapons and armor. These 
carry the same rank-40 item, 
and you don’t even have to be 
in the Land of Carnage Item 
World to get them. 


Ubtimate weapon models. Adell and Rozalin are 
holding Ultimus and Etoile, honest. 


E Te T En 


On your first visit there, steal it 
from the Zombie King in Cave of 
Ordeals 5. 


Use a Cell Phone to call the De- 
fender of Earth three times. Have 
Adell attend a session of the Dark 
Assembly and pass the “Rescue If you miss this, you/ll have to wait until 
the Earth Hero!!” bill, Complete your next play-through to get another chance. 
the stage and receive your first Accelerator as a reward. You can find more from 
the Item Gods that are found inside Accelerators. Pass the Movement proposals 
in the Item Assembly and put these 
menen mmm on Tink. Now you can zip through 
oan eer 1 the Item World fairly quickly. 


Bfu55a, 
je _* Acceleraior 


Complete all the Dark Sun stages 
and receive this as a reward. The 
Item God inside won’t have more 
copies, but you can get more on 
successive play-throughs by clear- 
ing all the Dark Sun stages again. 


power corrupts ab 


Stach these up on Tink and you can 
zip through Ttem World. 


DoE ID Card 


The following items are rewards for clearing Extra EE 


Stages, or stolen from Extra Stage bosses. See Claud chan 
page 535 for details. They can only be received once, Kitty's Ears 
and their Item Gods will not carry extras, so think Sexy Panties 


carefully before choosing how to level them up. Makai Wars 
Prinny Suit 


Bash says there is no Hyper Drive 
in the US version of the game 
that you can get without 
cheating. We will say no more. 


This recipe will show you how to produce an item with the highest possible 
stats. It works on any legendary item. First, gather up these materials: 


Rarity 0 legendary item 
8 single stat specialists 
Several Mr. Gency Exits 
Hands for stealing (optional) 


Why rarity O? Because some of the unique items you get will be rarity O, such as 
Makai Wars. You should use only rarity 0 items in order to get the 30% stat bo- 
nus. The specialists should correspond to whatever stat you want to raise (e.g. 
Gladiators for ATK, Tutors for INT). The levels of the specialists don’t matter. 
Just make sure you don’t try to use specialists that increase two stats, such as 
Hard Workers, because they won’t work. Specialists like Hard Workers should be 
stacked on after the item leveling process is complete. 


Here is a step-by-step guide for the first 10 floors: 


Did item level up from Fortune Teller or 7 monsters? 


- No: Reset, go to step 7 
- Yes: Exit the Mystery Room, go to step 10 
se Mr. Gency Exit and save * 


Enter floor 4 again and proceed to floor 6 


„Enter floor 6, check floors 7 and 8 for Mystery Portals 


ANIV NP en NPA 


14,| Is there a Mystery Portal on floor 7 or floor 87 
- No: Reset, go to step 13 
- Yes: Enter it, go to step 15 


Did item level up from Fortune Teller or 7 monsters? 


- No: Reset, go to step 13 


- Yes: Exit the Mystery Room, go to step 16 


Use Mr. Gency Exit and save 


8.| Enter the item and proceed to floor 10 
Kill the Item General 


Use a Mr. Gency Exit and save 


Enter the item at floor 10 
Kill the Item General again 
Either kill the other enemies or enter the red portal 


Did you enter the Innocent Town and is there an Item Assembly chicken? 


- No: Reset, go to step 21 


- Yes: Pass the high stat up bill of your choice, go to step 25 
Choose to exit the item world and save 


* Optional steps helpful in finding 
specialists 


The exits on steps 4 and 10 are not 
strictly necessary. They are only 
meant to aîd you in finding and killing 
any pre-existing specialists on the 
item, which must be removed and 
replaced with your own stat special- 
ists before floor 10. For example, you 
can reset on step 4 until you've found 
a specialist, then use a Mr. Gency 
Exit, save, and repeat the process 
until all specialists have been killed. 
Just don’t try this on floor 1, because 
using a Mr. Gency Exit on floor 1 will 
prevent you from finding Mystery 
Portals on that floor. 


. [Increase the item level on floors ending in 1, 4, and 7 (or 8) 
Use a Mr. Gency Exit and save on floors ending in 3 and 6 
Kill the item boss on floors ending in 0, then use a Mr. Gency Exit and save 


Kill the item boss a second time, choose to exit the item world and save 
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Pass the high stat up bill in the Innocent Town 


[30.___ After killing the Item King the first time, the population willincrease by 1 


le Place another stat specialist on the item 


Pass the high stat up bill ín the Innocent Town 
Choose to exit, the population will increase again from the second Item King death 


Place the final stat specialist on the item 


If you’d like to steal something from the Item God, exit and save on this floor 
Steal any items, then kill the Item God before using a Mr. Gency Exit 


At least two of the Mystery Rooms 

you find must be Fortune Tellers who 

raise the item by 10 levels (Great Luck). Other- 

wise, you can’t reach an item level of 200. If you 

get lucky and find several Fortune Tellers who give you 
Great Luck, you may not need to visit as many Mystery 
Rooms in the depths of the item. 


If you encounter Gate Pirates, always enter the 
Hyper Dimensional Mystery Gate they guard. The 
usual rule about not seeing another Mystery 
Gate for three floors won’t apply. 


Getting an item to level 200 can be tedious. If 
you are satisfied with a level 100 item, simply 
ignore the Mystery Rooms. Just kill each item 

boss twice and make use of the Item Assembly. 
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Wpn-Staff; Sees you when you're sleeping How creepy. 


Before starting any power-leveling you 
should clear the main story stages up 
through 13-4. You should have some 
characters that are at least level 45. 
You could start power-leveling earlier of 
course, but that might take all the fun 
out of the main story. 


In this section we’ ll first go over some 
techniques for intermediate powering up 
using captured monsters. Then we'll show 
It's easy to get charac across the map you a step-by-step process to build the 
a most powerful character in the game. 


Armor Knights are most suited for this because they can throw six spaces. If 

you can’t create them, just get someone to level 3 in spears (Etna is a natural 
choice), then make nine Armor Knights. They can be Good-for-nothings; we only 
want them for throwing. 


Make sure you've got some HL saved 
up, either from hospital exploitation or 
money earned from felonies. 


First we're goïng to make some high- 
level allies. A quick way to do that is by 
capturing monsters. Go to stage 4-3. Kill B 
at least one of the enemies, then use BRS hernia as tone kef her 
characters that have a Counter of O (such asleep, so just wait a few turns for her to 
as Rozalin) to combine the rest together. Level up. 

We don't want to accidentally kill the combined Nekomatas prematurely. 


An 2 


Don’t combine all of them or you'll automatically enter the Dark World. 


Either put the enemy to sleep, or move all your characters over by your base 
panel so the monster won’t bother you. Wait a few turns until her level grows to 
around 80, With your strongest characters in the base panel, throw her into the 
base panel and you should be able to capture her. 
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Return home and heal at the hospital. 
Repeat 4-3, capturing a new monster 
each time, and each time, your captive 
should be about twice as powerful as 
the previous one. This is the progres- 
sion we used: 


Be sure to keep at least the three with the highest 
levels, since they are needed for the next step. 


Now your Nekomatas are sufficiently powerful to handle 

Dark World 5-2. On that stage we can capture higher- 

level Carmillas. If you played through the story normally, 
you probably can’t create Carmillas yet, which means 
you can’t capture them. Let’s remedy that. 


/ 


* 


Go to stage 5-1 and capture one of the Empusas. They 
are level 14 so this unlocks Lilims, but only if you 
revive your Empusa at the hospital and then check 

the character creation screen at the Dark Assem- 

bly. Otherwise the game won’t give you credit for 
unlocking the next tier. On stage 6-3, combine two 
level 20 Lilims together, and capture the resulting level 

40. Finally capture the Succubus on stage 12-2. Now we 

can create (and capture) Carmillas. 


Put a Testament or something similar on 
your level 310 Nekomata, as she needs a 
slight boost. In Dark World 5-2, use two 
Armor Knights to toss her in range of the 
Clone Geo Symbol, and take it out with 
Cat Blast. Use the 601 and 1283 Nekoma- 
tas to kill the two nearest Carmillas to 
the base panel. Use a toss from an Armor 
Knight to reach one of them. Now end 
your turn, and the only enemy remaining 
should be a level 1300 Carmilla. 


Two Armor Knights are enough to 
get her in range to take out the 


Wait two turns for her to become level ETE 
Clone Geo Symbol. 


2197. Kill the two nearest Enemy Level 
Up +10% geosymbols, and wait one more turn, she should level up to 2416. Fetch 
her with Armor Knights if she’s far away from the base panel, then spend a 
couple turns weakening her. To do this, attack her with specials using your level 
1283 Nekomata. Before ending each turn, lift her up with one of your Armor 
Knights. She’ll crush them but she won't gain any more levels. When her HP is 
low, send your 1283 Nekomata back in the base panel, and throw in the Carmilla 
to capture her. 


Keep capturing more 
Carmillas like so: 


The final two can be 
grown faster by not 
killing the two nearest 
Carmillas. You can capture as many level 
9999 Carmillas as you like. Once you have 
at least one level 9999, you won’t even 
need to weaken them before capturing. 


dely known exploits in Hold her uf at the end of each turn to 
C 2 en referred to as the keep her from draining your HP, 
‘Nekomata trick’. This trick involve! and leveling any further. 


using the map setup on field 4-3 to 

me. Unfortunately, this no longer 
ented in this port. What 
that is higher level 
pending on what mode 


et those 


capture high level felynns very early in the 
} apture formula has 


that you can no lo 
than your ‘main’ character at the time (A 
you are playing in) meaning that you”ll have to level up Adell or Axe 
h-level mons Of course, if you level one of them up high enou 
won’ t need tho werful monsters anymore anyway... 


dell, 


1, YOU 


Reincarnate one of your level 9999 Carmillas as a Magic Knight. Put all the bonus 
points into INT. 


Use your level 9999 Carmillas to breeze 
through the first three stages in Cave of 
Ordeals. On the fourth stage, do some 
team attacks with a Carmilla and your 
Magic Knight to level it up. Your goal 

is to work your way through the ranks 
of Magic Knights until you’ve unlocked 
Space Knights. Always put the bonus 
points into INT as you reincarnate. 


= Before reincarnating this character as 
space Kigfits are tie most powerfullass _à Space Knight, we need to use a Skull 

in the game. to build up magic skills. Choose your fa- 
vorite element and make a Red, Green, 
or Blue Skull. 
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Tub) Speeinists 


Buy around twenty-three 100 Fists from the shop. They always come with level 
42 Armsmasters. Subdue and combine them all to make a level 1900 Armsmaster. 


Use the same process to create the following specialists: 


300 Manager 4 Sunrise Swords or Gaea Spears 
300 Mentor 4 Seraphic Bows or Heroic Guns 


300 Broker 4 Infernal Spears 
100 Professional 7 Hell Strikes or 7 Year Kills (ie 


100 Firefighter 7 Dragon Mails or Dragon Busters 


Aeronauts or Cryophiles can be subtituted for Firefighters, Pick whichever ele- 
ment matches your Skull. While you are creating these specialists, always be on 
the lookout for legendary items. Check the bonus lists, and carry extra Hands in 
case any enemies have good stuff to steal. You need rank 39 items, legendary 
items with Teachers, legendary/rare items with Mediators, and random legend- 
ary items for making Lovers later. 


Make some Lovers 
See the Specialist Farming section to find out 
how to make Lover specialists. You should 
make the following: 


The Thief and Tink Lovers are optional but 
very useful. This step can be combined with the 
next one. 


Using the techniques in the Specialist Farming \ 
section, you'll eventually want to create 

10 level 19998 Nerds. This can get 
pretty tedious. As you earn weapon 
scrolls for specialist farming, your 
Skull will earn Felonies. After 25 
weapon scrolls your EXP will be 
maxed out to 300. At least get that 
done, but feel free to come back and 
do more specialist farming later. While 
you work on this, you should be hunt- 
ing for Treasure Maps to open up 

the Land of Carnage. 


Equip the Skull with a staff. A Sage’s Staff from the store is fine, or use an 
Infernal Staff, if you’ ve found one. In the other slots, anything that increases SP 
is good. Place your Armsmaster, Manager, Mentor, Broker, Professional, elemental 
specialist, and Magician Lover on your staff and other equipment. Also add any 
Nerds you’ ve made so far. With those specialists and maxed-out felonies, your 
Skull is ready for some serious leveling. 


If your Skull doesn’t have his Tera spell yet, go to Cave of Ordeals 4 and level up 
to 80 to learn it. 


Head to the Putrid Courtroom stage 
that became 8-5 after clearing Episode 
8. Put one enemy to sleep and kill the 
rest. Have your Skull stand on an Attack 
+ 1 Geo Panel, and repeatedly cast the 
Tera spell against one of your monsters 


who is im- - 
mune to the tga 
element. [Me peen | 
mln de \ 
one of the best metfiods to level Your goal is Mystic Beast 
4 to build up 


magie, since you get two casts in one. 


Tera to level 52, As long as you have 
Ally Effects turned off, it shouldn’t take much more than an hour. By the time 
you reach level 52 Tera, the Skull’s staff mastery will be maxed at 255. 


poes Kog 


Reincarnate as a Genius Space Knight. Pass all twenty Stronger Enemy bills. 
Switch out your Magician Lover for a Magic Knight Lover, and make sure your 
staff has at least one level 19998 Nerd. You should now be powerful enough to 
solo Cave of Ordeal 4 in the Land of Carnage. Spend a couple of hours here get- 
ting to level 9999. 


Put shoes or Accelerators in the three armor slots of your Space Knight. If you 
don’t have a legendary Infernal Staff yet, go find one. Steal a rarity O Omniscient 
Rod from the Item God inside. Use the techniques on page 605 to level it up. 


Complete each of the Dark World stages to earn Usagi's Journal. Make sure it’s 
rarity 0. Level it just like you did with the Omniscient Rod. Makai Wars can also 
be used, but those are unique and Usagi’s Journal is enough to reach max stats 
later. 
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Extra Stage 12 in the Land of 
Carnage is the fastest way to level. Gaed-lar-nating P 
Here’s where you need those eight Hiken 
level-19998 Nerds on your Omni- 
scient Rod. Make sure your other 
two armor pieces are rarity 0. To 
clear Extra Stage 12, use your Tera 
spell that hits 7 spaces to kill the 
nearest two enemies. The other 
enemies won't move if you are far 
enough away. Take them out one by 
one. With four casts of Tera it takes 
about one minute to clear. It takes 
22 clears to reach level 9999, Use this stage to build up your stored levels to 
186,000. You should already have about 20,000 levels stored, so 17 more rein- 
carnations will do it. This cycle is stable at level 52 Tera and 255 staff mastery. 


Level 99 Tera 


Reincarnate back to a Skull 
and level up Tera to 99. Lev- 
el the Skull until his base 
INT is at least 280,000, 

then reincarnate as a Space 
Knight again. Your Tera 

level will drop to 96, so 

gain those three levels back. 
Finally, level up to 9999 and 
you're finished reincarnat- 
ing your ultimate character. 


Beets Geba 


Use your Space Knight to create 
a pupil with high INT and level 
her up. For example if you use a 
Galaxy Mage, 132,000 stored levels on 
her will give you enough bonus points to 
reach max INT at level 9999, of which 10% 
will be added to your Space Knight. 


j A A 
ESTININFR NEF SE 
More fien Two BilBon 
P of Damage 


Place eight level 19998 Nerds on 
Usagi’s Journal, and two Nerds on jé 


Cribeal! 


Omniscient Rod. You should now have p 
an INT of over 20 million. is En 

2113923K 
Dark World 9-2 is ideal for setting ä 
records. Take out your Space Knight 


and a level 1 character (the target). 


En 


kend 


d 


Cast an elemental Charge spell on your 
Space Knight and two Anti-elemental 
spells on the target (make sure their 
base resistance is O or -50). Move them 


TOTALDAMAGE 2113923391 


Now youre ready to take on the super- 


secret powered up version of Extra Stage 12. 


to the invincibility 
_ panels. If the enemies come to annoy you, just put them to 
sleep. Use the Space Knight to attack the target 256 times to 
build up the stationary bonus to the maximum of 475%. Cast 
five Magic Boosts on the Space Knight to max her INT to 40 
million. Now attack the target with Tera and you should 
do over two billion points of damage. 


Character Data Key: 


Name (story allies/enemies) or Group (generics) 

Class 

Sex (humanoids only) 

LVL: Level at which higher ranks are unlocked (generics only) 

Weapon Proficiencies (humanoids only): weapon experience points per use 
Aptitude: modifiers for stats from equipped items 

Base stats: the higher the base stats, the faster they grow 

MV: spaces a character can move per turn 

JM: max height differential a character can traverse 

10. HL: stat that determines how much HL earned from defeating this character 


11. EXP: stat that determines how much EXP earned from defeating this 
character 


12. CTR: maximum number of counterattacks 

13. Throw: number of spaces a character can throw someone (humanoids only) 

14. EXP Rate: determines how fast this character gaïns levels 

15. Description 

16. Recruitment: how to get them to join (story) or unlock them for creation 
(generics). Monsters list the earliest you can kill them in the main story stages. 

17. Special abilities 

18. Lover Bonus: bonus given by equipping the character with an item contain- 
ing their Lover specialist 


ON TEN 


CLASS 
Demon Huntet Dann 


en EE 
md) 


SPECIAL ABILITIES LOVER BONUS 
[togen trou nin Sok ofuran pz argos a nonalrmenta dare erlcen —_UEJ | 
RECRIUTMENT 

Speak to him in the Land of Carnage (Ep. 3, 9, 10, 11, and after 134) 


Arwin mysterious origins, his specials are great against enemies that are weak against Fire, 


UITMENT 
[: Must have a Disgaea 1 save 


Lady Samurai 


BE Spear | Bw [Gun | Ae | Staf | 
E 15 1 6 19 3 
MV_ CTR THROW 
4 1 4 17 17 6 
APTITUDER 
BASE STATS 
HP SP DEF INT SPD HIT RES 
100% 10% 90% 30% 100% 100% 10% 
18 6 8 8 12 12 6 


Lady Samurai 


DIABOLIST 
CLASS 


Spears [| Bew| Gee Ae Sta 
16 16 7 1 3 
TR THROW 
15 1 El 7 2 5 
_ APrTUDE 
BASE STATS 
HP. Ea DEF INT SPD HIT RES 
100% 10% 0% BO% 100% 100% Jk 
20 ô E E IE E 6 
Lady Samurai 
|_Spear | __ Bow _ | Gun | Axe | Staff | 
17 17 EI 1 El 
CTR THROW 
30 1 El 27 27 6 
APTITUDE % 
BASE STATS 
HP SP DEF INT SPD HIT RES 
100% T0% 0% BOX Mok Vox 70% 
2 ú El E 1 á ó 


Lady Samurai 


BATTLE MAIDEN 
CLASS 


Spear [Bow _] Gun [Ae [Start | 
18 18 9 13 5 
CTR THROW 

T 4 32 EK 6 
EEE 
BASE STATS 

DEF INT SPD HIT RES 

100% EG 110% Ok 50% 
7 5 15, 15 7 


Lady Samurai 


Ten EE en |_Spear nn nn en 
13 30 20 20 11 15 5 
MV_ JM CTR_ THROW 
ik: 240 4 20 | 1 4 42 42 6 
APTIIDES ze 5 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
110% 80% 130% 100% — 90% 120% 120% EL 
28 E 28 10 10 17 17 7 
Gelesttal Bost Class 
SPECIAL ABILITIES LOVER BONUS 


Reduces neutral damage to adjacent allies by 50% 


1% per level 


Celsstial Host 


__Spear | __Bow _ | __ Gun | _ Axe | Staff 
12 IEN 12 10 IE 
CTR THROW 
1 5 15 15 5 
Ë JE % 
BASE STATS 
HP Sp ATK DEF INT HIT RES 
90% 100% 0% nn 110% 110% _ 10% 
14 16 14 8 14 16 18 


ANGEL CADET 


Celastial Host 


BASE STATS 


SP ATK DEF INT SPD HIT RES 
10% 100% 305 120% 90% 110% [20% 
18 TE 10) 18 5 Ei 22 


APTITUDE 5 
BASE STATS 
HP El ATK DEF INT SPD HIT RES 
TO TE 1005 100% 120% TK TO TR 
17 19 17 1 20 10 22 24 


AVENGER 
CLA 
Celestial Host 


HP SP ATK DEF INT SPD HIT RES 
TIO HO TOE 10E 150% 100 Tr En 


15 


BASE STATS 
HP EJ ATK DEF INT SPD HIT RES 

Nok 150% 110% 100% 130% 100% 120% 130% 
19 21 19 13 24 12 26 28 
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LOVER BONUS 


+10% damage par panel moved. =1% per 10 levels. 
= RECRIUUTMENT 
Unlocked: Once Pink Joins in Axel mode 
MAGICHANGE TYPE 
Fist 
D BER 
Deathsaber 
Fit Bow _] Gun | Axe | Staff | 
MV JM CTR THROW 
OS 5 25 2} 4 17 17 El 
APTITUDE % 
BASE STATS 
HP Sp INT SPD HIT 
_ B MK | Cn 
16 19 8 16 1 
Fin 
Deathsabar 
[__ Spear | 
CTR 
D | 12 3 
APTITUDE £ 
BASE STATS 
HP Ed AIK DEF INT SPD HIT RES 
En ML TOE IE ELS Ee To DE 
17 u 15 u E 17 12 1 
ei 
ei Deathsaber 
__Fst | Sword | vG rm | Ae caf 
MV JM CTR THROW 
D | 24 5 5 3 El 7 27 El 
APTITUDE % 
BASE STATS 
HP E ATK DEF INT SPD HIT 
0% 100% 120% 0% 3 130% 120% 
18 12 16 12 10, 18 E 
4, Eb: 
Deathsaber 
E __Sword | Spear | Bow | Gun |} Axe | Staff | 
HV JM TTR THROW 
D | 48 5 25 3 4 El 32 ] 
APTITUDE % 
BASE STATS 
HP Ei ATK DEF INT SPD HIT RES 
OK Jor 120% 100% 0% 130% 120% 100% Gl 
19 E 17 13 1 19 14 E nq 
ks Ed 
FEI np 
rdt 


HP SP ATK DEF INT SPD HIT RES 
100% 10% 130% 100% BOR 1% 10% Too 
20 14 18 14 12 20 15 14 
D R 
EN 
Deathsaber 
___Est | sword | Spear | Ae Stat 
MV JM CTR 
D 192 5 25 3 42 4 
== E APTITUDE 5 
BASE STATS 
HP El ATK DEF INT SPD HIT RES 
100% TE 10 TOE Eu Hi Ee O0 
24 15 19 15 13 21 16 15 


— — Botel 


+1% per 5 levels 


+10% to all stats per ally Great Wyrm on the map. 


Unlocked: Once Actress Joins in Axel mode 


Axe 


E Entei 
p 
EC ET 
E) MV_ JM 
DE 3 15 48 48 5 
HP SP AIK SPD HIT RES 
Mok 90% 130% 30% 10% 80% 
25 10 18 10 14 8 
he Entel 
|__Spear | __Gun | Axe | Staff 
CTR 
D_| 15 2 54 54 E 
APTITUDE % 
BASE STATS 
HP ATK DEF INT SPD HIT RES 
TIE 105 TOE Es En Tr En 
20) 16 9 Ĳ 16 9 


Entei 


== 
is [Sword] _ Spear T Bow _[ Gun JT _ Ae [Suf 
MV JM CTR THROW 
D 30 E] 5 2 4 Ed 60 5 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120% 100% 140% 120% 905 90% 1208 EG 
32 12 22 18 10 12 18 10 
Entai 
Est |__swerd | Spear} Jow | __Gun __ | Axe | staff | 
_MV_ JM CTR THROW 
D 60 3 15 2 4 66 66 5 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
1205 100% HOE TE IE ME TE EI 
34 13 24 20 1 15 20 U 
Entel 
iste He 
MV 
D 120 3 
HP Ed 
130% TE 
36 14 
Ee Entei 
El EL: 7 
D 240 El 15 2 Ei 18 78 5 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
1305 UE TOK En 100% 100% 1305 En 
38 15 28 24 13 15 24 13 


SPECIAL ABILITIES 


Attack twice if you da not move (physical attacks only) 
RECRIITMENT 
Unlocked: Once you clear all the “Defend a Defender” maps and Gordon Joins you. 


LOVER BONUS 
+1.5% to stats 


MAGICHANGE TYPE 
Fist 


EE __Swor 
MV JM 
omm 6 20 
HP En ATK 
110% 30% 20% 10% 10% 10% 100% 100% 
20 8 14 10 10 10 10 10 
ANDROID 


spr 


CLASS 


MV JM CTR THROW 
6 20 7 5 25 Ei 5 
J RENS Ee Ii nn 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
Tok 80% 20% 100% TO 10% | Joo% 
EE El 16 TZ EN 12 12 12 
BOR 
Robot 
|_Fist | Sword | Spear | Bow | Gun | Ace | Staf | 
MV_ JM CTR THROW 
D [30 6 20 2 5 35 35 5 
en DEE 
BASE STATS 
HP En ATK DEF INT SPD HIT RES 
110% 80% 120% 100% 10% Jac loo | {00% 
28 10, 18 EN 16 14 14 14 
NT 
Ft | 
MV_ 
Ei 6 
5 5 APTITUDE X 5 == E 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120% 30% 130% TE 120% U 10% Tos 
Z 10 20 16 El 16 16, 16 
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Robot 


D_| 240 6 20 2 5 5 35 Ĳ 


D 
Demon Hunter 


nn 
6 14 


THROW 
5 


SPECIAL ABILITIES LOVER BONUS 
+25% damage bonus to higher level characters +1% per level 
KECRUITMENT 
‘Always in your party 
A hero with mysterious origins, his specials are great against enemies that are weak against Fire. 


Zenon’s Child 


__Fist _[ Sword | Spear | Bow | __Gun | Axe | Staff 
6 6 ĳ 3 


3 8 24 18) 
MV JM CTR THROW 
F | El 15) 0 3 10 10 5 
BASE STATS 
HP. SP ATK DEF INT SPD HIT RES 
10 | 

16 14 E 8 12 10 16 A 

P BILITIE OVER B 
+20% stat bonus to adjacent male allies +13 per level 
‘Automatically joins in Episode 1 


She's the gun-toting love interest. Keep her next to Adell for extra power. 


Dirty Fro 


mi 


mn 


Ë MV_ 
M 5 E 


| 


Her specials reduce the enemy 's defense. 


‘Automatically joins in Episode 7 


ee Adell's Brother 
Lit | 5 Sr lS | B | Gn | A | St 
AV EL TTR THROW 
Mm 5 5 20 4 10 10 3 
HP. SPD 
KE B E 
24 14 gt 14 
SPECIAL ABILITIES LOV: BONUS 
DEF/RES +20% when critical +1% per level 
His specials reduce the enemy ’s offense. 
Kungicht 
Fist | Sword | Spear | Bow | Gun | Axe | Staff 
14 24 16 18 3 8 3 
MV JM TTR THROW 
E| 5 35 1 4 10 10 5 
JE 5 == E _APTITUDES En: 
BASE STATS 
HP. sp ATK DEF INT HIT RES 
10 | vo 120 eel | 10 0 
18 12 16 8 10 16 12 10 
SPECIAL AB ILITIES LOVER BONUS 
20% chance to inflict Forget status with normal attacks +1% per level 
KECRUITMENT 


She's annoying, but she has powerful Ice skills, 


Beauty Queen 


LOVER BONUS 
+50% stat bonus to adjacent allied Prinnies +14 per level 


‘Automatically joins in Episode 10 
If you like using Prinnies, keep Etna near them to really boost their power. 


Wanstor 
Give him an axe with a Professional and you've got a powerful melee fighter. 


SPECIAL ABILITIES LOVER BONUS 
Critical damage bonus +50% when critical +2% per level 
Can be created from the start 
Warrior 
TE 
HP_ SP ATK DEF INT SPD HIT == RES 
24 10 16 14 6 1 11 6 
Warrior 
|__Fist | Sword | Spear | Bow | Gun | Axe | 
14 20 20 1 3 41 
MV _M CTR THROW 
Mm 10 4 20 | 5 | 22 22 4 
Ï 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
nt mn 
26 10 17 15 6 12 12 6 


Warrior 


|__Spear _[__Bow 
22 12 
CTR THROW 
Mm | 20 ï 5 7 27 
APTITUDE % 
BASE STATS 
HP EI ATK DEF INT SPD HIT 
120 _0 B 120 60 100 100 
Ei 1 18 16 6 E E 
D OR 
Warrior 
[_Sword | Spear | Bow | Gun | Axe | Staff 
24 Ei 13 EN 25 3 
ED CTR THROW 
M } 40 20 1 5 32 32 4 
APTITUDE % 
BASE STATS 
HP En ATK DEF INT SPD HIT RES 
120 90 110 120 10 100 100 Jo 
30 1 19 17 1 14 14 1 
RLORD 
Warrior 
std spe ow CN 
17 26 26 14 27 E 
MV JM CTR THROW 
Mm | 30 El 20 L T 5 37 37 3 
APTITUDE £ 
BASE STATS 
HP E ATK DEF INT SPD HIT RES 
130 90 120 130 Jo Mo 110 70 
EZ 1 20 15 7 15 El 7 
Warrior 
Fist | Sword | |__Bow [| __Gun | 
18) 28 28 15 5 
MV JM CTR THROW 
Mm _| 160 d 20 T 8 42 42 1 
3 E APTITUDE % 
BASE STATS 
HP E ATK DEF INT SPD HIT RES 
ER 90 120 130 D KEN TO 70 
El 12 21 19 1 1 1 q 
óyrie, 
They're good fighters, especially before you can find Professionals. 
SPECIAL ABILITIES LOVER BONUS 
Chance of critical hits +50% when critical +1% per level 
Can be created from the start 


Valkyrie 
mm Aa mn em Stat 
13 2 
Ë s 17 Ei 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
100 Ea 100 105 50 105 100 50 
20 10 16 12 6 13 13 6 
D RRIOR 
î Valkyrie 
__Fist | __Sword | Spear | Bow | Gun |J Ae | Staff | 
1 Ei 27 0 14 2 
MV JM CTR THROW 
Ë 10 4 20 j ER 22 2 4 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
700 Ee 100 To 50 700 00 50 
22 10 17 13 6 14 EN 6 
Valkyrie 
Speer | Bow __[__Gun [Ae TJ _ Staff 
2 22 4 15 3 
CTR THROW 
F T 5 27 27 5 
APTITUDE 5 
BASE STATS 
HP Ea ATK DEF INT SPD HIT RES 
110 80 Tio TO 60 Tio TIO € 
24 11 18 EN 6 15 15 6 


MINERVA LASS 
CLASS 


ES 


Sper hen Sa 
25 24 16 3 
MV JM CTR THROW 
4 20 1 5 32 32 4 
APTITUDE % 
BASE STATS 

HP Ed ATK DEF INT SPD HIT RES 
10 90 110 TIO 70 1 TIO 70 

26 11 19 15, ri 16 16. 7 


BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 90 120 10 70. 120 120 7 
12 20 16 Lä 1 17 d 
ble esrcorm/ dis zij 


Valkyrie 


Spear [Bow 


29 28 

CTR THROW 
F } 5 42 42 4 

APTITUDE % 

BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
jee NE La (mn 7 
30 42 21 17 dl 18 18 L 


SPECIAL ABILITIES 
Can be created from the start 
RED 
Magician 
Sword | _ Spear | 
0 10 
CTR 
0 3 12 12 q 
APTILUDE & 
BASE STATS 
HP. EI ATK DEF INT SPD RES 
Ea joo 70 En 10 90 100_ 
12 16 6 8 16 10 12 
Magician 
1, 
Est Sword] Spear [ Bow | _ Gun | Axe J Staff 
5 10 10 5 El 5 2 
MV JM CTR THROW_ 
Mm = 3 15 0 3 12 12 4 
APTITUDE % 
BASE STATS 
HP E AIK DEF INT SPD HIT RES 
EN 100 70 Ea TIO EU Ei 100 
12 16 6 8 16 10 8 12 
Magician 
Ja 
__ Fist _[ Sword [Spear mr nn mn Sf 
5 10 10 E 3 5 EU 
MV_ JM CTR THROW 
m | 3 15 0 3 12 12 4 
APTITUDE & 
BASE STATS 
HP Ea AIK DEF INT SPD HIT RES 
0 To 70 50 TIO DO En 100 Gl 
12 16 6 5 16 10 EI 12 4 
Re, 
Á 
rd} 


Mogicien 


EN 
| Bw | __Gun | Ae | Staff | 
È 4 7 26 
THROW 

Mm 60 3 27 2 4 

APTITUDE 5 

BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
30 120 El Ea 150 100 0 TIO 
15) 20 7 10 20 14 10 1é 


__Spear | Bow | 


__Gun 


|__Ae | 


[mm statt | 


16 El 


4 8 


26 


CTR THROW 
0 3 37 Ei 4 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
90 120 80 SO 130 100 90 110 
16, 22 pd 1 22 15 1 18 
Write, 


Magic is expensive to use in the early game. Witches help with that. 


SPECIAL ABILITIES 
-25% SP cost for magic 


_ RECRUITMENT 
Can be created from the start 


RED MAGE 


LOVER BONUS 
+1% per level 


Est | _‘swed | Spear | __Bow [| _Guan | Ae | sar 
À 5 ki 10 0 3 0 
HV JM CTR THROW 
En [ie 5 15 0 5 12 12 El 
APTITUDE % 
BASE STATS 
HP E ATK DEF INT SPD HIT RES 
70 TIO 70 70 TIO 50 0 100 
10 E É 6 1é El 10 14 
jm Witch 
të Fist __Sword _Spear | Bow | Gun |__ Staff 
6 5 6 E 12 B 
MV IM TIR THROW 
r_| 20 El 15 0 E 17 17 El 
APTITUDE 5 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
70 LE 70 70 120 Ea 50 170 
12 Ei 7 7 E El El 16 
Paid Witch 


EN 
_| 0 
HP SP AK DEF INT SPD HIT RES 
EU IE 50 50 120 20 100 120 
Ei 7 7 7 Ei 10 14 E 
|, Witch 
Fist [Sword ] Spear | Bow 
El E E 16 
MV JM CTR THROW 
e_| 160 3 15 0 E Ei 37 4 
APTITUDE % 
BASE STATS 
HP SP AK DEF INT SPD HT RES 
80 10 80 80 130 90 100 120 
14 2 7 7 2 1 15 5 


Their high evasion makes them good commandos. 
LOVER BONUS 


SPECIAL ABILITIES 
Increased dodge rate when critical 


+1% per 2 levels 


RECRUITMENT 
Level 5 in Fist and Sword mastery 


Ninja 
APTITUDE # 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
"50 90 100 El 80 70 TE 70 
Ei 9 EN 5 9 16 12 5 
Ninja, 
__Fist _[ __Sword | Spear | Bow 
18 18 18 1 
MV M TIR THROW 
Mm 15 | 5 35 0 4 20 20 6 
APTITUDE 
BASE STATS 
HP En ATK DEF INT SPD HIT RES 
Ea 30. 100 EI EN UO 100 Zo 
15 10 15 8 Ì 9 18 13 6 
O 
Ninja 
sword | Spear | Bow | Gun | Axe | Staf 
20 20 12 8 8 4 
JM CTR THROW 
EE 0 El 25 5 6 
APTITUDE. 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
100 90 10 Eu 50 120 100 70 
16 ni 16 7 10 20 14 6 
O B 
Ninja 
nn nn EE ED 
22 22 E 9 5 
MV 
M 60 5 30 50 6 
BASE STATS 
HP. SP AIK DEF INT SPD HIT RES 
100 100 110 0 90 120 10 80 
LE 17 9 10 22 15 je 


zij 


Ninja 


__ Spear | Bow | Gun | 
26 15 11 
CTR THROW 
0 4 40 40 5 
APTITUDE % z= 
BASE STATS 
HP sp ATK DEF INT SPD HIT RES 
TT 10 120, 50 0 LEN El 
E 14 1 10 u 2 17 7 
al sof 
Kunotehitd 
Keep a Weight on her to get double attacks half the time. 
SPECIAL ABILITIES LOVER BONUS 
50% chance for extra attacks when critical +1% per 2 levels 


le 


Level 5 in Fist and Staff mastery 


Kunoichi 
[Spero 
10 5 
CTR THROW 
ES 7 El 15 15 6 
E APTITUDE # 
BASE STATS 
HP. Sp BTK DEF INT SPD HIT RES 
EN Ho |___100 hm | 110 0 _ 
12 E E 5 E 16 10 E 
Kunoichi 
fist je Sswerd ej Spear Sj Bw je Gun je SAker jStft 
18 18 Kl 1 2 Ed EN 
MV JM CTR THROW 
EF | 15 5 EE 0 4 0 20 6 
= DEE —_—— 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
50 Cn Too. PE 100 10 0 El 
13 10 15 6 El 18 1 E kel 
4 
en 
#1633 nf 


Kunoichi 


Fist | Sword ] Sper ] Bow 
2 Ei 12 5 
MV JM TIR THROW 
f 30 5 35 0 E 25 25 6 
APTITUDE & 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
Ea Ee TO 70 TIO 0 0 B 
14 1 16 5 15 20 12 9 
Kunoichi 
speren jennen 
13 9 El 
CTR THROW 
F_| 60 0 4 30 Eu 6 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
90 100 TO En TO 120 100 90 
15 12 17 7 16 22 13 7 
OR 
Kunoichi 
Stat 
24 
F 6 
RES 
90 
10 
Kunoichi 
EE Sward | Spaar | Pow | | A Stat 
26 % 15 mi Ei TI 2 
MV JM TIR THROW 
E 240 El 39 0 4 40 40 6 
en APTITUDE % = 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
90 100 120 Ed 120 130 100 90 
17 E 19 7 1 26 E 10 


Masters of all weapons, Majin have high stats but level slowly. 


LOVER BONUS 


Stats double when last man standing on the battlefield 


RECRUITMENT 


Complete the game 


xe] Staf 
20 
5 
APTITUDE & 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
110 110 110 110 110 110 110 110 
28 15 1 16 16 16 16 16 
D R 
ek Majin 
EC CT CT 
22 2 72 2 2 22 7 
MV JM CTR THROW 
M [60 3 20 2 1 50 50 El 
APTITUDE 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
110 110 110 110 110 110 110 110 
32 18 18 18 18 18 18 18 
OLATO 


Majin 
|___Fist _[ Sword [ Spear J Bow | _ Gun | rem Sit 
28 Ei 28 28 28 Ei 
MV_ JM CTR THROW 
M 480 3 20 2 1 65 65 E 
APTITUDE & 
BASE STATS 
HP Ea AK DEF INT SPD HIT RES 
120 120 120 120 120 120 120 120 Gl 
Ad 24 24 4 4 24 24 Ei 4 
B 
rn 
pessj 


Majin 
nn 
30 Ei 
MV JM 
m_| 960 3 20 
HP SP, ATK. 
120 120 120 
58 26 En 
mene 
The best throwers in the game. 
SPECIAL ABILITIES LOVER BONUS 
DEF +50% when critical +1% per level 
Level 3 in Spear mastery 


Armor Knight 
_Fst [Sword] Spe [Bow _] Gun J Ae | Staf 
ó 17 18 2 ES 17 ES 
MV JM CTR THROW 
mj EI 5 1 6 25 El 5 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 70 100 TIO 50 Ei 0 10 
28 7 15 16 6 6 10 12 
Armor Knight 
Es [Sword [Sper Bow___|__ Gun | Ae — 
7 19 20 7 2 19 
MV JM CTR THROW 
M | 12 3 15 1 6 30 30 B 
APTITUDE % 
BASE STATS 
HP Ea ATK DEF INT SPD HIT RES 
120 70 100 10 60 60 0 100 
EZ 7 16 E 6 6 Ti 13 


STEEL KNIGHT 


636 


__Sword 
Hi 
APTITUDE 5 
BASE STATS 
HP. sp ATK DEF INT SPD HIT RES 
130 70 10 120 60 60 90 Mio 
36 E 17 D 6 5 12 1 
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er 7 Jerk 


Armor Knieht 


NN 
Ei 3 
TIR THROW 
48 1 6 40 5 
APTITUDE % 
BASE STATS 
HP E ATK DEF INT HIT RES 
TO En) ln 70 DW TIO 
40 B E 22 7 12 15 
D 
Armor Knieht 
Fist __[ Sword] Spear | Bow _|__Gun 
10 EE 2 El 
My JM CTR THROW 
M 96 3 15 4] 6 45 5 
APTITUDE % e 
BASE STATS 
HP Ea ATK DEF INT SPD HIT RES 
TO En 120 130 70 70 100 Ea 
44 7 19 24 ï 7 14 16 
Armor Knieht 
Fist | Sword | Spear | Bow | __Gun | EE 
1 2 El 4 
HV JM CTR THROW 
Mm_|_192 3 15 Û 6 50 50 5 
” EE 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
140 50 120 130 70 0 100 120 
48 5 20 26 7 7 15 17 


Pass the increased counter bill to get more out of them. 


+15 per level 


Counterattack damage increased when critical 


RECRUITMENT 


Receive a conviction 


OGAB 
' Sinner 
rn. 
__Sword 
10 
JM 
Lj 5 20 
HP EI AK DEF INT SPD HIT RES 
100 El 100 En 70 100 80 100 
18 10 16 El 6 14 El 10 se 
ee 
di Nt 
sie3Tij 
Bd 


THROW 


2 5 


APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
T00 Ei 100 En 70 100 20 Too 
20 11 17 8 6 15 8 1 
LA Sinner 
tr 
Fist [Sword J Spear | Bow | 
4 12 12 8 
MV JM CTR THROW 
Mm [24 4 20 2 5 27 Ed 5 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
TO 0 To Ea 70 TI Ea 100 
22 12, 18 kl] 6 16 8 12 
Sinner 
u 
CE Spear | Bow | __Gun Ae [Staff 
ä 26 13 5 9 15 3 
MV CTR THROW 
M 48 El 2 El 32 32 E3 
APTITUDE 5 
BASE STATS 
HP Ea ATK DEF INT SPD HIT RES 
110 100 10 0 Ee Tio 50 170 
24 13 19 9 7 17 9 13 


BLUSHIN 
CLASS 


__Sword | |__Are | __ Staff 
14 16 Ei 
JM 
á 20 7 5 37 37 5 
APTITUDE & 
BASE STATS 
HP. SP ATK DEF INT SPD HIT RES 
120 100 120 0 En 120 30 170 
26 14 D 10 7 1 10 1 


SEX _IVL 
192 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 100 120 50 En 120 50 110 
5 21 10 1 19 10 15 


iservan, 


As the only class with a Warp ability, they're great in the Item World. 


LOVER BONUS 


Takes no damage from Geo Panel changes Geo Warp distance +1 per 5 levels 


Change 500+ Geo Panel colors 


bk Wiseman, 


DE Fis | Sd et 
En 6 Ei 
MV JM 
Mm |- EN 20 12 5 
HP En AIK HIT RES 
== Too Zen 80 0 
10 14 8 8 15 
k : 
P. Wiseman 
_ Spear | Bow | 
7 3 
CTR THROW 
Mm 0 3 17 17 5 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
70 0 KE 70 100 100 EN 100 
1 B EI 6 1 13 E 16 
je Wisoman 
Fist | Sword | Spear | Bow | En A 
El El EI El El 
MV JN CTR THROW 
M | 24 EN 20 0 3 Ea 22 5 
APTITUDE 5 
BASE STATS 
HP En ATK DEF INT SPD HIT RES 
70 Ho 90 70 110 no 80 UO 
12 16 E 6 17 14 E 17 
Wiseman 
mmm mm Gn Sf 
20 El 9 4 4 4 5 
HV EN CTR THROW 
Mm | 48 El 20 0 3 Ei 27 5 
APTITUDE 5 
BASE STATS 
HP EL ATK DEF INT SPD HIT RES 
EE: TIO 100 50 TIO TIO Ea TIO 
13 Id 9 je 18 15 9 18 


EE 
2 
MV 
Mm 96 H 
HP SP ATK DEF INT SPD HIT RES 
Ei TO TO Eu 120 KE Wel TO 
14 18 10 Ee 19 16 10 19 
à Wiseman 
Fit _ [Bw 
24 5 
MV THROW 
Mm_| 192 5 3 37 37 5 
APTITUDE 5 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
El 120 100 El 120 120 0 120 
15 19 10 ï 20 17 10 20 
> Samurai, 
Their chance for an instant kill is nice when you're facing strong enemies. 
SPECIAL ABILITIES LOVER BONUS 
0% chance to instantly kill with normal attacks when critical +1% per 2 levels 
RECRIIITMENT 
Level 5 in Sword mastery 
L Samurai 
___Fist _[ Sword | Spear | Bow | Gun | Ae | Staff | 
8 El 15 15 6 10 3 
MV JM TIR THROW 
LJ 4 20 1 4 17 17 6 
APTITUDE 5_ 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
100 70 110 0 ES 100 100 70 
E 6 Ei 5 E 12 12 6 
Samurai 
p St | So id | Sp ov | NG | A Stiff 
7 22 16 1. 7 1 EI 
MV JM CTR THROW 
M [15 E Ei 1 4 22 2 6 
8 APTITUDE % 
BASE STATS 
SP ATK DEF INT SPD HIT RES 
70 10 En 80 100 100 70 
6 20 5 El EI E 6 
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Samurai 
Fist] Sword | Spear T 
10 24 17 
MV JM CTR 
30 4 20 Ĳ 4 27 27 6 
APTITUDE 5 
BASE STATS 
HP Sp. ATK DEF INT SPD HIT RES 
100 MO _ 120 90 EK 110 110 70 
2 6 22 9 7 1 EI 5 


BASE STATS 
HP En ATK DEF INT SPD HIT RES 
10 30 120 100 El IK 110 80 
24 À 24 Ch 9 15 15 D 
Samurai 
_ Fist | Sword | Spear | Bo Ga | A | St 
12 28 19 10) 14 5 
HV JM CTR THROW 
M_| 120 El 20 1 4 37 37 5 
APTITUDE % 
BASE STATS 
HP EJ KIK DEF INT SPD HIT RES 
10 80 130 100 50 120 120 80 
2 7 26 10 10 16, 16 7 


Sword | 
20 


Ginder Stat | 
5 


30 
THROW 
El 42 42 5 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
110 80 730 100 Ka 120 120 Eu 
28 7 28 10 10 17 17 1 
rad 
Gunner 
Use a Gunner in every combo attack for a nice damage bonus. 
SPECIAL ABILITIES LOVER BONLIS 
+1% per 2 levels 


Combos get 20% damage bonus when Gunner takes part 
Een 
Level 5 in Gun mastery 


APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
90 90 70 90 70 100 TO 100 
16 10 6 8 kf 14 16 13 
IPER 
Gunner 
Fist] Sword [Spear | Bow _] _ Gun 
1 4 4 22 
MV JM CTR THROW 
Mm [15 5 20 0 En 20 20 6 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
90 90 70 Ea 70 TO TIO Too 
17 11 6 8 1 15 17 14 
: Gunner 
_ Bow __ | _Gun Ae nt li 
12 24 5 5 
THROW 
M El 25 25 6 
APTITUDE 5 
BASE STATS 
HP Ea ATK DEF INT SPD HIT RES 
30 90 70 Ei 70 Tio 120 110 
E 12 7 9 5 1E B 15 
__Sword _ 
5 
JM 
Mm _| 0 20 
APTITUDE % 
BASE STATS 
HP. SP. AIK DEF INT SPD HIT RES 
100 100 EJ 100 Ei 10 120 10 
15 Ei 7 5 E 17 15 16 


Sword | 
6 
JM 
APTITUDE & 
BASE STATS 
SP ATK DEF INT SPD HIT RES 
100 50 100 Ea 10 Ed 120 
14 E 10 9 18 Ed 17 


Gunner 


5 
mA CTR 
M 240 5 20 0 
BASE STATS 
HP E ATK DEF INT SPD HIT 
mm 100 EC) (Emm 
21 15 8 10 9 19 21 
Ere (ES 
Tlieff 
They're twice as good at stealing as anyone else. 
SPECIAL ABILITIES LOVER BONUS 
increased success when using items ee stealing formula, pagé 
Can be created from the start 


FE x 5 25 
APTITUDE & 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
Ea 100 100 0 EN 110. 100 0 
14 1 10 rd 16 12 10 


Thief 
|__Sword | Spear | Bow | Staff 
13 9 16 7 
JM CTR THROW 
| 10 25 0 3 20 20 4 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
80 100 100 70 Ea 110 100 50 
15 12 11 zl El 17 13 1 
Thief 
__Fist [Sword | Spear | Bow | Gun | Axe | Staff 
14 14 10 18 18 3 8 
MV_ JM CTR THROW 

F_[ 20 6 25 0 3 25 25 El 
APTITUDE % 
BASE STATS 

HP SP ÁTK DEF INT SPD HIT RES 
mk 100 100 70 0 120 110 90. 
16 13 12 8 9 18 14 12 


Staf | 


10 
MV CTR THROW 
F_|_80 6 5 0 3 35 5 4 

APTITUDE % 

BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
90 TIO 110 en ee 730 120 100 
1 15 14 7 10 20 16 á 


elerte 
clerie 
Their healing skills and stat-boosting are essential. 
SPECIAL ABILITIES LOVER BONUS 
0% damage from elemental attacks +1% per level 
RECRLUETMENT 
Can be created from the start 
nj Cleric 
k Fist] [Spear | Bow | 
9 13 13 
MV CTR THROW 
F | 4 0 3 
APTITUDEX 
BASE STATS 
HP SP ATK DEF NT SPD HIT RES 
En 100 El 90 0 Ea TO 
16 16 5 6 12 16 


zv 


í Cleric 
ee mn 
ù 10 
MV 
Fe 10 4 
HP. SP ATK DEF INT SPD HIT RES 
30 100 EU En 0 50 Li TO 
17 17 Ei E 13 6 IE E 
Cleric 
i | 
Fist] Sword | Spear | Bow JJ Gun | Ae | Suf 
1 17 17 17 1 U 17 
MV EN TIR THROW 
F 20 4 20 0 3 25 25 En 
APTITUDE £ 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
90 110 100 80 100 60 90 120 
18 18 14 9 14 6 14 20 
BISHO 
ie Cleric 
hed __Gun SME | 
12 19 
F 40 30 30 El 
APTITUDE & 
BASE STATS 
HP. E AIK DEF INT SPD HIT RES 
100 110 100 90 100 70 100 120 
19 19 15 9 15 7 15 7 
Cleric 
Ie 
13 
NE 35 4 
APTITUDE % 
BASE STATS 
HP. E AIK DEF SPD HIT RES 
100 120 110 90 70 100 130 
20 El 1E 10 7 1E Ei 
8 Cleric 
(5 Fist [Sword [ Spear | Gr nn en Sf 
14 EE 23 14 14 73 
MV_ JM CTR 
F 160 4 20 0 40 40 4 
APTITUDE % 
BASE STATS 
HP Ea AIK DEF INT SPD HIT RES 
100 10 10 90 10 70 100 120 
21 2 17 10 17 u 17 % 


Aelen 


Their normal attacks have the longest range. 


SPECIAL ABILITIES LOVER BONUS 
Bow range +1 Bow range +1 per 10 levels 
[ Level 5 Bow mastery 
Archer 
__Spea | A | Sart 
12 3 E 
CTR 
mIE 0 15 6 
APTITUDE % 
BASE STATS 
HP. SP. ATK DEF INT SPD HIT RES 
El TOO 100 El EU En TO 100 
El 12 12 À E Kö 16 Es 
ER Archer 
LI 
Fist | Sword ] Spear | Bw | Gun | he | Saef 
6 9 13 2 13 3 E 
EN MV IM CTR THROW 
ITE 4 20 0 3 20 2 ú 
APTITUDE % 
BASE STATS 
HP. SP ATK DEF INT SPD HIT RES 
El 100 100 Ee Ei E Ed 110 100 
15 13 E 7 E 7 18 15 
ï Archet 
|__Spear [| _ Bow | Gun | Axe | Staff | 
1 À 14 3 10 
CTR THROW 
F | 30 0 3 25 5 6 
APTITUDE % 
BASE STATS 
HP) En ATK DEF INT SPD HIT RES 
En Too To EU 30 80 120 110 
16 14 4 8 9 8 0 1 
BO 
___ Sun 
15 
30 El 6 
APTITUDE 5 
BASE STATS 
HP. SP, ATK DEF INT SPD HIT RES 
90 110 110 El 90 90 120 110. 
17 15 15 3 E E D 17 


blejtmpbookstom/disqaen 2 
En amand 


D 
ú Archer 
lt 
16 
CTR 
F [120 0 
APTITUDE 5 
BASE STATS 
HP EI ATK DEF INT SPD HIT RES 
30 10 110 50 50 90 130 120 
18 15 Te 5 10 5 Ei E 
Pi Archer 
|_Spear | Bow } Gun | Axe | staf 
17 30 17 Ei 13 
CTR THROW 
Ë 0 3 40 40 6 
APTITUDE % 
BASE STATS 
En ATK DEF INT SPD HIT RES 
TIO TIO Ki 130 10 
17 17 10 El 
east Master 
Beast Master 
Make a bunch to use in combos when trying for bonus prizes. 
SPECIAL ABILITIES LOVER BONUS 
»10% stat bonus to adjacent allied monsters; 
Bonus gaugeincreases twice as fast Sd 
RECRUITMENT 
Capture a monster 


Beast Master 


|__Fist _] Sword | Spear | Bow _[ Gun ] Axe | Staff 
10 16 16 16 3 16 5 
AV JM TTR THROW 
HEE 5 25 1 7 17 17 5 
APTITUDE & 
BASE STATS 
HP. E ATK DEF INT SPD HIT RES 
Ea TE 100 En Ki 100, TOT 0 
16 12 15 10 5 12 12 5 
B DER 
Beast Master 
Spear | Bow 
18 18 
CTR THROW 
Ee 1 5 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
En 100 100 90 7 100 100 0 
17 E Ié Wu 5 13 13 9 


APTITUDE % 

BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
Ea T00 TO Eg 70 0 TT 0 
E IE 17 12 9 14 14 10 

B Q 
Beast Master 
|_Gun 


Beast Master 


5 
APTITUDE % 
BASE STATS 
HP En ATK DEF INT SPD HIT RES 
100 110 110 100 30 10 Mo 100 
19 15 18 13 9 13 15 10 
BEAST MASTER 


APTITUDE 5 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
100 TIO 10 100 80 TO TO 100 
20 16 19 14 10 16 16 1 
BEAST SAVIOR 
Beast Master 
_ Sword | [Bow __ [Gun 
26 2 26 
JM THROW 
E 192 5 25 1 5 42 42 5 
- L EE 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
100 110 120 100 80 110 110 100 
21 17 20 15 10 17 17 11 


+25% damage bonus when using elemental attacks 


Magie igtú 


The most powerful class in the game! 


SPECIAL ABILITIES 


RECRI 


LOVER BONUS 
+1% per level 


LUTMENT 
Level 3 in Sword and Staff mastery 
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Magic Knight 


Fist] Sword [Spear | __Bow | Gun JJ Ae 
6 Eil 16 1é 10 13 
MV IM UR THROW 
12 4 20 J 4 20 20 5 
APTITUDE # 
BASE STATS 
HP Ei ATK DEF INT SPD HIT RES 
50 100 T00 30 10 Ee Ea En 
17 15 15 11 15 6 1 1 
Magic Knight 
5 
: BEES “Sword TJ _ Spear | Bow _J Gun — Axe [Staff 
: 7 Ei 18 18 T 14 Ei 
MV JM CTR THROW 
24 4 20 if 4 25 25 5 
APTITUDE 5 
BASE STATS 
HP SP AK DEF INT SPD HIT RES 
EU TIG 10 30 110 Ea El 50 
18 16 16 12 16 6 12 12 
G 
IE= 
48 
HP SP AIK DEF INT SPD HIT RES 
100 110 110 100 110 70 100 100 
19) 17 17 E 17 7 E E 
5 Magic knight 
7 
Fist [Sword ] Spear ] Bow ] Gun _ 
EI 26 22 20 13 
MV JM CTR THROW 
Ea á 20 1 4 5 En 5 
APTITUDE % 
BASE STATS 
FP SP AK DEF INT SPD HIT RE 
100 KE 120 100 10 70 107 100, 
20 E 18 14 18 7 14 El 


APTITUDE % 


BASESTATS 
HP SP ATK DEF INT SPD HIT RES 
100 120 10 100 120 : 100 100 


15 


19 


15 


Spirit 


Their SP recharging is nice for marathon Item World trips. 


SPECIAL ABILITIES 


Recharges 20% SP per tum 


LOVER BONUS 
+1% per level 


GHOST 
CLASS 


MV JM CTR THROW 
4 EU 0 - 12 12 3 
Ee _APTITUDE % 8 2 z 
BASE STATS 
HP. En ATK DEF INT SPD HIT RES 
70 mn nn mn nn 
9 18 10 7 16 7 E 13 
BO R 
Spirit 
EE En 
MV JM CTR THROW 
D | 10 En 0 0 E 
APTITUDE %_ 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
70 TO Ea D TO 70 100 100 
10 20 10 7 18 7 14 14 


t 


SEX LVL 


APTITUDE & 

BASE STATS 
HP SP AIK DEF INT SPD HIT RES 
70 120 En 0 120 7 TO TO 
1 22 1 3 20 E 15 15 


zo 


BASE STATS 


HP EI ATK DEF INT SPD HIT RES 
50 miel Ea TO B TIO TIO 
12 Zi Ti E D El 1 16 
D 
Spirit 


__Fist | Sword | Spear | 


MAV JM CTR 
D | 30 E] 20 0 — El EZ 3 
APTITUDE & 
BASE STATS 
HP. Ea AIK DEF INT SPD HIT RES 
ER Ee 100 Ea 130 EN 120 120) 
13 % 12 9 4 9 17 ik 


Spirit 
Spears een Bowen 
MV JM CTR THROW 

D 160 4 20 0 ze 

APTITUDE % 

BASE STATS 
HP_ SP ATK DEF INT SPD HIT RES 
ED 10 100 En Ed El 120 Ed 
14 28 12 9 2 9 18 18 


Refills HP/SP when kil! 


[B 
Undead 
El 
IV JM CTR___|_ THROW 
oe El 15 1 20 20 3 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
120 Too 100 Tod Ee En 30 100 
26 10 14 12 6 6 10 12 kel 
we Re, 
PI651 nf 


10 4 15 U 5 25 25 3 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 100 100. Tog EU 50 a 100 
EE 1 15 13 6 5 10 13 
Undead 
__Fist | Sword | Spear | ow | Gun | Staff | 
MV JM CTR THROW 
20 4 15 U Ee 30 30 3 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
IE 100 TIO To 50 0 En TIO 
30 12 16. 14 6 6 1 14 
Undead 
Fist [Sword | __Spear [| __Bow | Ae [Staff 
MV JM CTR THROW 
40 4 15 1 5 35 25 3 
APTITUDE 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
130 TIO 110 TIO 70 7 100 TO 
32 13 17 15 g 7 14 15 
Undead 
__Fist [| _Sword | Spear | Bow | _ 
MV JM CTR THROW 
80 Á 15 1 B 40 40 3 
APTITUDE 5 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
140 TO 120 TIO 70 70 100 120 
34 14 18 16 id 7 12 16 
Undead 
___Fist | Sword | Spear | Bow | Staff 
MV JM CTR THROW 
160 4 15 1 5 45 45 3 
APTITUDE & 
BASE STATS 
HP SP KIK DEF INT SPD HIT RES 
En TIO 120 TIO 70 70 100 KE 
3 15 19 17 ï jg 12 17 


SPECIAL ABILITIES 


+15% damage bonus to humanoid males 


+1% 


LOVER BONUS 


per level 


Succubus 
[__Spear | __Bow _ | __ Gun Es 
CTR THROW 
D | 0 E 15 15 4 
APTITUDE % 
BASE STATS 
HP. En AIK DEF INT SPD HIT RES 
90 100 100 Ee 110 70 90 100 
14 E 1 E E 7 5 12 
+ SuCCUDUS 
Fist _[ Sword [Spear] Bow | __ Gun | Ae [Suf 
HV JM CTR THROW 
D 12 4 20 0 EE 20 20 4 
_APTITUDE % 
BASE STATS 
HP E ATK DEF INT SPD HIT RES 
W Ti TO EU TO 70 El 1 
15 15 14 8 16 Fä 9 13 


Fist 


he | 


INT SPD HIT RES 
Ea TO 100 En ER 70 EN 100 
16 16 15 El 17 E 10 El 
Succubus 
Fist __|__Sword __|__Spear | Bew _ |___Gun | Axe | Staf 
HV Jm TTR THROW 
D | 48 El 20 0 z KE] 0 EN 
APTITUDE % 
BASE STATS 
HP EL ATK DEF INT SPD HIT RES 
100 Tio 10 En 10 El 100 Ho 
17 17 16 5 18 El 1 E á 
het) 
d 5 
FIe53 ad 


tn 


Succubus 


Staff | 


Succubus 


_Bow___[ Gun YJ Ae | Staff | 


MV JM CTR THROW 


SPECIAL ABILITIES LOVER BONUS 


+50% damage bonus when counterattacking +1% per level 


RECRUITMENT 
43 


Felynn 


_ Sper | Bow | 


MV M CTR THROW 
D_| E 5, 3 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
100 Eel TIO E 70 100 100 70 
20 9 17 10 5 15 1 á 


BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
107 9 TIO @ 70 100 00 70 
22 9 18 1 6 16 12 6 
en 
Ze, 
rn 
6541 


zi 


_Fst [Sword [Spear 
MV JM CTR 
D 24 5 25 3 = 
APTITUDE 5 
BASE STATS 
HP En ATK DEF INT SPD HIT RES 
TIG EN 50 70 TO To 70 
Zj 10 19 12 6 17 15 6 
Eelynn. 
__Fist [| Sword | Spear [Bow | 
MV EL CTR THROW 
D | 48 5 25 3 - 32 32 4 
APTITUDE & 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
TT TE 120 TOT En TIO TT 20 
26 10 20 13 7 18 14 7 
B 
Felynn 
Ft [| Sword | Spear | Bow | Gun JJ Ae | Sef 
D MV JM CTR THROW 
D 96 5 25 EE 5 37 37 : 
APTITUDE % 
BASE STATS 
HP E ATK DEF INT SPD HIT RES 
120 100 130 100 El 120 110 80 
28 1 21 14 1 19 15 LÀ 
Pelynn 


[Spear jm 


RECRUITMENT 
8-1 


AV JM CTR THROW 
D | 192 5 2 3 El 42 42 4 
APTITUDE % 
BASE STATS 
HP En ATK DEF INT SPD HIT RES 
TZ 100 T30 100 Eu 120 110 Ee 
El 1 En 15 7 20 TE 7 
Di OND 
Dragon 
They're immune to fire and have pretty good Fire-based area-of-effect specials. 
Immune to fire damage Absorbs 1% fire damage per level. 


D O0 
Dragon 
iel ssl 
MV 
D s 3 20 1 5 30 EI 5 
APTITUDE & 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 50 100 Too 90 Ed 70 100 
Ei 9 16 14 10 5 5 1 
Ee Dragon 
_ Fist | Sword | Spear | Bow [| _ Gun | Axe | Staff 
EN MV JM CTR THROW 
D 15 3 20 1 — 35 35 5 
APTITUDE # 
BASE STATS 
HP. SP ATK DEF INT SPD HIT RES 
120 0 700 700 0 0 70 100 
32 9 17 15 11 6 El 12 
D 
Dragon 
iz __Spear | _ Bow | __ Gun 
MV JM CTR THROW 
D 30 3 20 1 E, 40 40 5 
APTITUDE 5 
BASE STATS 
HP. sp AIK DEF INT SPD HIT RES 
130 Ee 170 TIO 50 50 70 100 
36 10 18 16 12 6 9 13 
Dragon. 
Spear 


[Bw |] 


THROW 


BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
5 130 100 120 10 100 70 El To 
1 20 18 14 1 10 15 


Fist [Sword | Spear JT 
MV_ JM CTR 
D 240 3 20 1 — 55 55 5 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
rm) nn 1 mm ni TO 
25 1 2 15 E 7 10 1 
Pri 


They're at their best when thrown like bombs. 


SPECIAL ABILITIES LOVER BONUS 
‘Explodes when thrown, dealing 50% of current HP as area damage +15 per level 
RECRUITMENT 
12 
P PR 
Prinny 


Staff | 


D | 10 
HP SP AIK DEF INT SPD HIT RES 
100 100 Too Ei Ea 0 100 En 
20 13 15 E 5 10 15 10 
Prio 
F Est [Sword JT _ Spear ] Bow | Sat n 
MV JM CTR THROW 
D | 20 El 20 0 - 5 25 3 
APTITUDE 5% 
BASE STATS 
HP EJ ATK DEF INT SPD HIT RES 
ie 100 110 80 30 | 0 nj Ne 
2 14 16 5 5 1 16 Ti 
di 
4 
Bhet, 
PI65T af 


Prinn 


Fist __[_ Sword _[ _ Spear ] Bow | __ 
MV JM CTR THROW 
40 4 20 0 - 30 EI 3 
APTITUDE % 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
110 10 110 50 50 __100 110 100 
4 15 17 7 5 1 17 1 
D 80 
HP SP ATK DEF INT SPD HIT RES 
120 110 120 0 90 100 120 100 
26 16 18 10 10 12 18 12 


PRINNY GOD 
CLASS 


Gun | Ae 


MV JM CTR THROW 
4 20 0 - 40 40 3 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 110 120 50 30 100 120 100 
Ei 17 19 10 10 12 19 12 


Ore 


Their physical area-of-effect skills are very useful. 


LOVER BONUS 


SPECIAL ABILITIES 
+25% ATK when critical +1% per level 
KECRUITMENT 
1E 
Ore 


nn 


THROW 
D > 4 20 1 E 17 17 3 
APTITUDES 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
100 HO 100 100 60 7 100 0 
20 14 16 13 6 ká 12: 10 


zo 


Eis 


__Sword [Spear J Bow [| Gun 


MV JM CTR THROW 
10 4 20 1 = 
APTITUDE % 
BASE STATS 
HP Ea ATK DEF INT SPD 
100 110 100 100 60 70 
22 15 17 14 É vi 
D OR 
Orc 
_ Fist | Sword | Spear | Bow | Gun | Ace | Staf 
MV JM CTR THROW 
20 4 20 1 — 37 27 3 
APTITUDE # 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
110 120 110 100_ 60 70 Too 0 
24 16 18 15 É 8 14 1 
OR R 
Orc 
mm tn J__ Spear | Bow _J Gun | Axe | Staff 
MV JM CTR THROW 
40 4 20 if - 32 32 3 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
110 120 10 110 70 En 110 100 
2 17 19 1 7 B E 1 
Orc 


HP SP HIK DEF INT SPD HIT RES 
120 130 120 110 70 80 110 100 
2 E Ei 17 7 9 1 12 

D 
Orc 
Est [Sword | Spear | mm Sten 
MV JM CTR THROW 
160 z 20 1 = 42 42 5 
APTITUDE % 
BASE STATS 
FP SP AK DEF INT SPD HIT RES 
120 EN 120 TO 7 Ea TT 100 
30 19 2 18 7 9 17 12 


tio 
enemies, which is handy in the Item World. 


LE, 
5 


They can move throus 


LOVER BONUS 
MV =1 when critical MV +1 per 10 levels 
Winged Warrior 
|__Fist | Sword [| Spear | Bow | Gun | Axe | Staff 
MV EN TIR THROW 
D | - 6 35 B - 12 12 3 
APTITUDE 5 
BASE STATS 
HP Ea ATK DEF INT SPD HIT RES 
Ei 90 EE 7 100. To 100 100 
Wi u 1 6 12 16 12 14 
ï R 
Winged Warrior 
N ___Fist | Sword | Spear | Bow | Gun | Axe | Staff 
MV IM CR THROW 
D 10 6 35 0 17 17 E 
APTITUDE % 
BASE STATS 
HP. SP ATK DEF INT SPD HIT RES 
ED Ke Z To E TI TO TW 
12 12 12 b 13 18 13: LE 
D T 
Winged Warrior 
__Fist | Sword | Spear | Bow | Gun | Ae | Staff 
MV JM CTR THROW 
D | 2 6 5 0 E 2 7 3 
APTITUDE %_ 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
En 90 90 70 100. 120 100 To 
El 13 13 5 En 20 4 16 
OBSERVER 
Winged Warrior 
id Fist Sword ] Spear] Bow] Gun ] Ae [Stef | 
MV IM | CTR THROW 
D | 40 6 3D 0 E 27 27 Ei 
APTITUDE # 
BASE STATS 
HP. SP. ATK DEF INT SPD HIT RES 
50 100 100 El 110 120 uno 110 
LE 1ä Es j 15 D En 17 
#, 
Za 
rek 
2660 
A2 


Winged Warrior 


Est _[ Sword ] Spear | Bow | 
MV JM CTR THROW 
D 80 6 35 0 5, 
APTITUDE % 
BASE STATS 
HP E ATK DEF INT 
CN Ee En TO 
15 15 15 Ed 16 
Winged Warrior 
pear Bow | __ Gun} Ae | suf 
WV JM CTR THROW 
D_| 160 6 3 0 - 37 37 3 
APTITUDE % 
BASE STATS 
HP ATK DEF SPD HIT RES 
9 100 50 10 TIO 120 
16 1 7 2% 17 E 


These powerful spellcasters are immu 


Immune to ice damage 


Agua, Demon, 


ine to Water-based skills. 


33 


Absorbs 1% ice damage per level 


[__Spear | __Bow 


Aqua Demon 


CTR THROW 
DE 0 5 
APTIUDE & 
BASE STATS 
HP SP AIK DEF INT SPD HIT RES 
100 100 Ee 700 TT Ea Ed 100 
18 E E 12 15, 6 E 12 
D 
Aqua Demon 
rm 
Mv_ JM CTR THROW 
D | 12 5 15 0 E a 2 El 
APTITUDE % 
BASE STATS 
HP E ATK DEF INT SPD HIT RES 
100 100 El 100. 10 60 80 Î 100 
20 LE 5 13 ud 6 E 13 
a 
4 
ee 
d 5 
PI6G1 


CLASS 
Aqua Demon 


[Spear | 


CTR 

0 en 27 

APTITUDE 

BASE STATS 
DEF INT SPD HIT RES 
100 120 __60 Ei 100 
14 17 6 Ei 14 
OQ R 
Aqua Demon 


D | 48 
HP 
110 
24 
Aqua Demon 
EEE [Pew JC [Ae [rj 
MV JM CTR THROW 
D | % En 5 0 B 37 37 EN 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 120 90 no 130 70 0 110 
2 1 1 16 19 7 10 16 


DRAGON 
CLASS 


E _ APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD. HIT RES 
120 120 90 110 130 70 90 110 
28 19 1 17 20 7 10 17 


They've got great magic defense, but that's about it. 


-50% damage from magical attacks +1% per level 


5 


zo 


Flora Beast 


Est _T_ Sword TJ Spear [ Bow |] 
MV JM CTR THROW 
- j 15 0 _ 
APTITUDE % 
BASE STATS 
HP Ea ATK DEF INT 
90 100 100 70 100. 
14 13 12 7 13 
OPHI 
Flora Beast 
|__ Fist | Sword | Spear | Bow | Gun — 
MV JM CTR THROW 
12 4 5 0 — 20 20 4 
APTITUDE # 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
50 100 100 70 100 60 Too 110 
15 14 13 Dj 14 6 13 18 
Flora Beast 
Fist_ ë [_Spear | _Bow | _ Gun | Axe | _ Staff 
MV JM CTR THROW 
24 4 15 0 - 25 25 4 
APTITUDE % 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
90 10 100 70 110, 60 100 120 
16 15 14 8 15 6 14 20 


HP SP AIK DEF INT SPD HIT RES 
100 TO 0 Ea TO 70 TO 120 
E 16 15 E 15 7 15 7 
Flora Beast 
LM Fist _] Sword ] Spear | __Bow _] _Gun Staff 
MV JM CTR THROW 
96 4 15 0 5 35 4 
APTITUDE % 
BASE STATS 
HP SP AK DEF INT SPD HT RES 
100 10 TO E 10 70 TT ES 
18 17 lé 9 17 7 16 El 


Flore Beast 
[Fit] _ Sword ] __ Spear 
MV JM CTR 
D | 192 7 15) 0 
APTITUDE & 
BASE STATS 
HP El ATK. DEF INT SPD HIT RES 
100 120 110 EJ 120 nt 110 130 
19 18 7 5 18 7 17 Ei 
Miste PBieaiste 
Móystie Beast, 
Keep one around. They're highly mobile and immune to Wind. 
SPECIAL ABILITIES LOVER BONUS 
Immune to wind damage 'Absorbs 1% wind damage per level 
5-3 
stie Beast 
__Fist | Sword | Spear | Bow | Gun | Axe | 
MV JM CTR THROW 
IE ú 20 1 _ 17 17 El 
APTITUDE 5 
BASE STATS 
HP. En ATK DEF INT SPD HIT RES 
U) TO TT En EG TD TU 70 
El 12 Ei 8 7 1E 12 2 
OLIND 
stie Beast 
___ Hist | Sword [ Spear 
MV_ JM CTR THROW 
D 12 6 20 ! 5 
APTITUDE % 
BASE STATS 
HP. En ATK DEF INT SPD HIT RES 
100 Too 100 En En Ti 100 10 
D 13 E E 7 17 1 Hi 
B D 
Mystic Beast 
__Fist | Sword | Spear [| Bow | Gun | Ae | staf | 
MV JM CTR THROW 
D | 24 6 20 ï 27 2 El 
APTITUDE% 
BASE STATS 
HP. SP AIK DEF INT SPD] HT RES 
Ta 100 To En EN LE Jo EG 
2 14 Te 9 E E 1 EI 


zv 


Mystic Beast 


[Spean [Bow | 
CTR THROW 
48 — 32 32 4 
APTITUDE 5 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
TIG TO TO 0 ED 120 TIO Ea 
2á 15 17 9 E 19 15 5 
ORTHR 
Mystic Beast 
Est [Sword _] Sper ] Bow [Gun [ Ae ] Suf 
WV Jm 
96 6 2x 37 37 4 
HP El ATK SPD HIT RES 
TT To 120 130 TO 0 
26 16 18 20 16 E 
Mystic Beast 
___Fist _[__Sword [| Spear | Bow [| Gun | Axe | Staff | 
MV_ JM CTR THROW 
D_| 192 6 20 5 42 EE z 
APTITUDE % 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
TO 110 120 Eu 50 130 110 El 
28 17 19 10 9 21 17 9 
Mastonette, 
Their status immunity is useful in the Dark World. 
SPECIAL ABILITIES LOVER BONUS 
Immune to status effects +1.25% stat bonus per level 
RECRUITMENT 
21 
Marlonette 
Spear _[__Bow Suf 
MV JM TIR THROW 
D E 25 E] 15 15 3 
APTITUDE % 
BASE STATS 
HP Sp II ATK DEF INT SPD RES 
Jo Ea 100 Ke 6D 110 110 
10 14 14 6 14 14 
d 
Bl Re, 


_APTITUDEE 


BASESTATS 
HP SP ATK DEF INT SPD HIT RES 
70 50 100 TIO EO TIO Ed TIO 
13 10 15 15 € 15 El 15 
DO 
4 Marionette 


Spear | Bow | 


CTR THROW 
D 2 5 25 5 3 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
75 Eel To TA 00 1 Ea 120 
14 11 16 16 6 16 9 16 
D OPP 
m 
Ee Marionette 
CEE Spear | Bow | __Gun | Ae Ti 
MV CTR THROW 
D 40 5 2 5 30 Ea E: 
APTITUDE & 
BASE STATS 
HP Ea ATK DEF INT SPD HIT RES 
BO Ea 10 LE 70 120 50 120 
15 11 17 17 ge 17 9 17 


MAD JESTER 


CLASS 
Marionette 


ipsa n| Gh 
MV JM CTR THROW 
5 25 2 — EE EE 3 
APTITUDE % 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
El 90 10 130 7 130 50 130 
16 12 18 18 ri 18 10, 18 


HELLS CROWN 
CLASS 


APTITUDE & 

BASE STATS 
HP El ATK DEF INT SPD HIT RES 
80 90 120 10 Zo IE 50) EN 
12 19 19 7 19 10 19 


Immune to damage from non-elemental skills 


Holby Drago 


They're immune to non-elemental attack, and can fly through enemies. 
SPECIAL ABILITIES 


Absorbs 1% non-elemental damage per level 


|_Fist _[ __Sword — Staf | 
AV JM 
|E 5 El 5 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
90 100 70 50 TIO Too 0 100 
16 12 7 B 15, 12 10 14 
DR O 
Holy Dragon 
er - 
Swe na A ett 
MV JM CTR THROW 
D | 15 5 30 0 z 20 20 5 
ä = APTITUDE % 5 
BASE STATS 
HP En ATK DEF INT SPD HIT RES 
es WO | 70 50 TIO To Ku 100 
17 13 7 8 16 13 10 15 
D O 
Holy Dragon 
_ [Sword [Spear | Bow | 
JM CTR THROW 
D | 30 30 0 - 5 5 5 
APTITUDE # 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
90 100 70 50 EU Too 30 UO 
18 E E E 17 14 1 18, 
HEAVEN DRAGON 
Holy Dragon 
SEX VL HV JM CTR THROW 
D 60 | 5 30 0 = 30 30 El 
APTITUDE % 
BASE STATS 
HP ER AIK DEF INT SPD HIT RES 
100 10 80 90 120 Mo 100 Ho 
19 LE) 8 EÀ 18 15 11 17 
a 
4 
edet, 
d Ne 
see ij 


If you want a monster just for attacking, a Wood Golem is probably best. 


Recharges 20% HP per tum 


13-2 or Dark Assembly 


+1% per level 


nn nn En 
MV JM CTR 
D 120 5 30 0 - 5 
APTITUDE % 
BASE STATS 
HP Ed ATK DEF INT SPD HIT RES 
100 110 80 50 130 __ 110 100 10 
20 16 B 10 19 16 12 18 
D DR ©) 
Suf | 
D_| 240 E 
HP RES 
100 EN 
21 19 
i, 
Golem, 


OOD 
Fist] sword ] sper | Bow Ae [Star | 
MV M CTR THROW. 
palm 3 15 3 - 35 5 5 
APTITUDE £ 
BASE STATS 
HP ED ATK DEF INT SPD HIT RES 
120 100 TIO 100 En 50 Ki) En 
36 10 18 1d 7 6 7 9 
R O 
Wood Gotem, 
El 
THROW 
D | 15 3 15 3 E 40 0 El 
APTITUDE 5 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
TO TOO TIO TW Ee Ee 70 Ko 
40 10 21 15 7 6 Ed 5] 
ij 
a 
rek 
668, 
NN Ee www.doublejinpbooks;com/disgaen? 


Wood Golem 


Fist [| Sword | Spear | 


MV_ JM CTR 
D 30 3 15 3 = 45 45 4 
APTITUDE 5 
BASE STATS 
HP E ATK DEF INT SPD HIT RES 
jm nn Eg TT 0 
44 u 23 16 8 6 8 10 
Wood Golem 
|__Fst __] Sword [Spear ] Bow _J Gun J Axe [Staf 
AV JA TTR THROW 
D_| 60 3 15 50 50 5 
HP Ed ATK SPD HIT RES 
130 110 120 70 80 100 
48 TI 25 7 E 10 
GAIA TITAN 
CLASS 
[iste je 7 zu ef 
SEX LVL MV EN TR THROW 
D 120 ES 15 3 z El EEN 5 
APTITUDE % 
BASE STATS 
HP. SP ATK DEF INT SPD HIT RES 
TAG TT Ti TA Ko 70 4 To 
52 12 27 18 9 7 GJ LJ 


DREAD NAUGHT 
CLASS 
_Wood Golem 


__ Spear | Bow | 


MV EN CTR THROW 
3 15 El - 60 60 5 
[ APTITUDE % 
BASE STATS 
HP_ SP. ATK DEF INT SPD. HIT RES 
140 Tio 130 120 0 70 80 KE 
EG 12 29) IE El 7 El u 


6») D 
Le enor 
They're the best counter to enemy ninja. 


SPECIAL ABILITIES LOVER BONUS 
Attacks never miss +1.25% stat bonus per level 
Jm 


13-4 or Dark Assembly 


CLASS 
Rifle D 


7 
APTITUDE % 
BASE STATS 
DEF INT SPD HIT RES 
100 60 70 JO 100 
12 6 6 6 14 
[B 
Rifle Demon 


|_ Spear | Bow | Gun — 


CTR THROW 
2 E 45 45 5 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
TO Too To 100 00 70 70 Too 
36 {5 18 13 6 6 6 15 
D 
Rifle Demon 
Spear | Bow | Gun J Ae Ti 
CTR THROW 
D 30 2 5 50 50 E3 
APTITUDE % 
BASE STATS 
HP. SP ATK DEF INT SPD HIT RES 
120 TIO 120 100 60 70 70 170 
40 16 20 El É 6 6 16 


Gin mi stafes 


HP_ Ea ATK DEF INT SPD HIT RES 
120 110 120 io 70 80 80 110 
44 17 22 15 7 7 7 17 


EN 


JM 


BASE STATS 
HP, En ATK DEF INT SPD HIT RES 
5 130 120 10 110 70 Ea 20 120 
18 24 16 u u Ei 18 


Rifle Demon 


Ft [Sword _] Spear | 
MV JM CTR 
D 240 3 15 2 — 65 65 5 
APTITUDE % 
BASE STATS 
HP SP TK DEF INT SPD HIT RES 
ete TT La Ea Ea 120 
52 19 26 17 7 7 7 E 


Se : Ze 
Dragon Zombie 
Your first line of defense against physical attackers. 

-50% damage from physical attacks e _ +1% per level 


SKELETAL DRAGON 
CLASS 


Ae 


BASE STATS 
HP En ATK DEF INT SPD HIT RES 
10 En To TO Ea ED To D 
Ei 10) 16 18) E 6 10 6 
D DR 
Dragon Zombie 
î Fist [Sword [Spear ] Bow _] Gun] Ae | Sar | 
HV JM CTR THROW 
D | 15 3 15 2 5 35 35 5 
f E APTITUDE % 
BASE STATS 
HP sp ATK DEF INT SPD HIT RES 
100 En TO To El 50 To 0 
30 10 17 20 E 6 u 5 
CURSE DRAGON 
CLA: 
APTITUDE % 
BASE STATS 
HP ATK DEF INT SPD HIT RES 
TT T20 120 5 En To Ke 
En E EZ 9 5 12 6 
a 
4 
ch 
$ 7 
FeTid 


Dragon Zombi 


Dragon Zombie 


Sa | Hf an 


Fe] ord Sper | Bow ve] Saef | 
MV JM CTR THROW 
D 60 3 15 2 - 45 45 5 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
TO 100 Em 120 100 _ 110 Eu 
El 1 19 2 5 7 13 z 
DAR D 


Staff | 


EN CTR THROW 

D_| 120 2 - 50 50 5 

APTITUDE % 

BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 100 130 130 100 7 TI EJ 
36 12 20 % 10 7 14 7 

D O 

Dragon Zombie 

jest ij _ Spear | Bow __J Gun | Ae | Staf | 


HP Ed ATK DEF INT SPD HIT RES 
120 107 10 1 1 1 TIO D 
En 12 21 28 10, 7 15 7 
INE 
Kog 
Surround your enemies with chickens for easy kills. 
-20% stats to adjacent enemies +1% per level 
mm REEN ee 
41 


Koc 


tr 


__ Sper | __Bow | 


MV M TIR THROW 
D = 4 25 4} E 17 17 
APTITUDE 5 
BASE STATS 
HP. Ed ATK DEF INT SPD HIT RES 
100 T00 100 0 80 80 100 100 
18 13 14 10 8 8 13 12 


zi 


enn nT nn nn OE. 
MV JM CTR THROW 
12 4 25 ] = 
APTITUDE % 
BASE STATS 
HP Ea ATK DEF INT SPD 
100 100 100 90 Ei 80 
20 14 15 10 El 8 
Roc 
oF | Sward | Spaar | Bow | Gun 
MV JM CTR THROW 
24 4 25 1 — 37 27 4 
APTITUDE # 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
100 100 10 90 80 80 100 100 
27 15 IE 1 5 9 E En 
2 Roc 
_Flst- __Gun _Axe_ |__ Staff 
MV 
D 48 4 32 32 4 
HP sp SPD HIT RES 
110 110 110 100 9 30 110. 110 
Z 16 17 T 5 9 16 5 
Roc 
D O6 
HP El ATK DEF INT SPD HIT 
10 TĲD 120 100 En El TI 
26 47 18 12 10 10 17 
Roc 
Rt werd | Spar | Staff 
MV JM CTR THROW 
D_|192 4 25 Î 5 42 42 El 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
110 110 120 100 90 90 110 Hg 
28 18 19 12 10 10 18 17 


PRISM RANGERS 
CLASS 


WEAPON PROEFICIENCY 


Fist Sword Spear Bow Gun Ae Staff 
MV M TIR THROW HL EP EXP RATE 
5 20 1 10 10 5 
APTITUDE % 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
T00 Ee To EU EN 100 100 % 
16 6 12 8 8 12 10 
PISOD 
- Dark Haro 
zb, WEAPON PROFICIENCY 
Fist Sword Spear Bow’ Gun Ae Staff 
A 6 16 5 5 5 3 
MV JM CTR THROW HL EXP EXP RATE 
M | 5 20 T E 30 El 5 
APTITUDE % 
BASE STATS 
HP SP AIK DEF INT SPD HIT RES 
120 90 120 120 70 TI 0 To 
26 10 16 10 E Ei 0 12 
AXEL (EPISODE 2) 
CLASS 
Dark Hero 
WEAPON PROFICIENCY 
Ë Fist Sword Spear Bow Gun Axe Staff 
Jarl 24 16 16 5 6 6 3 
SEX LVL MV JM CTR THROW HL EXP EXP RATE 
Mm | 5 20 1 5 32 En 5 
APTITUDE 5 
BASE STATS 
Ed ATK DEF INT SPD HIT RES 
90 120 120 70 110 30 110 
10 16 10 El 1 10 12 
CI PISOD 
Mys Dark Hero 
as WEAPON PROEICIENCY 
Fist Sword Spear Bow Gun Axe Staff 
24 16 16 6 6 t 3 
E) MV IM CTR THROW LE EXP EXP RATE 
mj 5 20 1 El 35 5 5 
APTITUDE % 
BASE STATS 
HP. En ATK DEF INT SPD HIT RES 
120 El 120 ES 70 10 Ei 10 
EN 10 15 10 E 1 10 12 
AXEL (EPISODE 7) 


REN 


CLASS 
Dark Hero 


WEAPON PROFICIENCY 


Spear Bow 


16 6 


SEX VL TTE THROW 
Ì E 
APTITUDE & 
BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
120 0 120 TO 70 TO Ke TO 
32 10 16 10 8 14 10 12 


WD ROHDE TP DOORS SCOTT EOJLEN 


ie Beauty Queen 
T _Bow 
6 
THROW 
F 5 20 I 4 
APTITUDE % 
BASE STATS 
HP E ATK DEF INT 
TIG Ei 120 TT ER 
48 20 24 24 0 
k Kanoichi 
a __Fist | __Sword | Spear | Bow | __ Gun | Axe | Staff 
Ei 24 16 E El 3 
HV JM CTR THROW 
FE | 5 35 2 4 40 40 5 
APTITUDE 
BASE STATS 
HP Ei ATK DEF INT SPD HIT RES 
TIO En 10 Ea EN EN TIO Ea 
28 10 16 9 10 16 12 El 
me 
APTITUDE & 
BASE STATS 
HP. EJ AIK DEF INT SPD HIT RES 
100 TIO 10 En 50 130 TIG 0 
28 12 16 8 10 16 42 10 
Ninja Master 
Speai IEEE 
12 26 
CTR THROW 
7 El 40 40 5 
APTITUDE % 
BASE STATS 
E AIK DEF SPD HIT RES 
90 120 90 130 110 40 
10 16 9 16 12 E 
Overlord 
As 
___Fist _[ Sword [Spear | Bow A en | Sttr 
18) 26 E 8 El 24 4 
MV_ JM CTR THROW 
m | 5 20 2 5 50) 90 5 
APTITUDE & 
BASE STATS 
HP Ea AIK DEF INT SPD HT RES 
10 TE Ea 120 En Ke 90 0 
48 10 28 20 8 16 E 16 


Overlord 
Est TJ Sword ] _ Spear | Gun 
18 26 18 8 8 
MV JM CTR THROW 
M = 5 20 2 5 90 90 5 
APTITUDE & 
BASE STATS 
HP Sp ATK DEF INT SPD HIT RES 
120 100 130 10 80 30 50 90 
56 12 30 22 El 18 Ee 18 


Overlord. 


__Eist __] Sword | Spear [ Bow _] Gun J Axe | _ Staff 
18 % 18 8 E 24 4 
[u El CM 
M | - 5 0 2 5 90 90 5 
APTITUDE & 
BASESTATS 
HP En ATK DEF INT SPD HIT RES 
TO Too 10 TO Ea 0 %@ 0 
£4 13 32 24 8 20 22 20 
Dirty Frog 
|___ Fist _] Sword J Spear Bow] Gun 
MV JM CTR THROW 
M = 3 5 2 5 20 20 El 
APTITUDE % 
BASESTATS 
HP SP ATK DEF INT SPD HT RES 
100 100 100 En En 130 KE 120 
28 En 14 8 8 24 EN 16 


Invincidle Hero 


EEE 


El 


EN MV 


BASE STATS 
HP SP ATK DEF INT SPD HIT RES 
5 Ee 120 Too EJ 120 120 50, 120 
19 10 19 17 10 19 


THROW 


APTIDES 


BASE STATS 


DEF INT 


50 TIO 


HP 


17 


15 


10 


Prinn 


Spear _[__Bow 


IE 


miij 


el 


THROW 


MV 


TR 


0 


APTITUDE % 
BASE STATS 


SPD HIE 


RES 


5 


DEF 


INT 


ATK 


Ee 


10 


50 


10 


E 


Spear | 


Dark Prie: 


st 


_Bow 


CTR 
0 


THROW 


APTITUDE % 
BASE STATS 


DEF 


INT 


SPD Bl 


10 


HP 


50 
IE 


2 


1 16 


26 


Demon General 


BASE STATS 


RES 


DEF 


110 
18 


B, 


[_Sword | 


Ov; 


erlord 


|_Bow _ | 


Gin En 


EN 


[_Spear | 


CTR 


THROW 


El 


APENDEE 


BASE STATS 


INT 


DEF 
TT 


100 


18 


16 


Skill Data Key: 

1. Category: weapon type or class name 
2. Skill name 

3 


WM/Level: weapon mastery level or character level at which the skill is 
learned 


SP: base SP cost of the skill 

Stat: stat used to determine the power of the skill 

Element 

Power factor 

Special effects (Heal = HP restore, Cure = cure status aïlments) 


Height tolerance: max allowed height differential between caster and target 


geene ak 


0. Range and area-of-effect grid 


Blue — area of effect 

Red — caster’s starting position 

Yellow — spaces must be clear in order to execute the skill 
Orange — caster’s ending position, must be a clear space 
Green — target’s ending position, must be a clear space 
Pink — possible targets 


Note that for magic spells, the grid is shown for a max range of 


7 using staves. Most magic spells can use the following areas- 


of-effect as they level up: 


teen 


5 p Po 


100 3 | 1064 (ATK + HIT) 7 KSA Fire/Ice/WikE | +607 


Makes regular attacks also cast Fire/lce/Wind 8 24/24 9 


Blade Rus je 
1 10 ATK 
2417 
Ĳ WM/Level _ SP. Stat Element Power 
rr 
Wind +30% HEEE 
16/16 Ed 
Moon Stash - 
[Hox | 
12/12 
Slayer = 
420% 
16/18 
Dark X Stast = 
15 120 Jax +70% 
12/12 
Dimenslon Stash - 
2 20 [AK Star 460% 


Triple Strike 


ij Ei (ATK + SPD) / 2 0% 


12/12 


(ATK + SPD) / 2 


Lion’s-Roa: 


(AK + SPD) / 2 +10% 


12/12 


NES 


WM/Level _ SP Stat Element Power 
(ATK + SPD) / 2 +40% H 


124 |lATK+seD)/ 2 
WM/Level SP Stat Element Power 
(ATK + SPD) / 2 Fire +50% HEE 


pmm 


TK + SPD)/2 


mpaler 


WM/Level _ SP Stat Element Power 


24/18 


urbutence 
Wind. +30% EEE 


24/24 


Divine Strike 


je 


125, ATIK 440% 


5 


24/24 


NV RORDICHEP DOORS CIZLEN 


Poison Blast 
(ATK + HIT) / 2 le +10% 
Poison 30% 
Raiden Missile 
(ATKC+ HIT] / 2 +20% 
Deprave 40% 
WMiLevel _ SP Power 
6 36 2 +40% HE 
Sleep 40% 
Zielregen e 
(ATK + HIT) / 2 Fire 40% 


Paralyze 40% 


Doppelganger 
120 (nc HITJ,/ 2 +50% 
Forgst 40% 15/15 


WM/Llevel SP Stat Element Power 


alamander Bow 


30 280 (ATK + HIT)/2 Fire - 


GLINS 
Stat 


Tii-Burst 


WM/Level 


Proximal Shot 
HIT Star +30% E 
SPD -20% 
WM/Level Stat Element Power 
10 HIT +40% 


ES 


Totenkreuz - 

15, 138 HIT Fire 450% 
SPD -20% 18/18 

WM/Level SP Stat Element Power 
inferno 

1 256 HIT Fire +60% 
SPD -20% 


DEF 10% 2/12 


olossal Fissure 


3 14 ATK de EE 
DEF -12% LEE 
BoomerangAxe FL 
6 32 ATIK +30% 
el 
DEF -15% 
iotent Storm 
DEF 18% ZL 
Graviton Flare > 
15 112 Jak 70% Ef 
Der -20% We 


Calamity Drive 


DEF -25% 


NV RORDICHEEP DOORS SIZES 


Crimson Flame 


5 18 JATK Fire +10% HE 


18/18 


WM/Level 


Rose Thoms 


ES 


WM/Level 


ATK/INT/HIT +106 18/18 


WMILevel SP Stat Element Power 
50 40 HIT 240% 


(ero Change 
switch between Blue/Rad Tink 12/12 
Sonic Rol - 
AIK 10% 


ve WM/Level _ SP Stat Element Power 
JAT +30% HE 
Forget 30% 
eN Ark 460% HE 
En 
Sacrifice life 18/18 


a WMILevel lement Power 
lope 
HITISPD +20% EN 
Song of Love es 
0 15 - - HE 
ATKIDEF +20% 24/2 
WM/Level SP _ Stat Element Power 
rage 
5 30 15 - À HEE 
INT/RES +20% 24/24 
p Po EE 
Pretty Bazooka 
40 50 ATK 460% 
DEF/RES/SPD -20% 12/12 


ATICIHIT 30% 


Strawberry Mill 


TARO 
VE WM/Level _ SP Stat Elei 
10 10 - 


Heal, Cure 


Power 


24/24 


684 


Chocolate Mik 


|DEF/RES +50% 


CryBaby Strikes 


|ATK/INT/HIT -20%. 12/12 


Magichange: Milk Spiasf 


Magichange 


Nichtmara 50 4 ATK 5 E 


Nadarejin 
5 5 Jax ce 20% 
WM/Level _ SP Stat Element Power 
en 5 20 ATK ice 430% 


Midare Fubuki 


2 90 ATK ice 
24 


Prinny Raid 
el 5 5 jak Hox H: 
20/20 
WM/Level _ SP Stat Element Power 
25 40 ATK +30% 
Deprave 40% 12/42 
ï WM/Level _ SP Stat Element Power 
aos Iny 
50 90 ATK +60% 


X 


Power of Love 


Heal, Cure 


Holy Arrows 


Flonnezilta 


Blazing Knuckle 


Effect 


Effect 


Meteor Impact 


5 15 


5 15 


) [40 


FLONNE 


Stat 
RES. 


INT 


INT 


ATIK 


WMILevel _ SP Stat Element Power 
Overlord’s Wrath, 


ATIK 


ATI 


Element 


+30% 


18/18 

Er 
18/12 

Ee 
24/24 


Element 


Fire +10% 


Height Tolerance EE 
36/12 


mm 


Height Tolerance 
18/18 


+60% 


24/24 


Shocking Soul 


Effect 


My Heart Shakes 


ffect 


WM/Level 


5 40 


50 90 


ATC 


ATK 


430% 
Effect Height Tolerance 
WMIiLevel _ SP Stat Element Power 
Love Dynamite 


ATK 


+10% 
Height Tolerance 


12/12 


18/24 


50% EEH 


Height Tolerance 
24/24 


Pars ret 
hd imaan mand ad panas dt dad wdd vn ind 


Final Pune 


Midare Fubuki 


Nuclear Fusion 


12/12 


18/18 
Element Power 
lee +70% 
Fire +10% 
18/12 
+30% 


NES 


15/15 


RASPBERYL 


WM/Level 
5 


WM/Level 
25 


WM/Level 
50 


WM/Level 
5 


SP 
15 


SP 


Stat 
INT. 


Element 


18/18 


ASAGI (MON! 
WM/Level 


WM/Level SP 


Stat 


Power 


WM/Level 


WM/Level 
50 


Element 


Height Toleranc 


Element 


Element 


Height Toleranc 


Height Tolerat 


Drains HP 


36 


45 


95 


165 


64 


AT 


ATIK 


AT 


JATK 


(ATK + SPDJ/2 


(ATK + SPD)/2 


24/24 


12/12 


24/24 


12/12 


12/12 


ia 


No 120 


WATK + SPD) /2 


(ATK + SPD) /2 


PROORSSCOTU AIS LEN 


ga Fire, 


Star 


En 


5 8 - 


JATK -20% 


Fire/lce/Wind 


WM/Level 


WM/Level 
25 


50 


WM/Level 
80 


/Wind 


WM/Level 
1 


WM/Level 
30 


WM/Level 
100 


WM/Level 


MAGICIAN 
SP Stat 


1 5 INT 
N WM/Level __ SP Stat 
10 15 INT 


SP Stat 
45 INT 


135 INT 


SP Stat 
405 INT 


SP Stat 
INT 


Ke : WM/Level _ SP Stat Element Power 
12 2 INT 


1 


SP Stat 
63 INT 


189 INT 
SP Stat 
567 INT 

SP Stat 


Element 

Fire/lce/Wind [10% 
48/48 

Element Power 

Fire/lce/Wind 0% 
48/48 

Element Power 

Fire/lce/Wind +10% 


48/48 


WM/level _ SP Stat Element Power 
met 


Fira/lee/Wind 420% 
48/48 

Element Power 

Fire/lce/Wind +30% 


48/48 


Element 


Star 


Power 
0% 


48/48 


Star 


+10% 


48/48 


Element Power 
Star +20% 
48/48 


WMJLevel _ SP Stat Element Power 


r 
60 


Star +30% 
48/48 

Element Power 

Star 40% 
18/48 

Element Power 


NES 


WM/Level 


WM/Level 
5 


160 


Stat 


SP Stat 


INT 


Eleme: Power IE 


Fire 


Element Power E 


4/24 


Ice/Wind - 


WM/Level 
% 


WM/Level 


WM/Level 


kj INT 


SP Stat 
45, INT 


sp Stat 
135 INT 


405 INT 


SP Stat 


Fire/ 


WM/Level Stat lement Power 
Mega Fire/lee/Wind 


Firef 


Fire/ 


WM/Level Stat lement 


Fire/ 


8/48 
Element Power 
Fira/lce/Wind 10% 


Element Power 


lce/Wind -10% 


48/48 


lce/Wind 


48/48 


lce/Wind 120% 


8/48 


lce/Wind +30% 


WM/Level SP _ Stat Element Power 
2 2 INT Star ox EE 
43/48 
; 
WWW. KOUDE LI PDOORS;COTMESGREND | 


WM/Level _ SP Stat Element Power 


30 63 INT Star +20% 


60 189 INT Star +30% 


48/ 
WM/level SP __ Stat Element Powé 
10 567 [INT Star 40% 
48/48 
Armor Braal : 
5 8 - E 
DEF 20% 24/24 t 
WM/Level SP __ Stat Element Power 
Slow 
15 8 - Ee 
5 t 
SPD -20% 24/24 


Resist Break 


35 El - 


RES -20% 


NINJA 


WM/Level _ SP Stat Element Power 


Wtsusemni 


15 a ATK +20% 
24/24 


Konoha Gakure 


45 El AT +20% EE 


24/24 


BEAST MASTER 


WM/Level 


SP Stat 


Wild sroom 
3 B E B 
EXP /Mana +50% (monsters only) 24/2 
Domination - 
9 8 E 5 EEE 
ERE Hei lolerame HEE 
ATK/INT/HIT +20% (monsters only) 24124 E 


Fe) 
a 


NES 


KUNOICHT 
sP Stat 


raralyze 60% 


steep 40% 24/24 
5 16 - - 
= TE 
Poison 40% 24/24 
5 16 5 
Forget 40% 24/24 


Height Tolerance ï 
Deprave 40% 24/24 nnee 


[1 

1 8 - : E 
Poison 80% 16/16 

10 8 5 - 
steep 80% 16/16 

) 8 - E je 
Paralyze 80% 16/16 

40 8 - 3 E 
Forget 30% 16/16 


Geo Change - 
ij 20 - - 
Rearranges Geo Panels (tem World only) 0/0 
Bonus Change - 
50 20 - - 
Rearranges bonus list (Item Worid only) 24/24 
WM/Level _ SP Stat Element Power 
15 - HE 
Destroys à Geo Symbol (\tem World only) 2 
Geo Warp - HE 
20 20 E e 
Warp (item World only) 36/26 
WM/Level _ SP Stat Element Power 
1 1 INT Star 0% H 
48/48 
AE WM/Level SP Stat Element Power 
a Star 
12 2x INT Star CN: 
48/48 
WM/Level _ SP Stat Element Power 
25 63 INT Star +20% HEEF 
48/48 
ga Star 5 
75 189 [INT Star [430% 
48/48 
EE WM/Level _ SP Stat Element Power 
al 
5 ä RES +20% 


Heal 48/48 
WM/Level _ SP Stat Element Power 
Mega Heal 


a 20 12 RES +40% 
Heal 
WM/Level SP Stat Element Power 
40 36 RES +60% 


ES 


420% 
ES, Powe: 
Zi +40% EEH 
zn, L 
Power 
+60% t 
Power 
+80% EE 
WM/Level _ SP Stat Power 
5 6 - 5 
Cure 18 
WM/Level lement 
WM/Level lement Powe 
RES +20% F 
en WM/Level _ SP Stat Element Power 
ehea; 
3 8 5 B EEH 
HEEE 
ATI +20% 4/24 
WMILevel Stat lement 
arget Lock 
Ee 
HIT +20% 
WM/Level lement Powe 
E 
WM/Level _ SP Stat Power 
0 } 
INT +20% 24/24 
EEE 
698 


0 ane VORDEN DOORS SCOTT ESL 


WM/Level 


sp 


Fire/Ice/ Wind We apo 


Makes regular attacks also cast Fire/lce/ Wind 


Wind Charge 


MAGIC KNIGHT 


Stat 


4 0 E 


WM/Level Stat ement ower 


Prinny Dan: 


paison/Forget/Paralyze 30% 


Prinny Bomb 
24 so 


Pringer Bean 


WM/Level 
Nagichange: Panic Lase 


Amnesia 
WM/Level 


increases elemental resistance by 50% 24124 
Ë WM/Level__ SP Stat Element Power 
Anti-rire/ce/ Wind 
30 10 - B 
Effect Heigh ce E 
Decreases elemen tal resistance by 50% 24124 
WM/Level Stat Element Power 
ce/ Wind 
nT Fire lce/ Wind ox 
zera8 
WM/Level SP Stat lement Power 
Mega Fire/lca/ Win. 
zo vr Fire/icer wind 
Effect mi 
asr48 
WM/Level SP _ Stat Element Power 
Fire/lce/ Wind +10% 
48148 
Prinny Barrage 5 2 Ht 
3 10 JATK. +10% 


14 30 ATK 


star 


WM/Level __ SP Stat ement Power 


50% 


ES 


ok 
per -rox 
| Orc Attack = 
En 1 24 rk Hok 
sj Effect 8 
rarget 30% 12/12 
Orc Throw - 
16 ss ark 40% 
kt 
Effect a 
DEF -20% 12/12 
é8 ras Jerk +50% 
[ L Deprave 40% 24/24 Ei 


Map ge 


rie down : - --- 
1 12 NT 10% 
paralyze 20% 24/24 
tgnition = 3 
16 60 NT Firs 30% 


host Asis: 

12 so E 
Effect 
INT/HIT =20% 12/12 


Amnasia, 


kes} n il oh ihn aanta pa dede wind vn jer 


Hall pollen 


Bug Hypnosis 


Ultra sound 


Tornado Dive 


Der -20% 


Poison 70%, HIT -20% 


steep 70%, SPD 20% 


Forget 70%, INT -20% 


WM/Level 


WM/Level 


(ATK + HIT)/2 


(ATK + HITJ/ 2 


HEEE 


12/12 


12/12 


Spin tomb 


SPD 40% 


Palson Patsar 


Poison 50% 


Magical Knife 


SPD -20% 


IUusion 


SPD -30% 


WM/Level 


B AT 


24 ATK 


sa ATI. 


(ATIC+HITJ/2 


12112 


bie Juice - 
5 e Tk ax 
Poison 40% 
= Zambie Tornada > 
5 16 25 erk wind 10% 
mj Effect g 
12/12 
Zombie Cannon - 
4 sg ark +20% 
Effect a 
12/12 
zombies 
és oz Jerk 60% 
poison 30%, Paralyze 20% 24/24 
Magichange: Sacrifice Ò - Po 
ee - Ë HIT = - 


WM/Level _ SP Stat 


Q D Oo 
Electric S : - — 
1 12 INT. 10% 
24/24 
Plasma charge - - 
12 28 - 5 
Effect ef 
INT +50% 12/12 
ShockArrow L 
zé ee INT. „a0% EH 
18/12 
Electronic Gamer ie 
ze tes [nr +50% 


Eft ee, Wit Tolerance | 
E | 42/12 


NEW DA rige: Deal Me P a eme Po 


Wheel - 8 INT - - 
Effect 


Í 1 E 18/18 
dd 


8 64 INT 


Paralysis 4/12 


ke} n il oh ien aanta paden dede winde vn jr 


Flower Dance = 
HEEEL 
Effect Height Tolerance _| 
EEE 
HEEE 
Heal, RES +20% 24/24 Hd 
Full Bloom 5 
Flower Hazard 2 a EEEN LH 
e = 8 JATK. - 
Poison 12/12 
pears 75 64 ATK E in 
Sleep 26/18 
0 
4 10 ATK +10% 
Paralyze 30% 12/12 
nd Storm = ed 
20 45 ATK Wind +20% jef 
HIT -10% 24/24 
5 
Cyclone Breath 
40 95 JATK. +30% 
Poison 40% 12/12 
WM/Level 
Depravad 


Cat Strike 


ATK 


Heal, DEF +20% 


Nightmare 


68 160 INT 


+60 


24/24 


SOMDICTMEP DOORS ICU EEE UEN 


6 10 AT Wind 10% 
12/12 
KE mn 5 ee HEHEH 
È 22 32 AIK 430% EOHEHEEE 
Hd 
HEHEH 
LE EEE 
È 
o L 
Wind Dice 
44 4 ATK Wind 430% 
12/12 
Animal Stomy o 
78 152 ATIK 40% Hi 
JAT -20% DE 
Magichange: Wheelie = 
S e d ATK Wind E 
Ë 12/12 
Maichangs: Woofie B 
78 64 AT Ie E 
e 12/12 
DR 
Fire Breath 5 
8 12 ATK Fire H0% 
DEF 5% HI 
Dragon Kung Fu 5 
32 EI) ATI, 420% Ì 
EEE : 
le it 
12/12 
Blazing Breath 5 
= É dl ie OE HH 
EE 
HEHEH 
DEF 5% EE id 
5 HEEE 
Dragan Nova 


WM/Level 


Holy Impact = — - 
À 1 12 INT 10% FEEL 
zi ragon Cure - 5 : 
Ee, 5 36 RES 460% HEOERELEL 
si Er EEE 5 
cure, Heal 24/24 
Holy Flare — e Ee 
so 76 INT Ice „20% 
Effect a 
12/12 
Nirvana - - 
25 tao nr Ice 50% 
18713 
Magichange: Sacre = - 
iz 8 INT ze En 
mn E 2/24 
à ER WM/Level SP Stat Element Power 
Arrow 85 64 INT 5 5 
E 24/24 
D OMB 
Curse Breath — mik 
15 18 AT +10% 
Deprave 30% 12/12 
Hatred alte = FE 
35 42 ATIK 30% 
Effect af 
DEF -15% 
Darkness Breath - 
75 se Ark wa0% 
Effect 4 
beprave dok 18/18 
Homing Curse. mi 
150 eo lar 60% 
Effect 
[ L eprave 40% 24/24 
h B P a eme Po 
8 8 ATK 7 5 
Effect 
L DS WAMLevel __ SP 
NEW! Mae 
Ba: 64 JAT! 
5 18/18 
706 
es} EERDE STEP DOORS OTV (ESE 


Land Break 


Estinction Beam 


Deep impact 


Armageddon 


Magichange: Manual 


400 


WM/Level 


404 


ATK 


ATI. 


24/12 
L 
p a Po E 
Rush Hour 
80 98 ATK +30% 
12/12 
Nature's wrath 2 2 
150 192 [ark +70% 
24124 
w 5 8 (ATIK +SPD)/2 - - 
E 18/12 
Magichange: Sumtm e P a Po 
a 150 éd (ATIC+ SPD)/2 = - 
E 18/36 
Death Blast zi 5 
5 18 ATK Star +10% 


18/12 
Star +20% 
24/12 
Star sao 
HH 
HEHE 
12/12 HEE 


HEEE 


term Data Kev 


| 

1. Category 
2. Normal attack stat — stat used to determine power of normal attacks 
3. Item name 

4. Rank — higher-rank items are more powerful and more difficult to steal 
5. Stats — rare items are 25% higher; legendary items are 50% higher 


En (ATK + Oo 72 


ar RR HP SP IK DEF INT KES HIT SED MV Ie Range 


@, 


Fist Weapons (ATK + SPD) /2 
Equipping Fist weapons gives you a +2 bonus to Counter. Some of the Fist skills have knockback effects, 
which is very handy in the Item World. 


Crit % 
Ll 


© 


ame D R D 
Wom Gloves 1 5| El 1 13 
Hustle Gloves 2 ü 15) 
Double Slap 3 El 72} 72 T 15 
Knuckles 4 1 15 
Beat Down El 8 23 EE 1 15 
Playful Punch 6 1 15 
Boxing Gloves 7m 38) ES 1 15 
Einger Snap E 1 15 
Father's Fist 9|__20) En 57} 1 15 
Spiked Gloves 10 1 15 
Slap Back 1 Ei [EES 1 15 
Tron Nails 12 T 15 
Hoodum Fist 13|__30) 107} 107 1 15 
ron Punch 14 ü 15 
Massager 15 25} 138) 18|__138| 1 13 
Love Spankin 16 ü 15 
White Tiger 17 38) 173} zl 173} 1 15 
Karate Chop 18 1 15 
Knuckle Bomber Taj 60) 214} 10} 212} ï 15 
Flick 20) ü 15 
Gank, zij 70} _ 20| 255 255) 1 15 
Pata 3) E 1 15 
Sumo Punch 1 

Bagh Nakh 1 

Cross Counter 25) 1 15) 
Butcher Hand 260 1 13 
Poison Hand 27} 1 15 
Bich'wa 25) T IE 
Buming Rage 29) {20} 50} 467 Ei 1 15) 
Hell Strike 30) ü 15 
Death Gauntlet 31 530} 120 540 1 15 
Fistof Anger 32 1 15) 
7 Year Kill 33 597/ 140|_ 597) 1 15) 
Macho Fist El U 15 
Paradise Blow 35 66al 120} 120] _ 668 ] 15 
Golden Fist 36) 5 Û 15 
100 Fists 37|__200)__120| _ 750) Toof 100} 7%) T 15) 
Star Shatter 38) 1 15 
God's Hand 39} 380} __ 250} 1500} too} 100} 200} 300} 1500 ü 15 
Ultimus 40} 1 13 


MV — movement bonus 

JM — jump bonus 

Range — normal attack range 

Crit % — percentage of critical attacks 


10. Price — base purchase price 

11. Specialists — guaranteed to be on the item 
12. Effect — special effects 

13. Description 


ice 


Specialists 


ce speciafists EL Description 
lo — Poller | _EApTe word ALMIGHTW ie ief ig on it 


Effect 


etter then nothing, | gue’ 


Wpn-Fist: | think your hands are on fire. 


[Amnesiac 


Wpn-Tist: Sorry baby! Why you make me do that? 


Wpn-Fist: Slide ir into your right pocket and 


Wpn-Fist: Watch out bra, I'm comin” for yet 


wanzeer 


Wpn-Fist. Ow ow ow OUCHT IES not funny anymore! 


Wpn-Fist: Hmm.how am gonna hold my fork? 


Wpn-Eist: Yau brought this on yourself. Dance fight 


Professional 


Wpn-Fist: I'm not angry, I'm just upset. Now come here 


Wpn-Fist: Don't hit me with that. It really hurts. 


Wpn-Fist: Cook your own dinner from now on! 


chemist 


Wpn-Fist Tho perfact bac-scratchor. Just be careful 


Wpn-Fist_A fair fight? What's that? 


Wpn-Fist: Your daily supply of iron, in one easy punch! 


Wpn-Fist: Guaranteed to give you a backache. 


Gangster 


Won-Fist, Oh my word! Don't stop! 


Wpn-Fist: 2 men + tiger - common sense = disaster 


Wpn-Fist: Not quite Judo, but works nonetheless. 


Wpn-Fist: A bomb in your knuckie? Sounds dangerous. 


Wpn-Fist: Hits so hard your kids will feel it. 


Broker 


Wpn-Fist: Youth violence Is no laughing matter. 


Wpn-Fist: A bladed glove. Is that allowed? 


0) Wpn-Fist: Beware the eye or this tige! 


Wpn-Fist: Sumo Energy Yokozuna Overdrive Strikel 


Mentor 


Wen-Fist: Why is the final blow always in slow-mo? 


Wpn-Fist: Wash it before you put it on. 


[Alchemist 


Wpn-Fist: This glove is not Finger-Lickin” Good. 


Won-ist Es not exactly a dove, buon well 


Wpn-ist: A fiery fist fueled by your boundless rage. 


[Professional 


Won-Fist: Every hit is a killing blow. Cheater. 


Wpn-Fist: Gloves cursed by the Angel of Death. 


Wpn-Fist: Water can flow or crash. Be like water. 


|Proresslonal 


Wpn-Fist. Not bed, buu l wish it worked faster. 


Wpn-Fist “Tis buta seratch. I've had worse 


Gangster 


Wpn-Fist: Gives you peace in death. 


Wpn-Fist: Use it to pluck golden apples. 


|Armsmaster 


Wpn-Fist. 75.87.…95.…are we about done here? 


Wpn-Fst: Finally, a way to punch the sun. 


Wpn-Fist: Causes a Super Nova with every thrust. 


Wpn-Fist: The very pinnacle of glove technology. 


Swords ATK 


Swords are vanilla melee weapons with the most versatile set of area-of-effect attacks, second only to magic. 


Name Rk_HP__SP TK INT HIT_SPD__MV Range _ Crit % 
Supremacy 1 4 ï 10 
Lazy Sword 5 6) 1 10 
Broadsword 2 10} 1 10) 
Kapler E El 5 T 10) 
Dragon Blade 4 EEN 1 10 
Shamshir 5) 28} 8 1 10 
Knight Sword 6) 12 36 6 1 10) 
Spatha 7 EE Zi 72 1 10 
Katona E 55 of 0 7 10) 
Bastard Sword of 2 66 Ó 10) 
Heavy Sword jo} 25) 78) 10 _0| 1 10 
Kunoichi Blade Kl | 40 Ei 1 10 
Ninja Blade 12 105) Tal 2 1 10 
Bekatwa EE: EE E 1 10 
Katzbalger EEE 136 %) 1 10 
Berserker 15) 60 30) 153} 20} 30) 0) 1 10, 
Evil Buster [H 40171 50 2) 1 1o| 
Krishmald 17 30} 150 EE 1 10 
Falchion 18, 35} _210) 60, 40) 1 10, 
Bloodwust 19 | 2 40} 40 En EE Û 10 
Nigntmars En 50} 253 100 40 ï 10) 
Warlord Blade El EL EU El T 10 
Damascus 22 300} 50) EN NE 1 | 
Rune Sabre 23} 325} EG NE NE 1 of 
Executioner zj 160 351} _120| 100 En NE T Dj 
Crystal Sword 25) tof 378) 17of __100| 6) U 10 
Rasotsu 2} 120 406| 80 El NE 1 10) 
Sesshoumar 27 435) EKE 1 10 
Kagero 28 100) _ 465 20 100 T 10 
Lasar Blade 25 En EL 250} 60} 100) 1 10 
Nina Blades zo) _z0|__ s0| 528 El NE ME 1 [0 
Dragon Buster 31|_ 00 Ea tof & 1 10 
Durandal 32 EES EE EE EE) 1 of 
Balmung EE CE NE) KE =50 B 1 10 
Tilfang El 120] 666 EET KC NE 7 1oj 
Bushin Blade 35} 120 Zo3| 100) 80} 100) 1 10, 
Muramasa 36 100| 741} 150) -100f__150| 150 ï 10 
Sunrise Sword 37 150] 840) sof _120| 120 1 10) 
Infernal Sword 38 1o0)_—1120} 109) 160) 160| 16 7 10) 
Excalibur 39 zo0| 1500} 200} so} 400} 409} 400 1 10 
Yoshitsuna 40 300} 4000f 600} 2000} 400} 800} 1000 1 10 


Spears ATK 


Each Spear has an attack range of 2 and also increases DEF. Spear skills are nice 


yourself surrounded. 


to use when you find 


Replica Spear 1 5) El El 10 
Crass Spear 2 8 3| 2} 2} 10) 
Pike 3 12} 3} 2} 10) 
Nagnata 4 6 17) El 2 10 
Obsidian Spear E 6) 23) 10) 2} 10) 
Ashigaru 6 30) 12} Zj 2 10} 
Beckdograban vá 38) 15) 2} 10} 
Du Sanga B KE 2 10 
Shogun Spear o|__12 57|__ 25 E 2 10 
Scorpion 10 68) 30) 14) 2} 10 
Trident 11 80) 35) 12) 12) Fl 10) 
Bone Spear 12} 24} 12) 93} 41 El 2 10} 
Benkei’s Glaive 13) 30) 107) 47) 10} -8| 2} 10} 
Bentan 14| 25 122) EE 10 10} 2} 10} 
Shovsri ES 138 61 28) 2} 10; 
Daimyo Spear A EE: 5 2 10 
Carbon Spear 17 zo 173} 76) 33) 2} 10) 
ze | Demon Spear 18) 30) 192) EE =13| =12| 30) 2 10) 
/ Twin Lancer El 0} 212) 93 En 2 10 


Price Specialists En Description 

[Collector Wpn-Sword: Nothing lives that it cennat kill. 
Wpn-Sword: Buy a better sword later, 
Wpn-Sword: It's broad! It's a sword! It's a Broadsword! 

[Fypnotst Wpn-sword: A in baded sword. Stab stab 
Wpn-Sword: Often soan in òld, chaosy kung-fu flicks, 
Wpn-Sword: Sort of like a scimitar, but not. 
Wpn-sword: Avery knightly sword. Cool. 

|Amnestac. Wpn-sword: A really, really old sword. Don't break it. 

[Professional Wpn-Sword: Make sure to hold the right end- 
Wpn-sword: A real jerk at times, but gets the job done. 
Wpn-Sword: Destroy anything through sheer weight. 

|Achenris Wpn-sword: Refashioned throwing knives. Deadly! 

chemist: Wpn-Sword: Very useful for stabbing in the back, 
Won Sword: And you thought the Swiss ware peaceful 
Wpn-Sword: Cool, but don’t use this on your cat. 
Wpn-Sword: Its love for you is ke 2 truck 

ojAmnestac Wp 0-sword: Knocks down eviL ike bowling pins. 
Wen-sword: Might sound tasty, but don't try to aar it 
Wpn-Sword: So shiny! So sharp! So dreamy! 
160000 Alchemist Wpn-Sword: Thirsts for the blood of the wicked. Amen. 

00000) Wp n-sword: Will haunt your dreams.…if you survive. 
250000 Wpn Sword: Great for iron fisted warmongers. 

310000 Wpn-Sword: Hails from the oldest city in the world. 
400000 Mentor: Wpn-Sword: Not very pretty, but good to have around. 
52000 Wpn-Sword: For the merciless essassin in all of us 

50000) Wen-sword: Look carefully, and it might show the future. 

BOO000 Wpn-sword: AHHI Watch where you're swinging that! 
1000000 Alchemist Wpn-Sword: Hurny up and find the darm jewel shards! 
1400000 |Armsmaster Wpn-Sword: An illustonary sword, îts blade is very real. 
2000000) Wpn-Sword: This blade seeks out and destroys evil. 
2800000) Wp n-Sword: Houses the legendary Earth Dragon. 
4200000 |Firefiahter Wpn-Sword: Each one is dragon-tested at the factory. 
0000co| Wpn-Sword: It split the earth for a fallen hero. 
8400000 Wpnsword: Was used to stay the termble dragon, Fefni: 
12000000 Wpn-Sword: A lucky sword that grants stunning vietories. 
17000000 Wpn-Sword: Has hewn flesh & bone in countless battles. 
24000000 Wpn-Sword: One slash will loose a torrent of blood. 
36000000 Manager Wpn-sword: Always reflects the light of the rising sun. 
35000000 Wpn-sword: A sotid sword for any budding Overlord. 
125000000 Won-Sword: Mythical sword dredged from ancient timss. 
2000000000 Wpn-Sword: The ultimate legendary weapon retums. 
Price Specialists Effect Description 
z0| Wpn-Spear: It's fake, but at least it Looks nice, 
80 Wpn-Spaar: Used by holy warriors in ancient times. 
200 Wpn-Spear: 'd be embarrassed to lose to this thing 
EU pectally crarted tor both men and women. 
1100 Witch Doctor rimitiva but powerful. 
1800 Wpn-Spear: Your standard, stebby spear. 
3000) Wpn-Spear: Whatever it means, the name sounds strong. 
5000 may look odd, but its a spear. Trust me. 
5000 jest used during one-on-one duels. 

12500 Achene ashioned from the tafl ofa gant monster. 

18000 Wpn-Spear: basically an oversized fork 

24000 |Achamit Wan-spear: Good, but it could gain a few pounds. 

pear: Popular with ancient Chinese warriors, 

60000) Wpn-Spear: Modeled after bat wings. Spooky! 

0000) Won-spears Used to protect travelling religious leaders. 
100000) Wpn-spear: Carbon & diamond are the same, right” 
125000 [Santer Wan-Spear: Only locke right if a demon holds it 
160000| Wpn-Spear: Twice the nice for half the price. 


Name MV 

alberd E 
Brave Lance 60} 2} 
Bloody Cross 0) 2) 
Valkyrie Spear 2} 
Elder Spea! 0) zi 
Hell Fork 2} 
Death Spear 2l| 
Thunder Spear 100 2| 
Triton Lance 2| 
Primeval Spear El 
Singularity El El 
Lucifer’s Spear rl 
Emerald Lance 2 
Bruenack 100| 2| 
Gungnir 10 El 
Infernal Spear 100| 2 
Pinaka 140) 2 
'Gaea Spear EU EH 
Beam Javelin 120) 2} 
Holy Longinus 300 2| 
Dril 500) 7 
Bows (ATK + 

Bows are slightly weaker than other weapons, but a range of 4 and -inflicting skills help make up for 


Name 
Toy Bow 


it. Bows can also turn your enemies into treasure chests. 


SPD 


Wooden Bow 


Long Bow 


Silver Bow. 


Elven Bow 


Assassin Bow 


10 


Yggdrasil Bow 


Jewelled Bow 


Composite Bow 


Exorcist Bow 


Golden Bow’ 


Skeleton Bow 


Crystal Bow 


Demon Bow 


Angel Bow 


Temptation 


Forest Bow 


Hunter Bow 


Moonlight Bow 


Syiphid 


Dark Bow 


Heavenly Bow 


Beast Kill 


Master Bow 


Deadly Bow 
Platinum Bo 


Soul Eater 


Salamander 


[ltusion Bow 


Evil Hunter 


Raijin Bow 


Glutton Bow 


Luminous Bow’ 


Red Moon Bow 


Drake Hunter 


Ragnarok 


Diabolie Bow, 


Seraphic Bow 


Artemis 


260 


Lovely Cupid 


s[elslele| 


slefelslefsfefefelejsfefefejelafejele 


sl slslsjslalsjslsjslsjssjslslsselssjssls slee s slee 


alslelsfefsfelelslelelelele|e| 


Specialists Effect Description 
Wp! uts, jabs, spins, and makes julienne fries! 
E Wpn-Spear: Discovered by a wandering hero. 
310000) oaked daily in the bload of the unholy. 
400000 fakes you to Heaven and sends you to Hell. 
520000 Mentor Wpn-spear: Complains to younger spears. 
JOO Broker ‚ommon utensil in most netherworld: 
800000 |Eypnotist Has several deadbest spirits living in it 
1ooooco) very strike is followed by a deep rumble: 
1400000 Wpn-Spear: Blessed by the fearsome Sea God 
2000000 [Witch Doctor Wpn-spear: Oldest spear in the world. Be gentle, 
2800000 fou”\Cnever find another quite like it 
420000 Gangster 5 last owner didn’t heve great luck 
6000000 WpnSpear: Belonged toa powerful Faioy. Glows geen. 
8400000 Armsmaster Wpn-spear: Used to defeat a mighty Majin last Tuesday. 
12000000 | Wpn-Spear: Like a small dog, retums when thrown. 
17000000 Broker Wpn-Spear: Just right for up-and-coming Overlords. 
24000000) ce held by an ancient Goddess of Death. 
36000000 [Manager ‚ontains the deepest secrets of the Earth. 
55000000 uilt with the latest space-age technolo; 
12500000) he Godkiller. How is that holy? 
2000000000} he alpowerfd. dil-er, spoar. 
Effect 


jg: 
Wpn-Bow: Its wooden. It's a bow. IE's a Wooden Bow. 


200 Wpn-Bow: ES really not thet long 
500 Wpn-Sow: Silver keeps evil away. 
7100 Wpn-Bow: A famous elf used it to retum a lost ring. 
1800 [Alchemist Wpn-Sow: Best if shot from a grassy kool. 
3000 Amnesiac Wpn-Bow: Fashioned from a holy ancient tree. 
5000 WpnBow: Mostly for decoration. Its very hin 
8000 Wpn-Bow: Made from antlers and sinew. Pretty gross. 
12500 Amnesiac Wpn-Zow: Use this if someone’s head starts spinning. 
15000 Wpn-Bow: Don't tell, but it's actually just gold paint. 
z4000fAlchemist Wen-Sow: What animal has a skeleton shaped like this? 
32000 Wpn-Bow: Doubles as a powerful smacking tool. 
45000 Wen-Sow: Made in Hell by underpaid, overworked imps- 
60000 Wpn-Bow: Made in Heaven by underworked wimps. 
80000 |Gangster: Wpn-Sow: Snag his heart and steal him away. 
100000) Wpn-Bow: |ronic, because it's made of dead trees. 
125000 Wpn-5ow: Hunting lsn't necessary, buut sure is fun. 
160000) Wpn-3ow: Wen this moon hits your eye … you" go blind. 
200000 [As rónaut Wpn-Bow: This braezy bow will blow you away. 
250000 Wpn-Bow: It becomes invisible at night. 
310000 |Ammesiee Wpn-Sow: Heavenly mardens take tis hunting for boys. 
400000 Wpn-Bow: Stop beasts dead in their tracks with PAR. 


[Professional 


Wpn-Bow: Asure-fire with 100% accuracy. 


|Aichemis: 


Wpn-Bow: Don'tmake eye contact. It can smell fea 
Wpn-5ow: Hes sold over 1,000,000 copies. 


Wpn-dow: Beware its strange foot fetish. 


Co|Frefehter 


Wpn-Bow: Very calm under fre 


|Amnesiac 


Wpn-3ow: Mightbe a mirags, but the pain is very real 


Wpn-Bow: When evil's afoot, shoot it in the leg 


wich Doctor 


Wpn-Bow: Its arrows are Loud of volce, quick of foot. 


Wpn-Bow: Has an ondlase appotite for destruction. 


8400000 |Amnesiac 


Wpn-Bow: Casts the blinding light of the divine. 


12000000 Wpn-Bow: Purifies souls with tha rays of the Red Mon. 
1700000) Wpn-sow: Highly eftactve anti-dragon artile ny. 
24000000 Wen Bow: Call down a savage end to Hie age of man. 
36000000 Wpn-Bow: Pierce the heart of any celestial body. 
55000000 Wentor Wpn-3ow: Drown the wicked in the rain of retribution. 
7125000000 Wpn-Bow: Symbol of the great Huntress Goddess. 
2000000000) Wproow: Guy ove enengEel Maxam Umit reached! 


These have even better range than bows do, but you can only fire in à straight line. Gun skills reduce 
enemy SPD. 


Rk HP SP TK DEF INT RES HIT SPD MV Range Ci 
1 4 E 5 
2) DE: 5 5 

Trumpet 3 4 E E 5 
Steam Gun El EKE) 5 5 
44 Magnum 5 18 E 5 
Pulse Gun 6 Ë al 5 5 
‘Antique Gun 7 E 31 E E 
Laser Rifle 8| 10) 39) E 5| 
Mk. IL 9 48) 10 E 5| 
Twin Blaster 10 12 El 5 5) 
HG KD 3 6) E E 
Flamethrower EE ET E E 
Sledgehammer 13} 14) 10) 94 5) 5 
Godfather 14 El î tj 08) 5 5 
Ray Gun tj 123) E 5 
spray Gun 16) 20 139 10} El E 
Photon Gun 17) 24 156 16 E 5 
Paralyzer E 28} 174} E El 
Sacred 19) 20|_193|__# E 5 
Prism Cannon 20 5 EU NZE NE: 5 El 
Old Glory 21 35) 234 45 5| 5 
Discharger 22 EN Er NE NEE E B 
lon Blaster 23 El 60|__ 279 E 5 
Pezce Maker Zi 20 EL Ee NN) 5 B 
Intgccabile 23) 60 50) 328) 30) 3| E) 
Space Cun 26 EE EE 5 5 
Crisis 27 40) 40) 381} 100 d 5 
Takemikezuchi 28 zo) Bo| 409} #0) 5 5 
Noble Rose 29 100) zo| Bo) 120} 438} 100 E 5 
Cosmo Gun 30) 60 120 30) 468) 60 El E 
Gjelarhom EN 120) Too} Bo) 499 E 5 
Requiem 32 140) IE NE EE KE) 5 5 
Simurgh EE 100) Dea] __ 200 E 5 
Dragoon 24) 120 140/ 140) 598) E 5} 
Prometheus z5|__100)__100) 200} 180} 633} 100 E 5 
Rolling Thunder 36 tof 1aof 140} 669} 210) 5 B 
Heroic Gun 37|_ 00) _160 50 180} _730} _200 E 5 
Dead Whisper 38) 200 _80) _50| 810) 280) 3) E: 
‘Megiddo Cannon 39) 280| 200} 400} 1200} 400) EH 5) 
Etoile 40[_ oo) 400) 200|__aoof _z00| 3100} 1200) 5) B 

Axes ATK 

Axes feature the highest critical rate and highest ATK of any weapon, but they decrease your HIT. Axe skills 
reduce the enemy’s DEF. 

JM Range _ Crit % 

Niheim, 20 6a} 140 40}_-30) 50 1 30} 
Cheap Âxe T E Ei ï 30) 
lron Axa 2 14) 3} 1 30) 
Gang Axe 3 2 5 Ì 30 
Primitive Axe 4 6] 29 El 1 30) 
Hammer E] 12} 38) =10| 1 30) 
Battlo Axe 6 48 El 12} 1 30) 
Viking Axe 7 En OEE 1 30 
Guilotme E 71 10} +19 ï 30) 
Heavy Hammer EE En B 1 30 
Masakari 10 99}__16 Ei ï 30) 
Tomahawk u EE il 1 EO 
Dwarven Ave a ES 132 12} AJ 12 Ó 30) 
Heavy Axe IE EE: En NE 1 30 
Giant Axe 14 45 169) 28) 54 1 30) 
Savage Ave 15) EG ES En) NE EE 1 30 
Guity Axe tef_ zo| __20| zo| 20 -68| 25 1 30) 
Demon Smasher 17 EEE! En EO NEE Û 30) 


Wpn-Sun: Use it for now, | guess… 
Wpn-Sun: Remember to tur off tha safety. 
Wpn-Sun: Make sure to put your lips on the right end 
Wpn-Sun: So, the bullets are fired with steam power? 
Wpn-Sun: You gotta ask a question-do vou feel lucky? 
Wpn-Sun: Looks hi-tech, but don't trust ú 
Wp n-Sun: Used as decoration in local street shops. 
Wpn-Gun: Makes seven different colors and sounds 
Wpn-Gun: Classie villain weapon in spy movies. 
Wpn-Gun: Two holes, one bullet. How does that work? 
Wpn-Sun: Try to avoid the business end of this one. 
Wen-Sun: Perfect for DD Qing. 

: Trust ma, | know what ['m doing. 

: TL make you an offer you can't refuse, 


Gangster 


60000 ; Some sort of laser weapon. Probably fake. 
BO0CO |Aypnotist Works best on oversized insects. 
100000| a fancy name for a flashlight. 
125000 [With Doctor : Makes you feel tingly all over. 
160000) : Claanse the enemy’s innards with this. 
200000) Combine all 5 to create a Super Cannon. 
250000| : To the victor go the spoils. 
310000) : Feels really good when you shoot it, 
400000 ; Lons are fun, justnot in the face. 
520000 |Amnesee How te West was Won. 
630000| Wpn-Sun: It means Untouchable. So hands off! 
500000 Wpn-Sun: Standard prop in most scifi Miek 
1000000 Wpn-Sun: Catastrophe awaits your target. 
1400000 Witch Doctor Wpn-Sun: Not to be confused with the giant robots. 
2000000 |Armsmaster Wpn-Sun: Hellish nobles fawn over this decoration. 
Wen-Sun: A gift from a faraway Cosmic King. 
4200000 Wpn-Sun: Usher in the final battle between the God 
6000000 |Fijpnotist Wp n-Sun: Issues forth the Song of the Dead. 
5400000 Wpn-Gun: Defender of te great desert bird. 
12000000) Wpn-Sun: Ride into battle breathing fire, 
17000000) Wpn-Sun: Use this to bring flames back to the gods. 
24000000 [Witch Doetor Wpn-Gun: Echoes to the very edges of Hell. 
36000000 Mentor Wpn-Sun: lts purpose transcends tme and space. 
35000000 Wpn-Sun: The gentle caress of Infinite oblivion. 
1250000600) Wpn-Gun: Releases the anninilation of reality. 
2000000000) Wpn-Gun: The culmination of human ingenuity: 
Price Specialists Effect Description 
30fProfessional Wpn-Axe: This icy blade ushers in tie newly deceased. 
El Vipn-Axe: Last Jlem at a local yard sale. 
En Wpn-Axer |t’ iron, so it's heavy. What did you expact? 
200 Wpn-Axe: Come here and let me axe you a question! 
500 Wpn-Axe: Inspired by a giant monolith. 
1100 Witch Doctor Wpn-Axe: Knock down any nails that dare to stick out. 
1800) Wpn-Axa: Net for usa indoors or during timas of peace: 
3000) Wipn-Axe: Pillage and plunder to your heart’s delight. 
000 Professional Wpn-Axe: Let's not lose our heads over this. 
000 Mitch Doctor Wpn-Axer Creates its own gravitationel feld. 
12500 Wpn-Axe: Holy monks love to bash faces in with this. 
18000 Wpn-Axe: Fun to throw, but pay attention ta your target. 
24000) Wpn-Axa: They're fun to toss, but you'll get in trouble. 
32000 Vipn-Axer Get our daily workout luggng tie around. 
45000) Wpn-Axe: Bigger is better, in more ways than one, 
60000) Wpn-Axe: Sometimes you have to ralesse your wild side 


80000) Wpn-Axe: 
100000 itch Doctor Wpn-Ae: 


Cen an axe really feel guilt? Or pain? 
Exterminste demons with extreme prejudice: 


Range _ Crit % 


40} 


El 


EU 


240} 


200| 


63) 
80 20 
85 
30 
55 
En 
65 
100| 
80) 60 
120) 
75 
130| 
140) 80 
1o0f_100| 
120) 
160) 
120| 
100) 
200) 120) 
200) 
1200f 400) 


200) 


1 
1 
1 
1 
1 
1 
1 
1 
1 
0 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 


Staves ATK 


Great for humanoid magic users, Staves i 


SP 


DEF 


e spell range, 


js ele) 


EA ESRA EA 


12} 


Moonlight Staff 


45) 


60) 


60) 


60) 


60} 


0) 


120, 


80) 


El 


120) 


200} __ 300 


Onmiscient Rod 


200) 


ssjsjsgsleissjslsispgsjslslë sis 


Wpn-Axe: Not a fan of hard rock, are you? 


Wpn-Aze No, really Hls all. 


Wpn-Axe: Snap, crackle, pop! You're dead. 


Witch Doctor Wpn-Axe: The star of that great show in the sky. 
310000 Wpn-Axe: Last | checked, feathers weren “tvey starp. 
400000 Wpn-Axe: ['lLenfores you good! 

520000 Wpn-Axe: It's GREAT because my grandpa used it. 
joao Wpn-Axe: Let your hatred build and take revenge! 
BOOOAO [Witch Doctor Wpn-Axe: Thor would be so proud to see you now. 

1000000 Wpn-Axe: This ís for you, the master of axing 

1400000 Witch Doctor Wpn-Axe: Mekes the seas shake and the land tremble 

2000000) Wpn-Âxe: Used by Czars to keep the proletariat in line, 

2800000) Wpn-Axe: Blesses you wiile it cleaves your skull. 

4200000 Witeh Doetor Wpn-Axe: Knock your enemy out of the park. 

E000000) Wpn-Axe: Keep your uppity pets in line. 

8400000) Wpn-Axe: Tes golden glow leads the way t paradise. 
12000000) Wpn-Axe: Delivers comely young virgins to the gods. 
17000000 With Doctor Wpn-Axe: You (Lee stars when tis connects. 
24000000 Wpn-Axe: Standard issue for all Grim Reapers. 

Won-Axe: The men of the cloth will tear you a new one 

55000000 Wpn-Axe: Overlords and axes-like chicken and waffles! 
12500000 Wen-Axe: They finally combined lasers and axes; 
2000000000) Wpn-Axe: Brings a hoord end to absolutely everything. 
Price Specialists En Description 

Wpn-Staff: A good staff to gat you started. 

Wpn-Staff: Doubles as a sturdy walking stick. 

Wpn-Staff: Check for loose pieces of meat. 

Won-staf: WilLnot help pul rabbits out or hats. 
|Hypnotist Wpn-Staff: Alittle fairy dust goes along way. 

Wpn-staff: Hit 70 home runs with this. 
|Amnesiac Wpn-Staff: Handy for casting spells and stirring pots. 

Wpnstaff: As clear as a glass scepter. 

Wpn-Staff: Some erezy moon language is carved in it. 
|Bypnotist No Prinnies were harmed while making this 
Gangster Tis rod twrns into a bouguet of flowers 

: Stonehenge not included. 

Wpn-staff; Congrats on becoming a rel sorceror 
|Fypnotist Wen-staff: It mey be old, but ies stil good. 

Wpn-Staff: An expensive, name-brand staff 

Wpn-Staff: Completes the look for any evil mastermind. 

Wpn-staff: Found in a magical pile of cirt. 

Wpn-staff: Gghtweight and good for whacking. 
|Hvpnotist Wpn-Staff: Look mysteriously cool holding it at night. 
[Amnesiac Wpn-Staff: Only the biggest fairies can hold it. 

You won't need a target computer anymore. 
Perfect for magie and Halloween. 
: Great for slap shots. 
Gangster Makes a nice present for your qì 
Can it…BE any more red? 
Smite tre wicked and apathetic, 

Wpn-Staff: You need a PID in wizardry to buy it legally. 
Amnesiac Wpn-Staff: Gad wants you ta die. He told me so. 

Wpn-staff: What's the big daal? It is a mystery. 

We all need team spiritsometimes. 
|amnesiac VL be honest with youyou're doomed 

Wpn-Staff: Wear sunscreen when you use it. 

8400000 [Gangster Wpn-Staff: Sometimas, love hurts 
12000000 Wenst: Awam Prinny for those cold, lonely nights. 
17000000) Won Staff: Knows all. Even what you did last nicht. 
24000000 Wpn-Staff: Just a broken branch, but insanely powerful. 
36000000 Wpn-Staff: Unleash the wrath of God upon all sinners. 
55000000 Amnesiac Wen-Staff: This wil getyou into Harvard, no problem. 

12500000) Wpn-Staff: For the magically inclined Overlord. 
2000000000) WpnStaf sees you when youre sleeping. How creepy. 


Monster weapons don’t have skills or mastery. Their effective power increases with the monster’s level. 


Nam: 
Paw Glove 


INT 


SPD 


Pi Bone 


Goblin Claw 


Wolfs Fang 


Sliny Membrane 


Crab Claw 


Scorpion Teil 


Odd Mandible 


oflafalelwinl 


Bear Claw 


Viper Bite 


10} 


Bull Hom 


10 


Spikey Shell 


Tentacle 


Poison Needle 


Rose Whip 


Mystic Hom 


Tiger Fang 


Lonhaart 


Golem Punch 


60) 


Mystic Attack 


SEMEË 


Organic Power 
Poor Orphan 


EE 


& 


d 


Mad Para: 


Dark Aura, 


Chimera DNA 


60) 


Pegasus Hoof 


Damon Cry 


7á 


Titan Fist 


MENE: 


Dragon Anger 


ES 


Demon Fan; 


Desth Wing 


Asura Arm 


Furious Scale 


Devil Matrix 


Insanity Eya 


Begstial Merk. 


Immortal Body 


Pnoenix Feather 


Satan's Motor 


Babylon Crown 


Name 
The Weak 


ATK 


these weapons are suitable 


Magical Monster Weapons 
Á nice improvement over th 
DEF 


le far monsters with 


SPD 


The Rotten 


The Dead 


The Sacrifice 


The Heratic 


The Slave 


The Puppet 


The Demon 


EE 


The Dalusion 


14} 


The Evil Eye 


The Nightmare 


—10 


The Accursed 


The Dream 


EE 


The Dismal 


Lust 


Glutton 


Confusion 


Paranoia. 


EE 


Greed 


Ston 


sjslsjs 


5) 
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Price Specialists Effect Description 
Wpn-Monster: Nice and soft. Fun to pet. 
En Wpn-Monster: Fashioned from rabid rabbit bones. 
200 Witch Doctor Wpn-Monster: Looks like he never washed his hands. 
300 Wpn-Monster: Makes chewing so much easier. 
ToofAlchemist Wpn-Monstar: Slimy fashion is all the rage in Europe 
1800) Wpn-Monster: TEIL clip your twig if you're not careful. 
300o|Achemist Wpn-Monster: Be careful not to poke your own head. 
5000 |cangster Wpn-Monster: Discount special! Buy one, get two free! 
8000) Wpn-Monster: By far the best pastry dessert treat. 
12500 Alchemist Wpn-Monster: Only one way to get the poison out. 
18000 Wpn-Monster: Helplessly drawn to bright red objects. 
24000) Wpn-Monster: Jumping on this one isa bad idea. 
000 Wpn-Monster: Watch out these things con reach. 
Alchemist Wpn-Manst: his*lLonly hurt for a second 
Wpn-Monster: The thoms make it that much worse 
Wpn-Monster: Mystie hom of a mystie beast, 
‘Wpn-Monster: Illegal in 38 states. 
Wpn Monster Be praud of yourcamivoroushertegel 
Wpn-Monster: Destructive power of 100 home runs. 
teouid strike anywhere at any time! 
Mother Earth is here and she's pissed! 
[Fypnotist I’m sorry. you're adopted. Now get out. 
Wpn-Monster: This bloodsucker is quite sury. 
Wpn-Monster: Are you angry? You look mad, Are you? 
650000) Wpn-Manster: That DNAcould've come from anywhere: 
800000 | Wpn-Manster: He's gonna want that beck eventually. 
1000000 |ypnotist Wpn-Monster: Would someone <hut that denon up? 
1400000 Wpn-Manster: Used in open combat against the gods. 
2000000 Wpn-Monster: Tts draconian fury flows like magma. 
2800000) Wpn-Monster: This one has a cavity. 
4200000 |Gangstar Wpn-Monster: Is it safe to fly with this? 
6000000) Wpn-Monster: Let me gie you a hand.„ofthe damned! 
8400000) Wpn-Monster: Please don’t touch me therel 
12000000 Wpn-Monster: You can't be totd what the Devil Matrix is. 
17000000} Gangster Wpn-Monster: Win any staring contest with this. 
24000000) Wpn-Monster: The secret word is 666”. 
36000000) Wpn-Monster: Keeping it in shape is a real pain. 
0000) Vipn- Monster: Powerul, but hieny lammedle, 
125000000 Wpn-Monster: Do you really need all this horsepower? 
2000000000} Won-Monster: Crown of the most ancient Overlord. 
Price Speci EE Description 
30 Wpn-Monster: Waakness is 2 crime. 
so |Alchemist Wpn-Monster: Literally rotting, page by page 
20) Wpn-Monster: Contains the name of every dead soul. 
500 Wpn-Monster: Forclbly volunteer your enemy to die. 
1100 Wpn-Monster: Nothing is more offensive than the truth 
1800 Wpn-Monster: Consider me your loyal pet from now on- 
30C0|Hypnotist Wpn-Monster: Someone else is pulling the strings. 
5000) Wpn-Monster: Possessed by a semiIterate apparition. 
'B00OJHy pnotist Wpn-Monster: Now you see it, now you don’t 
12500 [Witch Doetor Wpn-Manster: Don't look at me like that! 
18000} Hypnotist Wpn-Monster: Slumber shall grant you no safety. 
zaooo|angster Wpn-Monster: Waat a horrible night to have a curse. 
32000 Hy pnotist Wpn-Monster: Oh, it was all just a dream, Or was it?! 
45000 Wpn-Monster: 1 told myself | wasn't gonna cry. 
toodojcangster Wpn-Monster: What’s this new tingly sensation? 
Bo00|Gangster Wpn- Monster: De atthe alyou-can-eat pain buffel 
100000 Amnesiac Wpn-Monster: 1'm calm! ['M VERY FREAKING CALM! 


Wpn Monster: They're all out to get you. Kil tem 


160000) 


Wpn-Monster: Don’t stop till you get enough. 


Range _ Crit % 


Hals Gate 


The Phantasm 


Enwy 


The Fallen 


The Abyss 


The Convict 


Twilight 


Pride 


The Conundrum 


The Malevolent 


The Unique 


The Awakening 


Necronomicon 


Wrath 


Fortune 


Chaos 


Dante's Inferno 


The King 


The Fool 


1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 


Armor 


Name 
Almighty Armor 


Armor is your standard 


her ranks also increase the wearer’s RE: 


S for magical defense. 


Old Cloth 


Tunic 


Buckler 


Leather Jacket 


Licht Armor 


Jijo Outfit 


Traveler Mant 


Round Shield 


China Dress 


Protector 


Black Outfit 


Magical Vest 


Fur Jacket 


Chain Mail 


Wizard Robe 


Battle Vest 


Scale Mail 


Bushido Suit 


Breastplate 


Large Shield 
Brigandine 


Halfplate 


Holy Dress 


Knight Shield 


Dandy Gown 


Fullplate 


Iron Dress 


Battle Armor 


Tower Shield 


Spirit Mantia 


100 


Dragon Mail 


Kamikaze Suit 


Reflex 


Hero Mantle 


Metal Suit 


Shield of Agis 


Goddess Dress 


Majin Armor 


Infernal Armor 


Super Robo Suit 


orm/dis EZ 


ed gen 


Âs be 1 ZÂ8 
NERO 
er Wd AE 


&T 


Price Specialists EL Description 
oc) Wpn-Monster: A record of secret socteties and ritual 
310000 Wen Monster: We're alraady on Hell's doorstop! 
400000) Wpn-Monster: Nasty’ Disgusting? You're not very nice, 
Wpn-Monster: That's a nice jacket. Hand it overl 
Wpn-Monster: Those who fall have nowhere to go but up 
800000 Wpn-Monster: Stare long enough, and it will store back. 
1000000 Wpn-Monster: I'IL take the casel 
1400000 JArmsmaster Wpn-Monster: What evil lurks between day and night? 
200000) Wpn-Monster: “Tis pride that tums angels into demons. 
2800000 Wpn-Monster: Should stay or should | go7 
4700000 Broker Wpn-Monster: No rast for the wicked 
6000000 Wpn-Monster: You are not a beautiful snowflake. 
8400000 [Mentor Wpn-Monster: It5 time for me to expose myself. 
12000000) els forth the ageless undead. 
17000000) ou should learn to control your temper. 
24000000 Wpn-Monster: T am a leaf caught in the winds of fate 
36000000 Wp n-Monster: All Hell is about to break loose 
55000000 Wpn-Monster: Travel to the depths of Hell and back 
125000000 Wpn-Monster: Absolute power corrup ts absolutely. 
2000000000 Wpn-Monster: Life and love make fools of us all. 
Price Specialists Ez Description 
10) Collector] Ete-Armor: Tha word ALMIGHTY is stitehed right on it. 
0; Etc-Armor: The bare minimum. As in, barely covers you, 
80) Etc-Armor: Light and soft clothing. Very pastel. 
200) Etc-Armar: Only good agpinst smaller melee weapons. 
500 Cryophile| Ete-Armor: This and  chópper gets you all the ladies. 
1100 Etc-Armor: Makes carrying vour lifeless corpse easier. 
1800 Etc-Armor: Holy kimono. Looks strange on guys. 
3000| Aeronaut Etc-Armor: Doubles as a blanket for quick naps- 
5000 Ete-Armor: 300 degrees of protection. 
8000 Coffee Make: Etc-Armar: Not too comfortable, but very sexy. 
12500 Etc-Armor: Guards your most vulnerable areas, 
18000 Etc-Armar: Sink into shadows for silent sneaky striking. 
24000 Psychotogntf Etc-Armnor: Sew by pixles in magical sweatshops. 
32000) Aaronautt Ete-Armor: Warm and poofy. Angers some activiste. 
45000| Ete-Armar: Will kill you if you don’t pass it on. Wait! 
60000 Psychologist} Ete-Armor: | puton my robe-and wizard hat. 
30000 Etc Armor: Use with Battle suspenders for max swank. 
100000) Etc Armor: Not completely to scale. 
125000 Ete-Armor: A real warrior doesn't need any armor. 
160000) Ete-Armor: Don't try eating off of ï. 
200000 Etc Armor: It's Tike a supersized Round Shield. 
250000 Ete-Armor: The hot item rignt now in the armor industry. 
310000 Etc-Armor: You only get the front half. 
400000 Psychologist| Etc-Armor: Disguise yourself as a priest. 
520000) Etc Armor: Have your coat of arms engraved. 
650000| Ete-Armor: Comes with a glass of brandy and = cigar. 
800000 Etc-Armor: Vory sturdy, but vat vary swoaty. 
1000000) Coffee Meker| Etc-Armor: [EU even protect your virginity. 
1400000 Etc-Armor: Love is a battlefield. 
2000000 Etc-Armor: Erect a wall between you and your enemy. 
2500000) Coffee Maker] Etc-Armor: Notice the gittering, gaudy rhinastones. 
4200000 Firefighter| Ete-Armor: Getting the scalss off the dragon isn't fun. 
6000000) Etc-Armor: Tiy not to get too carried away with it 
8400000 Etc-Armor: Can deflect rubber hammers of any se. 
12000000 Social Worker] Etc Armor: Creates o serious addiction to the spotlight. 
17000000 Etc-Armor: Increases your ability ta rack by 300%. 
24000000) Etc-Armor: Hard. Very hard. Really, very hard. 
36000000 Psychologist| Etc-Armor: Knock al! the boys dead at the next dance. 
55000000| Etc Armor: Fit for only We uüimate of all warriors, 
12500000 Etc Armor: Smells like the Dark King. 


2000000000 


Etc-Ultimate Robot: Perfect for these troubled times. 


Equip a Belt for increased ATK at the cost of SPD. Unfortunately, these aren't as powerful as in the first 
game, as the Super Robo Suit outshines them all. 


Name Rk_HP__SP__ATK DEF INT HIT Range _ Crit % 
Power Belt 2 5) 

Exertion Belt 5 12 

Energy B B 25) 

Beastly Belt 1 El 

Aura Belt 16 50 

Spirt Belt 20 140) 

Bravery Belt 2 220) 

Black Belt Ei 370) 

Ubermensch Ed 550 

Orion’s Belt 30 300) 
Shoes 

Better MV and JM are always good. Shoes are the best way to fill up any empty armor slots. 
Name Rk_HP SP ATK DEF INT RES HIT SPD MV JM Range _ Crit % 
Maxi Sandals 1 1 1 5| 
Slippers El Bl 
Cross-Trainers Ti En 110) 
Ninja Tabî 18) El) T 15 
Falcon Shoes 25) 100) 1 20) 
Angel's Sandals 32 0 EE EE 
Accelerator 39) EE NE 
Orbs 


An Orb gives its user very high magical defense (RES), and the SP bonus is nice as your skills start leveling up 
and costing more SP. You can get most of these as hospital prizes. 


Range _ Crit % 


Common Orb El 10} 20) 
Psycho Orb E El 50 
Dark Orb’ E 50 100 
Bloody Orb 12 90 180) 
Astcal Orb 16 170 310 
Lunar Orb 20/ 280) 560| 
Royal Orb 26 450) 900 
Holy Orb 30 780) 1560} 
Chaos Orb 36 1100 2200} 
Untversal Orb 39) 1600 3600 


Glasses 


Bow and Gun users ben 


efit the most from these, but tf 


he Sup 


er Robo Suit is still better. 


Name Rk_HP__ SP _ATK DEF INT RES HIT SPD MV JM 
Glasses 2 El 
Binoculars 5 Ti 
Nerd Glasses E En 
Plastic Nose 1z| ï En 
Opera Glasses 16 El 
Nightvision 20 KE 
Crosshair 26 220 
Forssight 30 370 
Destiny Lens Ed 550) 
Providence: 39) Ec 


zi 
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Price 


Specialists 


Effect 


Description 
Eic-Belt: Tighten it to get a slight power boost. 


Eic-Belt: If only affort made up forlack of talent. 


Etc-Belt: With this, infinite push-ups become 2 reelity! 


Eic-Balt: More powerful than 100. no, 1,000 gorillac! 


Etc-Belt: You really crank my engine. 


Eic-Belt: Come on! Bring it onl Let's do tilt 


Etc-Belt: Everyone will love your shiny belt. 


Etc Bolt: Only a trua mastor is allówad to waar this. 


Etc-Belt: Feel as strong as a hero 
Ete-Belt: Gird yourself for a galactic battle! 


Price Ez Description 
10) Etc-Shoes: Look just like normal sandals to me. 
500) Eic-Shoes: Warm and fuzzy. Don't wear these outside. 
75000 Etc-Shoes: Will help you get an A in gym class. 
15000 Ete-Shoes: Sneak up and snap some necks, 
650000 Etr-Shaes: Since when do feleons wear shoes? 
6000000 Eic-Shoes: They smell divine. Don't ask how | know. 
12500000 Etc-Teeth: Approach the speed of light. But, why teeth? 
Price Specialists En Description 
80) Etc-Orb: For the frugal yet stylish magic user. 
7100) Etc Orb: Perfect for those with magic phobios. 
5000 Etc-Orb: Formed fram extracted dark energy. 
24000 Etc-Orb: Dragon blood is used in everything these days. 
80000 Etic-Orb: Fashioned from a heavenly body. 
200000 Etc-Orb: Power Tuctuates with tie cycles of tie moon. 
800000) Etc-Orb: Passed down through the Overlord ancestry. 
2800000 Ete-Orb: Exists to protect the sanctity of its user, 
24000000) Etc-Orb: Desires only anarchy and galactie meltdown. 
125000000 Ete-Orb: Works with your entire entertainment system; 
Price Specialists En Description 


Eic-Glasses: Cheap store-bought glasses. Sull fuzzy. 


Ete-Glassos: Let you watch anything from far away. 


Eic-Glasses: You look smart, but girls won't kiss you. 


Etc-Glasses: Always a hit at parties. 


Eic-Glasses: Sea the play without suffering the music 


Eic-Glasses: Good for late-night walks in the woods. 


Eic-Glasses: Perfect accessory for any bow or gun. 


Eic-Glasses; Helps you plan ahead. 


Eic-Glasses: May reveal the meaning of life. Or not. 


Eic-Glasses: Uses GF5-Godiy Positioning System. 


Muscles 


‘Another hospital prize, Muscles are the best way to increase your HP. 


Name Rk__HP SP ATK DEF INT RES HIT SPD MV 
Brawny Muscle EN 
Kung-Fu Muscle 550 
Spirit Muscle 5| 160) 
Fight Musclo 12 | 050) 
Ace Muscle 1é|__ 420 
Victory Muscle 2060 
Dream Mu 26) 400 
World Muscle 30} 1500 
Star Muscle 3e|__3200 
Cosmos Muscle 39[ 5000 


Weights 


Equipping Weights reduces your current HP to 25%. It seems useless at first, but some classes have special 
abilities when they're in critical condition. Weights are à convenient way to keep those abilities active. 


Name Rk__HP__SP __ATK DEF INT RES HIT SPD MV __JM__ Range Crit% 
Power Weight 5 20) 20) 

Speed Weight 5 | =20) 20) T E 

Hit Weight 5 20) 0} 2 10 
Power Weight 2 15) | El 0) 

speed Weight 2 13) —40| 40) 1 10 

Hit Weight 2 15) 10) —40 40 15 
Power Weight En 160) 160) 

Speed Weight Z | =1é0| 160) 1 15 

Hit Weight Z 2 160 =160} 160 2 


Weapon Scrolls 


Equipping a scroll gives a character a proficiency of 20 (A) in that weapon type. Be careful, as it replaces à 
pre-existing proficiency, which means if a character’s proficiency is already greater than 20, you'll actually 
make it worse. The character’s affinity for the weapon’s dominant stats will be set to 120%. Scrolls are best 
for leveling Thieves and other classes with poor weapon skills 


Rk_HP SP _ATK DEF INT RES HIT SPD MV _ JM Range Crit% 


40 
40) 
40) 
40) 
40) 
40 
40) 
Treasure Maps 
These are guarded by pirates in the Item World. Collect all sixteen to gain access to the Land of Carnage. 
Name Rk_HP SP ATK DEF INT RES __ HIT SPD MV JM Range _ Crit % 
Treasure Map 40 
Treacure Map’ 40} 
Treasure Map 40| 
Treasure Map’ 0 
Treasure Map 40) 
Treasure Map 40 
Treasure Map 40) 
Treasure Map 40| 
Treasure Map 40 
Treasure Map 40| 
Treasure Map 40) 
Treasure Map 40| 
Treasure Nap 40) 
Treasure Map 40) 
Treasure Map 40) 
Treasure Map: 40 
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Price 


Specialists 


Effect 


Description 
Etc-Muscle: Tums you into a real beefcake. 


Etc Muscle: Add a little muscle t0 your huste- 


ome on, flex those pecsT 


Makes you wanna get rowdy and pick fahts. 


ranforms you into a bee fy pro wrestter. 


Etc-Muscle: Claim victory with your glistening biceps 


Eic-Muscle: Build muscles even while you sleep! 
2800000 Ete-Muscle: Welcome to the wide word of weightlifting! 
24000000 Etc-Muscle: Wield muscles worthy of any action flick. 
12500000 e are moved to tears by the size of it. 


Price Specialists Effect ___ Description 


300| EE Ete-Equipping this will decrease your HP to 25%. 
300) Ete-Equipping this will decrease your HP to 25%. 
300 Etc-Equipping this will decrease your HP to 25%. 
15000 Etc-Equipping this will decrease your HP to 25%. 
15000| Eic-Equipping this will decrease your HP to 25%. 
15000) Etc-Equipping this will dacraase your HP to 25%. 
250000 Etc-Equipping this will decrease your HP to 25%. 
250000 Etc-Equipping this will decrease your HP to 25%. 
25000 Etc-Equipping this will decrease your HP to 25%. 
Price Specialists Er Description 
8000000 Eic-Scrolt inscribed with the wonders of Fist Mastery. 
8000000 Ete-Serol! inseribed with the wonders of Sword Masta Dj 
8000000) Ete-Scroll inseribed with the wonders of Spear Mastery. 
8000000) Ete-Seroll inseribed with the wonders of Bow Mastery. 
000000) Ete-scroll inseribed with the wonders of Gun Mastery, 
8000000 Ete Scroll inseribed with the wonders of Axe Mastery. 
8000000} Etc-Scroll inseribed with the wonders of Staff Mastery. 
Price Specialists EE Description 
100) Etc-Part of a map held by the Orc Pirates. 
100 Etc-Part of a map held by the Prinny Pirates, 
100 Etc-Part of a map held by the Prism Pirates. 
100) Etc-Part of a map held by the Chicken Pirates. 
100 Eic-Part of a map held by the 7 Pirates, 
100) Etc-Part of a map held by the Dancing Pirates. 
100 Etc-Part of a map held by the Monk Pirates. 
100 Eic-Part of a map held by the Hunter Pirates. 
100) Eic-Part of a map held by the Animal Pirates. 
100 Ete-Part of a map held by the Jolly Pirates. 
100 Etc-Part of a map held by the Ambling Pirates. 
100 Etc-Part of a map held by the Bashful Pirates. 
10 Etc-Part of a map held by te Ninja Pirates. 
100) Etc-Part of a map held by the Gate Pirates, 
100 Eic-Part of a map held by the Wealthy Pirates. 
100 Eic-Part of a map held by the Red Pirates. 


special 


Most of these are powerful items, but are also one of a kind, so be careful how you level them. Usagi’s 
Journal ís the exception; you can get one of these every time you play through the game. 


Name Rk HP Eid ATK DEF INT RES HIT SPD MV JM Range _ Crit % 
Sexy Panties 40) 1000 1000 1000 

DoE ID Card 40) 500 300) 300) 

Postcard 40) 200 200| 1 10| 
Gao's Spirit 40} 000 100 

Claudia's Charm 40 1000 1009} 1000; 

Kitty's Ears 40) 1000) 1000f 1000 

Prinny Suit 40| 5000 2500) 2500| 

‘Mahal Wars sof _20oof 1ooof 2000f tooof 2000f 1000| 1000} 1000) 

Felicitation 40) 1300 

Usagi’s Joumal 40 1500 100) 1500) 
Emblems 


Do à lot of healing in the Hospital and you can get most of these as prizes. Emblems are a good way to 
power up your characters early on. 


Name Rk HP SP ATK DEF INT RES HIT SPD MV JM Range Crit % 
\mperial Seal 5| 20) 10) 10; 10} 10 10) 10 
Dark Rosary 10 40) 20 20} 20) 20} 20} 20 
Devil Rin 14) 70) 35) 35) 35) EE 35) 39} 
Feather Token 18) Mo) 55 55) 55) 55) 55) 55) 
Sophia’ Mirror EK) NE NE 
Pravda Pendant 26) 220/ 140} 110} 110) 110) 110) 110| 
Royal Ring 30) 300 150) 150 150 150 
Testament 34 400 200 200) _200/ 200) 200) 200} 
Exodus 38) 540 270, 270 270} 270 270 270) 
Arcadia EN) ME) EE) 
Food Items 


Recover your HP/SP in battle with food items. They aren't quite as useful as they were in the first game, 
since the Item World now has hospitals. Fairy Dust cures status ailments. 


à D R PD Rinie: % 
ABC Gum 1 20) 1 
Mint Gum 1 50 7 
Hard Candy 5|__ 100 B 
Cotton Candy To} 250 2 
Talyakí 13) 500 3} 
Chocolate 20} 1000 3} 
Flan 25|_2500 3 
Eclair 30} 4000 4 
Shortcake 35} 8000 4} 
Sundae 39|_ 20000) 5| 
Opened Soda 1 5 1 
Unopened Soda 1 20) 2 
Garlic Water 5) 40) H 
Yam Starch 10) 70} 2) 
BBO Sauce 15) 130) E 
Egg Volk 20 200 3 
Protein Shake 25 300) 3 
Bloody Mar 30) 430) El 
Sake 5) 700 4 
Mushroom Soup EL 1200 E 
Dried Worm 2} 15) 7 El 
CaterpillarEge EE KE 3 
Charred Newt 5|__60|__25| 4 
Chicken Blood 7150) __50 El 
Snake Kidnay ONE MES 4 
Bat Soup 12} 750160) 4 
Frog Sweat tf 160) 310 E 
Immortal PIL 20} 3450} 600 E 
Soma. ze} 650} 125 5 
Elidr z8|_20000)_9000 dl 
Veggie Burger EJ ME KO 2 
es:tom/dis EZ 


Price Specialists EZ Description 

10 Ete-Panties: And what am | supposed to do with these) 

10 Etc-ID: You are now an official Defender of Earth! 

10 Etc-Postcard: Summer greetings! Wish you were herel 
50000000 Eic-Spirit: He's with us today, if only in spirit 
50000000 Etc-Beauty: Just try to keep your pants on. 

50000000 Etc-Ears: Seen at conventions all over the netherworld. 
2000000000) Etc-Costume: Would look cute on a young girl. 
2000000000 Eic-Sacred Treasure: Unleash We eternal abyss, 

1500000 Wpn-Baton: Overlord Priere's weapon of choice. 

50000000 Etc-Usagi's Battle Logs: He hopes to win a Pulitzer 

Price Specialists Effect Description 
Ete-Emblam: Cary cut atrocities with total authority. 
Ete-Emblam: Pray for your enemy's blood to boil. 
Etc-Emblem: Forged in the hellish fres of fery hell. 
Ete-Emblem: Send this around to call a demonic meeting, 
Ete-Emblam: Helpful in applying Sophia's make-up: 
Eic-Emblem: You're just paying for the name, really. 
Eie-Emblem: Kiss the ring and show your allegiance 
12000000 Eic-Emblem: Prepare this before you d 
Ete-Emblam: Grant your foes an exodus from life. 
2000000000) Etc-Emblem: Provides authority beyond reprosch. 
Price Specialists Effect Description 

E Item: Recovers HP. Only 1 previous owner! 

10 em: Recovers BP. Double the pleasure, double He fun. 

EI Item: Recovers HP. Too much will rot your teeth. 

10) Item: Recovers HP. Found mostly at shady camivals. 
230) ltem: Recovers HP. Do you start at (he head or the tall? 
500 \tem: Recovers HÈ. They say it's an aphrodisiac 
1000 Item: Recovers HP. Too much may give you diabetes. 
2500 Item: Recovers HP. Likely to induce a sugar coma. 
4000 \tem: Recovers HP. Not to be confused with Shortround. 
8000 Ltam: Recowers mucho HP. Hot fudga costs axtra. 

5 Item: Recovers SP. Highly unsanitary. 

El tem: Recovers SP. Shake vigorously before use. 

60 Item: Recovers 5e. Why would anyone drink this? 

200) Item: Recowers SP. Used as a torture method in Hell. 

500 tem: Recovers SP. Slather it over your ribs 
1000) ter: Recovers SP. before entering te tin 
2000 Item: Recovers 5e. Build strong bones and muscles. 
3000| lem: Recovers SP, | figh better after a few drinks! 
8000 Item: Recovers SP. Alittle sip goes a long way. 

76000 em: Recovers mucho SP. May cause hallucinatons 

50 Itam: Recovers HP/SP. Like beef jerky, buthorrid, 

150 Item: Recovers HP/ SP. Not to be taken orally. 

300 tem: Recovers HP/ SP. It didn't get better. 

500 Item: Recovers HP/SP. For vampires with conscience 
1500 tem: Recovers HP/SP. Do snakes even have kidneys? 
3500 Item: Recovers HP/ SP. Waite r! There's soup in my bat! 
7500 tem: Recovers HP/SP. Collected fram pro Frogers. 

16000 Item: Recovers HP/SP. The pill is immortal, not you. 
50000, ltem: Recovers HP/SP. Drink of the Eastern gods. 
500000) Item: Recovers mucho HP/SP. Cures any battle wound. 
10000) [em:Aveggeburger is NOT a hamburger 


Range _Crit% 
2 


Fairy Dust 


Pizza 1 500) El 
Ramen 1 500) 2} 
Dark Assembly Items 


These are used for persuading senators to side with you in the Dark Assembly. 
R P PK D R PD 


Bomb 1|__00) 
Medicine 3} 500 Zi 
Hard Liquor s|__ 500) El 
Chloroform 7 0) El 
Angel Cake 5|_00) 2 
Gold Bar 10) 300) 2} 


Mana Potions 


Mana Potions can be purchased from a secret shop in the Item World. Use them to boost your Mana. 
Name Crit % 


Mana Potion | 


Mana Potion Il 15) 100 

Mana Potion Ill 25| 1000 2} 
Hands 

Steal items from enemies with Hands. Thieves are best at using them. 

Stealing Hand zi kj 
Plunder Hand 10 — 2 
Cha-Ching 18) 3} 
Bandit’s Hand 26) 50 El 
Awesome Hand 34) 0| 5| 
Mr. Gency Exit 

Escape from the Item World whenver you please. Never leave Holt Village without one. 

Name Rk HP SP ATK DEF INT RES HIT SPD My JM Range Crit % 
Mr. Gency Exit 3) 

Cell Phones 


Unlock bonus stages or make dae ad with Cell Phones. A secret meed. in the Item World sells them. 


Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 
Cell Phone 


Subpoenas 


Felonies are a good thing in Disgaea 2. Subpoenas always come with à Bailiff whose level tells you where to 
find the Dark Court. 


Name Rk_HP__SP___ATK DEF INT RES HIT SPD MV __JM__ Range Crit% 
Subpoena 5) of 


Slafalalalelelal|sl =| 
ololelelelolelolololole 


Price Specialists Effect __ Description 
10} |temn: Cures ailments. Highly addictive. 
10 [tem: Recovers FP. Ham and pineapple. hold the onions. 
10) Item: Recovers HP, Good choice for coliege students. 
Price Specialists Effect Description 
30) Item: For Dark Assembly. No stesping! 
180) Ltem: For Dark Assembly. Sober up! 
EG tom: For Dark Assernbly. Drink! Drink Drink] 
1000 Item: For Dark Assernbly. Momma said knock you out! 
1000 |tem: For Dark Assernbly. For sweet-toothed senators. 
10000 Item: For Dark Assernbly. Is this a bribe? Of course! 


Specialists 


Description 


el tem: Used in battle to goin mana. Power up! 
10000) Item: Used in battle to gain mana. Keep goïng! 
100000 Item: Used in battle to gain mana. Maximum power! 
Price Specialists Effect Description 


Item: Used to steal stuff. Try not ta get caught. 


[tar Used to steal stuff. Standard pich-pockat gear 


Item: Used to steal stuff. Hit by a smooth criminal 


Ttem: Used to steal stuff. Fit for any cet burglar. 


term: Used to staal stuff. Atruly awesome hand. 


50) 


Specialists 


Description 
ltem: Escapes from Item World {restart on same floor). 


Price 


Specialists 


En 


Description 
Item: The Prism Rangers app ear for a dramatic rescue! 


Item: Defender of Earth appears for a dramatic rescuel 


Ttem: The Dark Hero appears for a dramatic rescue! 


Item: Call in à mid-battlo delivery. 


Item: Call Zenisky Financial Services. 


Meet with the Ghost Party. 


eet with the Petit Orc Party. 


Mest with the Write Dragon Party. 


Item: Mest with the Mothman Party. 


Item: Meet with the Wood Golem Party. 


ltem: Mest with the Baciel Party. 


Item: Who knows what might happen? 


Price 


50) 


Specialists 
GE 


EZ 


Description 
Item: A summons to appear before the Dark Court. 


Exp/HL/Mana Data Key: 


“1: 


(2): 


(*3): 


(*4): 


(*5): 


(“6): 


(*7): 


(*8): 


(9): 


(*10): 


(11): 


new cycle. 


Once this stage has been completed, it will disappear 
from the list of both Holt Village and the Land of 
Carnage. 

The data for this stage is based upon the revisited 
version, which differs from the first visit. 


There are Exp +50% symbols on this map, and 
may increase the total amount of Exp you can 
get on this stage. 

There are HL +50% symbols on this map, and may 
increase the total amount of HL you can get on 
this stage, 

There are Mana +50% symbols on this map and 
may increase the total amount of Mana you can 
get on this stage. 

There are Enemy Level Up 10% symbols on this 
map and will increase the total amount of Exp, 
HL, and Mana you can get on this stage. 
There are Fusion symbols on this map 

and may increase or decrease the total 
amount of Exp, and HL you can get on 

this map. 

There are Clone symbols on this map, 
which will increase the total amount 

of Exp, HL, and Mana you can get on 

this map. 

The Dark Sun routinely revives all 
enemies, which will increase the total 
amount of Exp, HL, and Mana you can get 
on this map. 

There are enemies on this map that are 
scheduled to Rise to the Dark Sun which 
may increase the total amount of Exp, HL, 
and Mana you can get. 

Once this stage is finished, it willend the game 
and you’ll be prompted save and start a 


1. From Holt Village: Data displayed from fighting the maps while în Holt Village 

2. From Land of Carnage: Data displayed from fighting the maps while in the 
Land of Carnage. 

3. Stage Name: The Name of the stage and its number, 

4. Speed: How useful — to a single character — the stage is for speed clearing. 
Five stars means the map can be cleared in 1 turn. One star means it takes 5 
or more turns to clear. 

5. PWR& Gain: PWR displayed is the total adjusted stat when attacking to kill 
any enemy on that stage in one hit. Aim for a stat that’s higher than what’s 
shown here. Exp, HL, and Mana are the total amounts that can be gotten 
from the map without any bonuses. 

6. Normal and x Bills: Normal is the stage being fought when no Enemy Stron- 
ger bills have been passed. The Bills number shows the stage’s data after x | 
Enemy Stronger Bills have been passed. 


20 BILIS NORMAL 


[za El 2,37| 5,994] 10,152| 
ja 
TUIOKAC EIJ 
EEE 
50 450 1,000 1,500 2,500 
Ea 
FT El El 2,925) EE 10,152, 
EN 
TUTORIAL 3 (1,3) 
EE 
50 450 1,000 1,800 2,500 
Ea 
[an nn El EE ZAC 5,994} 10,152, 
[a 
TUTORIAL 4 (*1,3) 
SPEED [*** 
50 450 1,000 1,800 2,500 
Ea 
HL EE 945) 2,925) 5,994 
[ar 


spem} 

p 60 500 1,200 2,000 2,800 J40,000 ____[60,000 | 

E 102} 1,66) EE 1,452 17,670 309,382 557,670 
EEE 

SPEED} "== 

pe EE 550 1,500 2,200 3,000 143000 [65000 | 

FE 172} 77 5,710) IE 707 | 401092 702,7 


STAGE LE) DEAD TREE HELD 


Hr En 


@\ 
rd 


FROM HOIT VILLAGE FROM [AND OF CARNAGE 


DARK WORLD — STAGE 1-2: KEFLECTION FOND. 


setten 
7,300 23,00 45,00 55,00 70,00 [200 | 
pe 
L 115-658 5054022 1,189,012 2,107,678 20873 60,082,087 B5,257 493 
DARK WORLD — STAGE 13: ESCH S HIDEOUT 
6,500 20,000 [40,00 [55,00 [5,000 [450000 [000 | 
pe 
[za 73291) 319,737 739,57 1,332,057 098, 137 31921497 33,808 537 
jaa 


DARK WORLD — STAGE 1-4; DEAD TREE FIELD 


25000 


1,192,856 | 


El 70 1,00 1,700 2,300 33000 800 | 
De 
366 3,734 10,514 0,76 4,370 794% 1,027,5/0 
STAGE ZE (3) SANCTION ROOM 
SPEED |“ ** 
En 700 1,50 1,700 2300 [200 Peo | 
Ea 
339) 3, 9, 19,050| 31,63 4,863 350,178 
SAGE ON DFDERAK 
SPEED |“ 
180 900 2,090 3,000 4,300 63,000 __[85,000 | 
pe 
726) 6,990 19, 751| 64,248 1,344,096 1,920,498) 
STAGE Er (SEALED HOOM 


13,000 25,000 30,000 40,00 290,000 ____[A00, ENEN 
E 163.744) 799.344 1848, 144) 3,330,144 5,245,3da) 94803744) 13452144 
DARK WORLD — STAGE 2-2: SANCTION ROOM 
src [* 

3,500 12,00 0,000 30,00 35,00 270,00 20000 | 
Fn 138,506 600308 1,386,006 2,495,706} ___3,29,06| __70,932,606| __100,643,406 
laa 

DARKWORD — STAGE 25: ROOM OFDESPAR 
speen |“ ** 

5,000 16,00 5,000 40,00 50,00 360,000 ____MBOOO 
be _05,016 1,334,016 3,050,016 5,546,016 B,732,016| _ 157,628,016 | __ 223,652,016 
han 

DARK WOR — STAGE 2-5: ("10) SEALED ROOM 
SPEED [*** 

14.000 35,00 55,00 90.000 110.000 72500 [000 

me 157,07 8514682 1,965,257 3,537,732 5,569,107|__100,481,507|__ 142,565,607 


250 EC 3,000 [4,500 6,000 85000 | 
Ea 
L 1,008 ER 22,960 EEKE 73,84 1,510,768 2,156,784 
STAGE 3-2: (73, 4, 3J DANGEROUS REFIGE 
SPEED |* 
125 #50 1,300 2.000 [2,800 [20,500 5200 | 
Ea 
Fe 976 3,160} 2,304) 43408) 71450 1,467,500 2,095,160 
jaa 
STAGE 5-5: CORPSE GARDEN 
speen |“ 
450 1,900 3,600 5,200 7,500 90,00 [120000 
Ea 
FL 1,929 13,058) 4, £4,989 105793 2,103,935 2,999, 143 
jaa 
STAGES CE TRAGEDTIAND 


52.754) 


KT Sy 
Ì | 


FROM HOIT VILLAGE FROM [AND OF CARNAGE 


ROA B o Or AC 


ar 


[speen |” 


DARK WORLD — STAGE 5-2: DANGEROUS REFUGE 


sper] 
5,800 20,00 35,00 [40,00 55,00 [330,000 

De 
L 252,144] 1,083,744| 2,496, 144 4,489,344 | 7,063,344|___127,236,144 


DARKWORID — STAGE 5-3: CORPSE GARDEN 


200,00 300,000 [400,00 550,00 [3,80,000 [2300000 | 
FE 1,136,237 4,613,707 10,431,077 15,589,752| 9,377 20,638,279 20,635,279) 
ja 
DARK WORID — STAGE 34: (9) TRAGEDYIAND 
SPEED [* 
18,00 45,00 75,00 110,000 130,000 [900000 7130000 | 
pe 
465,95) 1,984,840 4,958,585 8,187,190 12,870,655 188,317,382 285,110,882 
STAGE 4-1: (?5) BLOODY VALLEY 
STAGE IE ECHINGE 
SPEED |* 
425 1,800 3,500 3,000 7,000 88000 [10,00 | 
EXP 
LE 3,675 516 752) 121,383 197,15 3,915,953 5581485 
STAGE A5: UG) RED WATER 
SPEED |“ 
375 1,600 3,500 5,000 7,000 83,000 [120,00 
pe 
IL 2,212) 14.829) 38,612| 73,561 119,6 2,376,024 3,386,735 
STAGE 44: (2) DRAGONS MOEITE 
[SPEED |* 
1,000 3,200 5,000 5,000, 12,00 150,00 [0000 
pe 
IL 4,361 28 néa] 73,28) 138,68 224675 4,412,234 6,285,875 


10,000 32,000 50,000 65,000 85,000 600,000  [B50000 | 
5 485.938 2,075,748 4771478 8.573.028 13,480.548| 2474059388 |__ 343,874,148 
jaa 
DARK WORLD) — STAGE 4-2: LIFE EXCHANGE 
spee | 
11,00 32,00 50,00 70,00 85,000 650.000 [P000 
zn 364 491 1,555,811 3,578,571 £420,771| _ 10,110411| _ 181,804,491| __257,905,611 
jaa 
DARKWORLI — STAGE 45: KED WATEREALL 
speen | 
16,000 50,00 5,000 120,00 140,000 1,000,000 [100,00 
Fe __359,406| 1,530,756) 3,515,506 6,313,656 9,925,206 178,332,406 2352,970,206 
jaar 
DARK WORLD — STAGE 44: DRAGONS MOUTH 
SPEED [* 
15,000 45,00 70,00 95,00 120,000 [800000 1100000 
HL 432,434 1,839,584| 4,223,124| 7,583,084| 11,919,434 214,091,434 260,740,761 
[aa 


B75 ‚000 „500 „500 12000 la0000 ___ p7000 | 

5 5,651 EN 112,69! 212402} EIEREN 6,701,591 9,544, 502 
STAGES ETERNALORDVION 
SPEED |* * 

625 2,500 4,500 7,000 10,000 110,000 [150000 | 
len 6,350) 38,376 97, 183,264) „48 5,768,376 8,214,708 
jaa 

STAGE 5-3: SHRIEK OF DEATH 
spee |* + 

650 2,500 4,500 7,000 10,000 110,000 [150000 
on 2,856) 15,992| 39,792 74,256| 119,380 2,291,464 3,260,980 
jaa 


NORMAL 


DARK WORLD: AREA 5 — CAVERN OF EVIL 
DARKWORILD — STAGE 5-1: GLUTTON'S HIDEOUT 


EE 
15,00 Ee 70,00 100,00 130,000 0,000 [10 
he 4,080,384 9,363,584 16,809,984 | 26,419,584 474,368,384 672,883,584 
DARK WORLIJ — STAGE 5-2: ("6, 7, 8) ETERNAL OBLIVION 
EE 
180,000 180,00. 180,00 180,000 


DARKWORID —STAGE5-3:SHRIEK OFDEATH 


SPEED” 


6,40,887 


DARK WORLD — STAGE 5-4; DARK RUINS 


speen” =*= 


93,000 180,00 300,000 


EPISODE 6 — BATTLE AR ENA 
STAGE 6-1:(*2) FIRST BATTLE 


11,00 


650 1,800 3,500 5,500 7,000 75,00 [100,00 | 
pe 
IL 6,722 $7 „320 92, 172,694 217 A71 5,316,690 7,565,551 
STAGE 5: (2) THIRD RATTIE Je 
speen] kl 


5,000 


u 217,772 


(EEGA 


[/ 


ui} 


1,100 3,000 5,500 9,000 12,00 120,00 [MOM 


IL 9,000; 47880) 117,480 217.800 |_ 348 840 6,623,400 9 420,840 


DARK WORID — STAGE 61: FIRST BATTLE 


75,000 160,00 230,00 300 ,000 [a00,000 |2,600,000  [A,000,000 | 
5 810,030 3.300,70) 7471,530) 13,325,280 20,859,030| _  26,417,646 21,703,607 
jaa 

DARKWORLD — STAGE 6-2: ("6) SECOND BATTLE 

Er 

8,000 20,00 0,00 45,00 [60,000, a30,000 550,00 
bn 75,132 316,55 724,482) 1,298,907| __ 2,039,832| __ 36,538,632 8,873,659 
jaa 

DARK WORLD — STAGE 63: THIRD BATTLE 

speen | 

10,000 27,00 40,00 55,00 70,000 550000 0000 
Fe 491,568 2,079,168| 4,764, 368 8,547,168) 13,427,568 | 240,787,568 341,531,568 
jaar 


spe [= 


HC 


681172 2881,122) 6,607,052| _— 11,843,932 _301,466,40 


__383,662,772|_ 


EK 
5,500 13,00 20,00 30,00 
LL 3,720) 18,768) ‚368 83,520 133,224 
STAGE TTC FIFTHBATTIE 
SPEED |* 
4,500 8,000 13,000 18,000 175,000 [240000 | 
EP 
Fe 3,900) 21,07) 51,940 96489 154,723) 2,47,712 4,193,383 
jaa 
STAGE 7-3: (2) SEMEFINAL 
speen |“ 
750 2,500 4,000 6,500 9,500. 95000 [3000 
pe 
[a 12,067 63,76) 156,163) 289,26) 3,075 8,779,47 12,487,075 
jaa 
SAGE TA CH FINAL BATE 
21,000 12000 ZE 
pe Ee 
440,059) 


8 JP } 4 rey JP 

Ne rd GT p u Ò 

i Ro | md et, 

EROM HOUT VILLAGE FROM IAND OF CARNAGE 
NORMAL NORMAL 20 BILLS 

SPEED |* 

750,00 500,00 850,00 1.200,00 1.407,00 5500000 Pp 
pr REE EIER EKEREN ELEN EEEN MEE EA 
5,10,042| — 20,591,097 3,502,869| 39741719 66,467,619|___ 39,721,546 


3,60 


4,560 


DARK WORID — STAGE 7-2:SEMEFINAL 


EE 
9,000 200,000 300.000 [380,00 [230,00 [3.400,00 7340000 | 
pe 76751 1,559, EEE 3,05, 251 387508 30,499,107 30,49, 102 
HL 1,262,530| 11,590,030 20,655,280 32,321,530 27,703,607 27,703,607 
MA 500) 1,010 1,520 2,030. 2,540 9,999 9,999. 
DARKWORID — STAGE 7-3: ("6) FINAL BATTLE 
[SPEED |* 


0,000 ER 170,00 200,00 7,500,000 
2,584,470) 10,724,439 13,452,746 114,219,328 
IL 1,229,573) 5,176,748 11,844 823 21,233,708 33343673 382,395,708 
ja ENEN 7,30 5,50 5,90 1,0 A50 
EPISODE 8 
STAGE 8-1: SLINKEN ALTAR 
SPEED] 
2,500 6,500 14,000 20,00 0,000 [250,00 Po | 
En 321 EN 100,56 LD AEK 105530 125605,062| 
Fe 19.408 98,968 239,96 442408 706, 288 13,284,208 18,886,288 
EE EEE EL El 120 150, 5,798 5,110 
STAGE 8-7: HADES CORRIDOR 
spee" 
6,500 14.000 19.000 25.000 [220.000 [0000 | 
26,75 250,518 506,96 LEE 915592 5,764,632 9533202 
15,50) 79,50 191,70 2,506 962,715 10,545,126 14,993,915 
172 304 66 5E 1,050 4,812 5,740 
STAGE 5-5:{"6) IOSER'S GAMOWS 
spcco]* 
0 2,500 4,000 7,000 10000 0,000 _ 0,000 | 
be 6150) Rid 221,175 ZDA 207,997 EZEL ERLENEN 
4,006) 20,701 50,381 33,046 148,696 2,805,056 3,988,546 
[ 100) 0 Ei 50 660 2,00 2,50 
STAGE &-5: CONFESSION ROOM 
SPEED |* 
600 2,500 [4,000 [5,000 8,500 DE 
[pe 5750 55100 EE 509,20 ERI EERE 53700 
[z 5,200 30,700 77,40 145,450 234,70 4,552,700 6,482,200 
ja [Ed 200 50 300 KE 5,150 RES 
STAGE SLIRVIVOR'S END 
SPEED |“ 


0,000 [20,00 | 
En 5,36 IEA 760,76 6,630,652 7.909,40 
HL 7,852 170,312 408015 9,301,280 13,219,216 
ma 428 672 1,160 5,064 6,040 
STAGE 5-5 PITRID COURTROOM 
srero[- 
2,200 6,300 13,000 19,000 27 000 225,00 [3,000 _| 
pe 42576 EKE 539,00 LOE 15 13550 CRAERK 1585506 
Fe 24.208) 120,558 291,058 534,088 852,208 15,940,288 22,056,288 
jaa EI EU 130 1,500 2,280 9,950 1380 
eed 


NORMAL 


20 BILS 


NORMAL 


20 BILIS 


DARK WORLD: AREA 8 — 


D ORLD — STAGE 8-1: HADES CORRIDOR 


src= 
30,00 80,00 130,00 160,000 [210,00 1,600,000___ 12,200,000 | 

Ea 

ja 416,008 2,242,700| 5,130,488| 9,196,188 14439888) 172,647,742| _ 108,995,950 

EN 


DARKWORID — STAGE 4-3: 9) CONFESSION ROOM 


[speen 
40,000 35,00 140,00 200,000 230,00 7,800,000 TL 

Ea 

PL 584,059) 3,593,716 _5,130,571 14,494,660 22,685,903| 7,856,327 

[a 


800,00 | 


8,439,635 


DARKWORID — STAGE #5: ("9) PUTRID COURTROOM 


11,233,790 


STAGE 5.2: (5) GRAVE OF AICHEMT 


12,00 17,00 


16,196 79,16 


7,500 


189,652 347624} 553,09 


140,00 


10,300,309 


200.000 


12,637,016 


26,080 125 ,664| 209,128 548272 B71,304 6,169,504 ERIEE: 


DARK WORLD: AREA 9 — ALCHE CITY 


12,000 35,00 50,000 [70,000 85,00 
be 
IL 497,497| 2,096,122) 4,797,47 8,600,872 13,506,997 241,944,997 42,506,786 
DARK WORLD — STAGE 9-2: GRAVE OF AICHENT 
src] 


167,792 1056247092 


DARKWORLD — STAGE 9-3: (8) ALTERED TOWN 


SPEED” 

25,000 30,00 120,000 160,00 200000 1,600,000 [200000 
pe 
IL 209, 304) 878 ,904| 2,009,304 ‚500,503 3,652,504 15,253,958. 57561158 


TDARKWORID — STAGE 9-4: SNARLING CAPITAL 


100,00 130,000 170000 [1250,000 


40,791,866 


EPISODE 1 
STAGE 10-1: ROTTEN FIELDS 


7, RING NIGETMARE 


14000 


NORMAL 


STAGE 104: (2) DEAD BREATH 
2,000 50 12,000 18,000 27,000 190,00 [260000 
Ea 
| 24,708 115,992) 274,540) 300,352} 793,422| 14,630,140 20,779,782 
[aa 


DARK WORLD: AREA 10 — CARCASSED LANDS 
DARK WORLD — STAGE 10-1: ROTTEN FIELDS 


speen |* 
13,000 33,000 50,000 75,000 90,000 |_____700,000 | 920,000 
Ea 
za 651,158) 2.734,36) 6,251,168) 11,201,568 17585568) 314,699,168| __ 102,724,184 
jaa 
DARK WORD — STAGE 107 URING NIGHTNARE 
12,000 30,00] 50,00 65,000 80,000} _____650,000| ____850,000 
Ea 
IL 489124 2,065,784| 4,731,424| 8,186,084 13,329,734 238,932,134 210,043,715 
DARKWORID — STAGE 105: REBELLNG SPIRIT 
speen |“ 


239,100,540 


1,500 4,500 5,000 1500 15,00 140000 190000 


y 24,030 112,032) 2ó4,600 401,734 763243 14,052,222 19,957,203 


1,600 5,000 9,000 15.000 [20,00 


487,904 887,040 1,404,584 


145,000 


25,789,456 


200,00 


36,522,184 


speen] 


STAGE 15: EVIL TEMPESTON 


SAGE ITC HOI TOWER 


spEED |=” 


7,000 5,000 
De 


12,000 [19,00 25,000 


)RLID — STAGE 111: GEO 


ZOOO mn 


(EE EP EC 
E 33,397 228 463 536,593| 974,23 1541413) 28,236,933|__ 40,093,213 


DARK WORLD: AREA 11 — SHINRA TOWER 
DARK WOI CHALLENGER 


En Kn 
100,000 200,000 300,00 430,00 500,000 3,200,000 ___ [3,200,000 | 
be 
IL 1,262,530 5,125,780) 11,590,0: 20,655,230 2,321,50 27,103,607 27,703,607 
DARKWORID — STAGE 1-2: WITTY CONTEST 
SPEED |“ * 


10,605,252 18,994,752 


_40 553716 


DARKWORLD — STAGE 115: DEATH TO COWARDS 


NORMAL 


FROM HOLT VILLAGE 
ME 5 


EROM LAND OF CARNAGE 
NORMAL 20 BILIS 


TOWER ( 
TCAMETTID 

spem] 

170,000 350,00 550,00 750,00 [950,00 000 P,O 
Ea 
FL 3,993,056 16,171,716 36,536,566 65,087,616| __ 15,925,520 69,537,870 69,537,870 
jaa 

DARK WORED — STAGE 115: EVILTENPIATION 

spe 

13,000 30,000 50,00 €0,00 85.000 |é00,ooo [850000 
er 
FL 217,81 901,52 053,78 3,573, 196 5,760,071| __102,774,631 10,714,498 
aa 


DARKWORD —STAGE 1-6: WARPED KNOWLEDGE 


sper 


55,00 50,00 100,000 [7 


121: (?2,3) OVERIORD'S SIGN 
SPEED |* 
14,00 0,00 50,00 [55,000 420,00 7000 | 
L 74,84 342.012) 2,920) 1,457,568| 2,05,950| — 42,278,396 50,958,510 
STAGE IE CHSTAINE NAE 
SPEED |* 
6,300 17,00 5,000 50,00 55.000 [200000 ooo | 
EP 
HL 50,328| 229104) 537,22 974 688 1,541,496 28,201,208 40,039,896 
jaa 
STAGE 123: MYSTEROUS TRAP 
speen |“ 
13,000 25,000 40,000 50,000 375,000 __[530,000 
pe 
Pe 92,049 422709) 849) 1,805,465 2,857,569 52,396,449 74,400,369’ 
jaa 
STAGE ET DANCING FOOR 
117.249 


LPE EN 


ar 
FROM HOIT VILLAGE 
10 BILL 


EPISODE 12 — TO ZENON CASTLE (cont) 
HE REAPER 


5: AGITO THE 
SPEED 
4,300 13,000 25,000 [40000 55,00 375,00 [NOM 
Be 
L 103, 188} 467912 1.095.878) 1,987,086 | 3,141,547 57,414,39 81,512,467 


STAGE 1-6: ("2 CASTIE GATES 


[55.000 


5,717.240 | [23626112] 


EEn a 


ME MZ 


TDARKWORLD — STAGE 12-3: MISTEROUS TRAP 


srt” 
48,000 100,000 160,000 | 220,000 270 000 enen! 
in 1,912,650) 7,879 680 17,902,680 31,981,680 50,116,650 | 118,798,566 233,784,528 
DARKWORID — SAGE 12: DANCING FOOLS 
SPEED |* 
200,000 300,0C0 400,00 500 000 


DARKWORID — STAGE 125: (5) AGITO THE REAPER 


speen ]* 
25,000 55,000 85,000 110,000 140,000 EK 1,400,000 

be 

IL 892,584/ 3,677,184| 8,354,584 14,924,784|___ 23,387,784 72,619,200 74,739,708' 


DARK WOKLD — STAGE 12-6: CASTLE GATES 


sper [=== 


0,000 20,00 50,00 430,00 520,00 3, 


be 


‚ooo [5,000,000 
799672 


A,212,156 17.164 056| 38,857,156 69,201,456 108,465,956 24297544 23,799, 


FROM HOLT VILIAGE 


NORMAL 5 BILLS 10 BILLS 15 BILLS 20 BILLS 
EPISODE 1 
STAGE 13-1: THE LORD'S PARTY 
SPEED |* 
5,800 15,000 0,000 40,00 50,00 |270,000______ [450,000 
Ea 35.900 (REEN TO 00 EEKE 2500 EERE 20,597.710 
ja 113,212 501,232 1,169,927 2,117,842 3,344,089 86,525989 
jaa 793 LZ) 2,57 5550 250 290 
STAGE 13-2: TIME OF TRIAL 
SPEED |* 
8,300 25,000 50,000 65,00 [80,000 600.000 [350 000 
oe 35,09 LATE [REI ES EEKEREN 2,957, 25, 2618 EE 
He 117,077 523,235 1,219,987 2,207,333 3,485,276 63,453,301 '90,069, 116 
lar 754 1,62) 2,502 3,376 4,130 18,234 21,730 
STAGE 15-37("6) KILLERS HAI 
speen |“ 


18,00 


500 


50,00 


65,000 


|a40,000_ 


mn 


pr 07 17055) ZOE ZTA SZ 30,150,152 EEKE 
FE ERE 459,018 1083241 1,971 402 3,123,510 57,453,265 81,592,370 
ha TE LZ 262 EK 150 ERE 2190 
STAGE 154: FINAL DECRION 

spe] 

20,00 55,000 110,00 750,00 170,00 1,200,000_— T1,800,000 
Ea 716,25 7,500,807) 7857085 EEEN ERR EIER EEEN 
Fe 221,642 973,542 4,104,902 6,474,362| _ 117,488,442| _ 166,742,762 
laa 780 1,70 2,560 3450 4,0 18,580 2,140 

STAGE 15-5-(HI) VIEWING ROOM 
SPE] 
50,00 130,00 220,00 300,00 350,000 mjm 

Ea EL 509,22 92E ZEN LL 
Fe 59,338 389,088 B95,338 1,617,588 2,46,838 
aa En IE 20 EL EE 


spe” 
60,000 130.000 290,00 280.000 350,00 |2,400,000 [3400000 | 
pe 7,842,587 15,958,508 ZTA, 0 32,204,70 105, 0| ___241,515,536| _ 407,045,232 
L 5,521,650 2507204 53,756,5%4 113,875,344| __175,425,704 51,90.238|__ 635,10,/A 
a 4,550 5,50) EE 15,280 ENEN 101,550 121,30 
DARKWORID — STAGE 5-2 TIME OFTKIAL 
spe] 
14,00 35,00 50,000 €5,000 85,00 600000 [BOOM | 
pe GE 1,250,664| EKE 2,524,440 3,161,352 26,704, 245 31,799,628 
| 574,02 2,359,822) 5,356, 122 9,563, 442 1,981,302 B,678,954| _116,969,364 
[ua 1,680 3,420) 5,160 6,900 8,640 36,430 43,440 
DARKWORID — STAGE 15-35: KILERS RAT 
spem] 
150,000 350 000 550,000 '650,000 [850,000 [3,500,000 ____[5,500, 
pe 10,04, 120 EZMEENEEN EEETEKEN 45,509425 EERENS MN EEEN EE 
| 18,155,180 73708715} _ 166,664,630| _ 297,022,925| _ 464,783,600| _ 406,108,807 |__ 406,103,807 
EN 5,000 15,10 A30 37480 40,40 159,34 159984 
DARKWORID — STAGE 134: FINAL DECSION 
Ei 
225,000 450.000 700.000 950,000 1,200,000 [4.000,00 _ 4.000,00 
10,974,552 206500 33157200 EEKE A0) 2105550} 215050 
35,180,216} _ 145,805,616 71,180,178 7o,001,940f _ 142,270,02| _ 251,005,578| __ 251,005,578 
5,000 12,00 15,20 EENES 30,20 EEKE EE 


FROM HOIT VILLAGE FROM IAND) OF CARNAGE 

NORMAL 5 BIS 10 BIS 15 BIS EES NORMAL 20 BILLS 

'E OF ORDEALS 

ORDEAL 1 (3) 
EE 
9,000 18,000 [30,00 [35,00 E 
ERN 14407 [KIEREN 2406 21356200 DAE 
421344 984, 144 1,782,144 815,34 51,333,744 72,871,344 
1,050 1,00 2,160 ENE] 11680 390 
ORDEAL 2 


[60,00 


85,00 


120,000_ 


140,000 


1.089, 101 2185176 EREN TAO 562,40 48095695, 
HL 236,660| 1,252,873 2,900,975 5,230,975 8,242,864 149,170,400 211,677,964 
|E 1,284) 2,728 ERI Ea 7,00 30164 35,40 
ORDEALS 
SPEED |* 


1,000,000 | 


Pe 1,511,57) 7,091,695 1,057, 5,285,129 7,882,519 66,00, 508 
HL 167,473} 3,221,548 7,364,043 13,194,958 20,714,293 327,699, 100. 96,172,463 
[zn 1.50 5,20 ERE E30 70 EED 10,50 
ORDEATA (5,3) 

SPEED |" *** 

22,000 45,000 70,000 95,000 120,000 300,000 1,200,000 | 
be 2,133,056 4,351 248 6,571,672 8,792,272 11,012,896 93,087,824 110,353,376 
He 1,785, 168 7,354 368) 16,709, 168 29,849,568 46,775,968|___145,238,400|___149,479,A16 
je 2,000 4,080 5,150 5,20 10,30 45,60 51920 

'ORDEAL 5 (*2) 

SPEED |* 

75,000 160,000 230,000 350,00 [400.000 3,000,000 [3000000 
Be RES 5,550,149 100037 120,25 REE NEE EN EER 
HE 5,440, 321 22,186,801 50,241,521 89,604,481| ___140,275,681| _151,646,135 95,167,325 
[za ENCI 0,310 12520 10,70 20,90 3597 1097 


EX— 1 (11) TRAGIC HEROINE 


CTRA STAGES 


speen” 
| 
6,000 15,000 25.000 45.000 55,000 450.000 }600,00 | 
[be 160,29 EEKE 17605 1,584,497 19555 17226505 20,535,546 
E 286 024 672,984 1,221,554 1,953,064 EEKEREN 20, 47,764 
EED 1,550 200 2,610 1,20 12410 
EA ZIJ RANGERS RETUEN, 
srcep [++ 
4,400 11,000 22,00 35,000 45,000 350,00 
pe ZEE EERE ETEN ENG 5,003,492 9,40,550 
| 28,93) 132.588 312,138 567,538 16,171,938 23,359,338 
jar 350) 7 1,190; 1,610 8,750 10,430 
EN ( DEFEND A DEFENDER 
spem 
9,000 23,00 [40,00 60,000 75,000 lij 
Ea EERE EEF EIER 10,57 EEDE 
He 16,536 75.936) 178,536, 324,36 513,33 
|Z 50) 110) 170 230 250 
EX ("IJ ROBOTS ATTACK! 
SPEED” 
25,000 65,000 100,000 130,000 160000 uz ol) IS 
be 638373 1,507 008) 250,50 30/0,155 ER 


IL 185,712 815525 1,891,187 3.412,70 5, 380,082 
500 KEN 2,30 5,50 2,00 


FROM HOI 


LT VILLAGE 


NORMAL 10 BILLS 15 BILLS 20 BIILS 
spEED|** 

25,000 70,000 140,000 170,000 [210,000 |2,000,000  [2,100,000 
[pe 267,152 128,117 1,099,160 1,480,629 1,863,240 15,985,422 19,050,472 
[za 79717 353,797 823, 197 1,487,797 2,47, 117 42664917 60,554,917 
[ma En 1.050) 150 2,20 2,820 12,100 EEE 

EX — 6 ('1) FALLEN MAIDEN 
SPEED |* ** 
300,000 500,000 900,00 1.200,00 1,400,900 12,000,000 TOM | 
Ea EENES WAE UCE 15350449 BO 0E 1520 
L 5,993,855 24,350,548 55,071,530 55,207,130 67,707,019 67,393,698 61,705,841 
jaa 1.50 ERZ 5,530 7520 5,00 35,300 EAK 
EX 7 ("IJWORST WITCH EVER 
SPEED [+ ** 

650,000 1,200,000 1.900,00 2.500,00 3,000,900 12,900,000 [200000 | 
[pe A MATE REEN 29,040,601 3670) 158,20,347|__158,20,327. 
FL 21,856,204 45,185,874 69,993,460| __139,225,637| _ 124,034,384| _ 190,5%,862| __190,595,862 
la 5,500 11,60 1,540 23410 25,250. 45,93 65,95 

EX 8 (IJ IN HOT VILAGE 
spe" 

300,000 500.000 950,00 1.250,00 1,500,000 mmm | 
Ea 550,27 12 1758579 EEN 2,070 

L 10,455,713 42,400,528 52,886,790 B4,364,12| _ 124,034,023 
laa 200 ERZ] 50 E20 10,50 
EX 9 ("1 IN HOLT VILLAGE 
EER 

550,000 1.200,00 1,700,000 2,500,000 3,000,000 
Ea 9,%B,025 20,057,085| 30,146,268. 40,235,464| 50,324 634 
IL 29 023,725 78,854,959 178,274,129 255,553,235 65,031,721 

5,800 1162 17,50 A10 25,50 
EX 10 ("HI TRAGEDT AT HOLT 
20,415, 958) 35,236,976 47,025,231 5E,813,523 
[za 37,586,487| __ 108,548,989 41,091,026|___ 178,809,982 49,59, 454 
jaa 5,700 EE 1,200 15.550 23,700 
EX — 11 (*1) SUPREME OVERLORD 
SPEED |* 

2,000,000 4,500,000 7,000,009 9,000,000 11,000,000 (20,000,000 ___ [20,000,000 
pe 55000 WAD 2616207 02310 EER ARI EEE EEP 
L 14,192,912 14,678,858 1:458,634 17,024,120 8,088,320 8,088,320 8,085,320 
[ma 200 2,010 500 E00 9,905 9, 9,900 

EX — 12 ("2) VIEWING ROOM 
SPEED [* 

58,000,000 80,000,000 80.000,00 80,000,000 [80,000,009 150,000,000__ [15000000 | 
pel A5 | EN ASD AAD 875,60 | _ 875,52,055 
L 58,0%6,215} _4,498,550,106| _4437.932,330| _4A37,932,330| 4437,32,330| 4437932330) _4437,932,330 
EN 5,000 42,00 49,955 9,995 49,95 10,505 EEKE 

STAGE 15-0{II) BATTIE ZENONI 
En 

3,500,000 7,000,000 10,000,000 14,000,000 18,000,00) 

14 A84,997 2,040, 810 43.508,57 58170532 ADE 
9,338,296 38,781,321 2,431,056 29,136,526 13,480,534 
2,00 5,010) 5,020 EEN 9,909 
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